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FOREWORD 


“Restore the outlook of FINAL FANTASY from that of a Ee FFEESDSHBREITRL, AAACHEIS 
jaded champion, back to being an eager challenger, aiming k : on RK DRPG#EIES. 
to be an RPG that could truly be called AAA standard.” 5 


This was the target | set when the FFXV project started. EAV CORMe eG 


eZ An hätte 
Looking back on my memories of playing FINAL FANTASY | ee BDIH ELTFFER Tec, FF 
from before | started working on it, the series was always a Al B (ARANEOS HERE TL 
challenger to the title that paved the way for new and exciting 15 Set EFXVISE SUS ELD fe DCS B 
eras. So | thought about what FFXV needed to do in order to / NE 2 NENEZEUI 


be that way once again. den Sn 
nn KI BUTT LIER TEAN ARE 


Firstly, | made the idea of a “journey with your closest friends” the central DIK EMED WIEZE L le 
axis of the player’s experience, something that could only be realized using ELTARRSRODIDIEA TI IRENI SA 
the latest technology. INDIER I STEleb&lLlies 

‚ FFDIZNE Rd, BAND FE CERI STElcb&Lies 
|l also decided to implement an open-world structure and action-based EORHRDTIARV IEEE BRADA Hie A 
battle system, to create a completely free sense of adventure. On top of 2 ee 
that, | decided to recreate all the classic FINAL FANTASY elements using UITSHI TADSTELEL SLE 


cutting-edge technology. Finally, | decided that we would deliver this new 
full-spec FINAL FANTASY, worthy of the latest-generation, to players all AAS EBUNTUDHIE, 2 SODA DE BLD AAE ED 


over the world at the same time. HELE ALI D BD ES 
(USED DDND, EDITED RA, £ 5 
PSBEICED £Lie, 


As | come to write these comments now, | can say that my many comrades 
and | are succeeding with all of the challenges that we took on during 


our own journey. We may have come up against obstacles on numerous EUD DIE RIES, EDI TI REEL TAK 
occasions, but we were able to overcome them every time, growing and HESDANICHKETEELle, 


developing along the way to reach where we are right now. Nothing about EDENRTFEXVIE, EAETOFFI ZED Tie 

this project did not present a challenge, and | believe that everyone involved HIN ENCKECAELT eh BANETTe 

was genuinely able to develop themselves through their involvement. EDM HRHDIPICHEIEREHENDELE 
CC HEE 5 CIE EF be Cs K 


: Ù SE ze 
In that sense, you can say that FFXV truly is the latest installment in the DOEDNSIEL SAUS Te 


series, as it was created by the same people who made the previous games 
what they are, but having matured and grown even further as creators than ZUTEDAICDINT, LPPiggybackF ADE 
ever before. So it brings me great joy to be able to deliver this title to all our DIEDINT =S 


fans around the world with a simultaneous release. IKO REENE GEREED A 
7d ge rvi AE JAN mn 

Now let me say one thing about this book, or rather, about the way that the da gen sl a Lies ia 

Piggyback team do their work. It was during the final phase of development EORBOT AE INZA ORAET, € TCDÜNIG 

that their job began — having to unravel an exceptionally unstable game that WED TT. 


was full of flaws. At this stage, the balancing work was still incomplete and BES NER (CTB B EL, ART ADT SCHE 
the game was far from what you could call playable. Even so, they stayed in CIBA REENRS AEDES LALT 


Tokyo for several weeks and worked right there beside the development team, 


. WEL fes 
tenaciously playing unstable versions of the game without a day of rest. 


AARS DIESEL ANS ELL KL foo CO KEEZ DN, 
| sincerely hold their work in high regard, and have come to see that this SWEDEN NE COSTER EL ee 
guide they have created is an exceptional piece of work, being the perfect EAI IM ERD EDA, SREASDRED 
partner for adventurers everywhere. I= ACHRBDEBUES 


Finally, to all our fans who waited so long for this game — thank you very 


much for supporting us the whole time. We really did put everything we Bl COOMA HIVERL EAU CUE PAD 


had into FFXV because of a simple desire to make everyone out there Bh ENE THATSMTASIEHIDED, 
happy, so nothing would please me more than to know of you having fun B SCENTRLUST READ TEDLEER ICH 


with our game. TEDARELI BLATHBAADEUNTT, 


FINAL FANTASY XV Director, Hajime Tabata FINAL FANTASY XV 74{L99— ERE ĳ 


CONIENEES 


An opening chapter designed to help you develop a good level of proficiency 
with the game's core systems, offering concíse and accessible introductions 
to the features that matter most. 


An all-in-one visual guide through the fuit Final Fantasy XV adventure, 
covering all available activities — from critical missions to optional challenges. 
With a flexible structure, this enables you to plot a course through the game 


that suits your playstyle. 


A comprehensive directory of every sidequest avaitable in the game, with all 
the details you might need to complete them. 
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You will find a brief “Quickstart” section overleaf. This explains 
how you can use the guide in an optimal way. 


UPDATE NOTICE 

We have taken every step to ensure that the contents of 
this quide are correct at the time of press. Nevertheless, 
subsequent updates to the Final Fantasy XV game may contain 
adjustments, gameplay balancing, and even feature additions 
that could not have been included at press time. We will 
fook to providing online updates and information on any such 
significant changes once these are notified by Square Enix. 
For details visit www. piggyback.com/en/ffxv. 


An exhaustive appraisal of all equipment and items — everything that you can 
put your hands on in the game ís covered here. 


A fact-packed reference chapter featuring every enemy that vou may 
encounter, detailing parameters, habitats, weaknesses, drops, and other 
notable characteristics. 


A masterclass that decodes FFXY's game systems and explains the 
underlying mechanics. 


A short but interesting collection of miscellaneous articles, including a guide 
to unlocking aff Achievements and Trophies. 


OUICKSTART 


Final Fantasy XV is a game that grants you an enormous amount of freedom. Throughout the adventure, you always have an objective that enables 
you to advance the main storyline. However, you are completely free to ignore this for hours at a time if you wish, venturing far and wide in search of 
sidequests, sights, and potential treasures. 


With a game this vast, and hundreds of potential activities and challenges available, every player will arrive in the world with certain expectations. 
Some will want to focus on the main adventure to see how the story unfolds; others might spend most of their time exploring the vast expanses of 
Lucis. Meanwhile, expert players may seek ways to develop their party quickly in a rush to complete the game's most difficult optional challenges. 


How you play the game will directly determine how to best use this quide. 


Our guide ís first and foremost a facilitator. No matter your playstyle or the level of assistance you require, you will find that this book offers the 


flexibility to suit your needs. 
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This guide begins with a short Primer 


(see page 8). In this opening chapter, 
we introduce the game's essential 
concepts to enable you to start the 
adventure with confidence. If you 
are a newcomer to Final Fantasy 
games, this should be your first 
port of call. Even long-time fans 
will learn a lot by reading this chapter, 
as Final Fantasy XV is a distinct entry in 
the series; familiar in some ways, but very 
different in many others. 


If you really can't wait and prefer 
to launch the game immediately, 
note that you will find a “crash 
course” at the beginning of the 
Walkthrough chapter (see page 31). 
This ís a very brief introduction that will 
take you through the game's basics in 
no more than a few minutes. 
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Our Walkthrough (see page 28) has been designed to 
suit your needs, no matter what these may be. 


© Each region that you visit during the main storyline 
is covered with a large map featuring collectibles 
and points of interest, as well as caption call-outs 
pointing to all sidequests available in the area: 
essentially, this introduces everything you can do, 
with a minimum degree of assistance. 


& This is followed by a traditional step-by-step 
walkthrough where we detail in a more linear 


fashion the path through each part of the journey. 


All along the main storyline, this dual structure 


puts everything you need at your disposal: maps, 


collectibles, captions, checklists, monster analysis, 
annotated screenshots, advice. and much more. All 
the resources are there, leaving you free to shape your 
own tailor-made experience based on your personal 
play style and expectations. 


FINAL FANTASY. 
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Specific Questions 


ve 


Whenever you have a question about a specific topic — systems, Items, 
enemies, quests, you name it — you have access to a wealth of thematic 
reference chapters. These are all structured in a user-friendly way, making 
guide navigation a painless process. 


You will also find a comprehensive index at the back of this book. Simply 
look for a key term and you will find a corresponding page reference, 
leading you straight to the answer you require. 


Sidequest-related Questions 


Our Sidequests Chapter (page 112) offers a comprehensive directory 
of all optional missions available in the game, sorted by category and 
featuring all relevant details. For a large majority of these missions, our 
coverage is primarily visual and map-based: we do not just guide you; 
we shaw you. 


lfem-related Questions” 7 


In the Inventory Chapter (page 200), we offer a comprehensive 
appraisal of all items, including where and how you can obtain them. If you 
are looking for better equipment, wondering what an intriguing accessory 
does, or craving new cooking recipes to receive superior party-wide 
attribute boosts, rest assured: we have the answers. 


Monster-r elated Questions 


This quide's Bestiary Chapter (page 228) details every enemy that you 
may encounter over the course of your joumey. Each creature is covered 
with an individual sheet revealing habitats, drops, weaknesses, and other 
notable characteristics. Armed with such knowledge, you can develop 
efficient strategies against even the most resilient foe, and obtain all 
potential combat rewards. 


Our Strategy & Analysis Chapter (page 266) dissects all of the game's 
systems. For expert and curious players alike, this is a potential goldmine. 
From battle preparations to combat maneuvers, mini-games to character 
progression, this is the chapter where we lift the curtain on many of 
FEXV's underlying mechanics. 


PISIMER 


This introductory chapter offers a general presentation of core features and concepts of 
significance in Final Fantasy XV. Either studied in preporation or consulted as required during 
the opening hours of your journey, his overview of the game's semi-open world and ifs many 
systems will enable you to begin your adventure with far greater confidence. 
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GANSE 


Final Fantasy XV features a vast continent that you gradually unlock by completing main storyline chapters. While not directly engaged with primary 


quests, you are generally free to explore its world and take part in secondary pursuits. 


There is no right or wrong way to play. Some will choose to focus 
on advancing the storyline, while others will favor a more leisurely 
approach to completing critical missions in order to fully explore the 
grand world of Eos. 


Broadly speaking, there are three main types of activities available in 
Final Fantasy XV: 


© Main Quests (B) : These missions advance the main storyline 
upon completion. By default they are selected automatically, 
meaning that their waypoints and markers are displayed in priority 
on your map and mini-map. Some main quests take place in specific, 
one-off locales that you cannot leave until your task is complete. In 
these instances, the game always wams you beforehand and offers 
the opportunity to defer the quest in order to finish any pending 
business that you have in the area before you proceed. 


© Sidequests & Optional Challenges (EE): These 
assignments are generally shorter than main quests and involve 
a relatively simple objective — finding a specific tem, hunting a 
particular creature, and so forth. Whenever you wish to complete a 
sidequest, be sure to select it in the dedicated “Quest” menu: this 
will ensure that your active waypoints on the map, mini-map and 
main screen all point to the relevant location. The game provides 
a recommended level for each quest, and this is particularly useful 
whenever you weigh up the merits of taking on an optional mission. 
While you will rarely be underprepared for main quests, you will 
regularly encounter sidequests that are best left until a later visit 
to the area. If you do not exceed or match a level requirement, it is 
usually prudent to wait until a later date. Our Walkthrough chapter 
offers comprehensive advice on which optional tasks are feasible 
at each stage in the storyline. As a general rule, we strongly 
encourage you to complete as many sidequests as you can. This 
is the best way to ensure that you constantly stay ahead of the 
overall difficulty curve. 


& Free-Roaming: Even if you are not working on a quest there is 
still a lot that you can do in FFXV, such as exploring the spectacular 
environments of Eos, participating in mini-games, and encounters 
with ambient enemies where you can refine combat techniques and 
strategies that will serve you well in more critical scenarios. As well 
as gradually accumulating rewards and resources, roaming freely 
in-between missions can be an absorbing activity in and of itself, 
and you will be surprised by how many times the vast expanses and 
mesmerizing vistas of Final Fantasy XV will draw you in @. 


&) Accessibility Options 


Should you struggle with Final Fantasy XVs fast-paced 
combat, you will be glad to know that there are three helpful 
accessibility options in the Pause menu (GPTIONS/@)) that 
have been designed to address this scenario: 


® Firstly, you can activate Wait Mode, where the action 
freezes (f you do not issue instructions, giving you ample 
time to plan your next move. 


Secondly, you-have the option to lower the difficulty setting.to 
Easy, making battles far less challenging. This is-a good choice 
for players who wish to advance the storyline but have less 
interest in mastering the intricacies of the combat system. 


Thirdly, you-may access a tutorial at any time from the Pause 
menu, enabling you to practice basic. skills with helpful. on- 
screen instructions. 


You can find more details about these settings later in this 
chapter (see page 23). 


One important thing to keep in mind regarding this game's difficulty 
is the day/night cycle. While the enemies vou encounter during 
the day are, as a rule, within your level range, those that roam at 
night are far more dangerous. These “daemons tend to be much 
more powerful; and can wipe out your entire party within seconds 
during the opening hours of the adventure. Until your characters 
are strong and well-developed, itis therefore advisable that you 
attend to your missions in broad daylight, and consistently head for 
a camp or lodging (n the evening. This simple tip will make your life 
much easier during the adventure’s early chapters. 


@ Saving 


Final Fantasy XV employs an autosave system that automatically 
records your progress whenever you hit discrete story milestones, 
or when your party rests (such as when you make camp). The top 
two save slots in the Pause menu are dedicated to autosaves. 


You can also save manually and create additional save. files 
via the pause menu. These appear below the two entries 
dedicated to autosaves. We highly recommend that you make 
a habit of using this system to record your progress: it is quick 
and painless, and will help you avoid situations where you lose 
progress after a mistake or unanticipated. difficulty spike. 


Manual save functionality is usually suspended whenever you 
are in close. proximity to assailants (and consistently so during 
active combat), while certain locations (such as duúngeons) or 
main quest events may also enforce temporary. restrictions. In 
these instances, the Save option will be gray. 


Final Fantasy XV offers frequent opportunities to venture off 
the beaten track, with your exploration and accomplishments 
all being of direct benefit to your party {in the form of EXP 
and other bonuses accrued by defeating enemies, resources 
gathered and items found). Roaming the map is-something that 
we strongly encourage — but until vou-have explored an area, 
you cannot be sure what lies in store, By-saving-reqularly, you 
will insure yourself agafnst-unpleasant surprises. 
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The following table offers a handy recap of the main commands you will use throughout the adventure. & Primer 
Default Controls Summary 
PS4 XBOX ONE SUMMARY 
® Used for basic movement. 
® Used to control the game camera. 
© Select which weapon to wield from the four available slots. Also used to navigate menus. While in the 
Regalia, play, pause or change the music. 
® Jump. Used to interact with the environment and to confirm selection in menus. Hold to pull over while 
driving the Regalia. 
© Hold to sprint while running. During combat, tap to attack and hold to perform automatic combos. Also 
used to cancel selection in menus. 
® Game Structure 
® Used for warp-strike moves. Tap to warp forward; hold to point-warp to a suitable position (marked with a 
blue icon); with a target lock active, hold to blade-warp to an enemy. & Commands 
© Roll. During combat, tap to roll-dodge and hold to defend or to rescue fallen allies. Hold when near large 
objects to take cover. While in the Regalia, perform a U-turn. While on a chocobo, sprint. 
Hold to lock on to the currently highlighted enemy target. You can change target by simultaneously tilting 
& in the appropriate direction. While in the Regalia, cycle between camera views. 
Display the Item menu. While in the Regalia, accelerate. While on a chocobo, trot. 
During combat, once the gauge reaches a sufficient fill level, hold and select an ally’s technique with © to 
unleash it. While in the Regalia, cycle between camera views. 
While in the Regalia, brake/reverse. While on a chocobo, hold to halt, tap to slide. 
Press while running to sprint. 
Display the main map. While locked on with @î)/EER, press to trigger target lock. 
Pause the game. 
Le Display the main menu. 


ON-SCREEN DISPLAY 


A Time of Day 
This icon reflects the current time of the day —hour by hour. Day hours are 
represented with a sun icon, and night hours with a moon icon. The time 
of day plays an important role in the game. Various creatures (including 
marks, your targets during hunting sidequests) can only be found during 
specific time windows, and monsters encountered at night tend to be far 
more dangerous than those you cross paths with during the day. 


B Mini-Map 

This illustrates Noctis's immediate surroundings, including essential 
details such as waypoints, collectibles and assorted points of 
interactivity. See page 14 for details. 


€ Information 
The currently selected quest and its associated objectives are listed 
here, along with occasional contextual information. 


p‘ Party Data 

The display in the bottom-right corner of the screen shows HP bars 
(Hit Points) for your party members. A character’s HP corresponds 
to his or her physical integrity. |f this gauge is depleted, the 
character enters Danger status and is on the brink of death (see 
page 24 for details). The character you control, Noctis, also has 
an MP bar (Magic Points). This corresponds to his available magic 
energy pool. Special skills that Noctis uses (such as phasing and 
warp-striking) deplete this gauge, though it will gradually recharge 
over time. If you deplete the gauge completely, Noctis enters 
Stasis, where his special moves are temporarily disabled. 


e\ Interactions 
Objects or individuals that you can interact with in the game world 
(using 60/@) are highlighted by prompts such as “Talk” or “Pick 
up” when you move within range. 


\ Stamina Gauge 

kf you activate this setting in the pause menu, this represents 
how much energy you have left for effortful activities such as 
hanging from certain point-warp positions and sprinting. Once 
you curtail the activity, the gauge will refill quickly. If you fail to 
stop before the entire bar is exhausted, it will tum red and leave 
you unable to hang or sprint for several seconds until the gauge 
retums to green. 


@ Primary Arms & Armiger 


\T 


Noctis can have up to four primary arms equipped in the Gear 
menu, all assigned to ©. Simply press © in the corresponding 
direction to wield the weapon of your choice. You can switch 
weapons at any time, even in the heat of battle. Once you 
reach a particular milestone in the storyline, a circular gauge 
surrounding the Primary Arms display is introduced. This fills 
as you fight enemies; when it is full, you can unleash Noctis's 
special Armiger ability (see page 287). 


H) Tech Bar 

Each of Noctis's current allies can equip a technique from the Gear 
menu. Âs you attack enemies and defend against their assaults, 
this gauge gradually fills. Once you have filled a sufficient number 
of segments of the gauge, you can unleash a technique by holding 
(LD/EE and pressing © in the appropriate direction. A technique 
can require anything from a single segment to a full gauge. 


de Status Effects 


À F\ A\ 


Status effects are temporary beneficial or detrimental conditions. 
Food effects are represented by blue icons shown at the bottom of 
the screen. Combat effects appear next to the affected combatant's 
HP gauge (green icons for buffs, red icons for ailments). 
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EXPLORATION 


Exploration ís one of the most important activities in Final Fantasy XV. The game world is very large and features countless points of interest, 
characters to talk to, collectibles to acquire and quests to complete. Scouring every last inch of Eos for new things to find or do is one of the great 
pleasures in this game, and you will be surprised by how often your curiosity is rewarded. 


Basic Movement 
OD 


& Traveling from one destination to another on foot is extremely 
simple: you move Noctis around with ® and control the camera 
with ®. Note that you can invert both the Y axis and the X axis via 
the pause menu's Options. 


© While running, hold @®/® or press (L3/eP to sprint and reduce 
the overall duration of your journeys. Sprinting gradually depletes 
your stamina bar. Stop sprinting and the gauge will refill gradually. 
If you deplete the entire bar, Noctis will be left out of breath and 
temporarily unable to sprint. 


& There is a very useful trick to instantly refill your stamina while you 
are sprinting, though the way that you do this varies in accordance 
with your preferred method. If you activate the sprint with (3) /eïr, 
press the stick again a fraction of a second before the stamina bar 
reaches zero; if you sprint by holding ©/O, release the button at 
the same moment. If you succeed, Noctis will warp forward @) 
and the gauge will be instantly replenished. This is not a technique 
that you can force by spamming button presses. It takes a little 
practice, but mastering it essentially enables you to sprint endlessly 
— a very welcome boon when navigating the vast expanses of FFXV. 


© You can jump by pressing 60/@. This can be used to vault over 
obstacles @ and to climb when you encounter rocks or natural 
steps as you negotiate steep terrain (03E Note that falling from 
great heights will cause damage, so be careful when you attempt 
tricky leaps, and always pause to consider potential injuries 
whenever dropping from a cliff might offer a useful shortcut. 


ps Regalia & Fast Travel 
pi 


After a handful of short opening quests you will gain access to the 
Regalia, a car that will be your principal methad of long-distance 
transportation @. There are two ways to use the Regalia: 


& With the Auto option, you let Ignis do the driving — a feature that 
is only available during daylight hours. Simply choose a destination 
(from a list of discovered parking areas or current quests, or by 
manually pointing to a specific spot on the map) and you can then 
enjoy the ride. Note that you can actually override the car controls 
at any time. You can also hold 69/@ to instruct Ignis to pull over if 
you see something of interest that you wish to investigate. When 
selecting a location you have previously driven to (marked by this 
the trip to mere seconds. This becomes an essential feature later on 
in the adventure, as you regularly travel back and forth across Lucis 
to complete sidequests. 


& With the Manual option, Noctis — and, by extension, you — is in 
control of the car. The controls are straightforward: steer with ®, 
accelerate with R2/W, brake/reverse with C2/, make a U-tum 
with @/6, and hop out of the car by holding ®/@. 


Make a habit of regularly checking the fuel gauge in the bottom-left 
corner of the screen. Topping up your fuel tank every time you have 
access to a gas pump is the safest way to ensure that you will not run 
out of gas during a long journey. Should the Regalia coast to a stop 
after an unfortunate oversight, you will either need to push it manually 
to the next gas station (much like you do during the opening scene of 
Chapter 01), or you can pay Cindy to move it back to Hammerhead via 
the Tow option on the Map screen. 


& Primer 
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Map & Mini-Map 
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Main Map: You can access the main map @® at any time during 
active play from the main menu (Ld/®) or by pressing @@/er. 
Noctis's position is represented by a circle and an arrow pointing in his 
direction of view ( A . Once on the map screen, you can scroll with ®, 
zoom in or out as required with ®, and drop a manual marker (referred to 
as “Destination”) with @/69 WY . Any area that you explore becomes 
unfogged, revealing any points of interest such as havens. \f you are 
lost or just hopelessly isolated ín the wilderness, the options on this 
screen may provide a solution: you can jump immediately to your last 
rest point, move instantly to the Regalia's current location (which can 
cut travel time after exploration), summon the vehicle to the nearest 
accessible road, call for Cindy to taw the car back to Hammerhead, or 
return to the entrance of a dungeon. 


Mini-Map: The mini-map (@) shows a small portion of the main 
map that corresponds with your immediate surroundings. The *N* icon 
on the outer edge always points north. The white circle in the center 
represents your character, Noctis, while the white arrow pointing from 
it represents the direction he is currently facing. All places of interest, 
points of interactivity and active waypoints are marked by icons on the 
mini-map. These disappear once out of the mini-map's boundaries — 
with the exception of your currently selected quest waypoint, manual 
markers and the Regalia, which remain visible at all times. These 
appear either on the mini-map itself if you are close, or otherwise 
rest on its outer rim to indicate their approximate location over longer 
distances. 


Altitude Markers: Whenever a point of interest or monster is at a 
different elevation to Noctis, its icon on both the main map and the miní- 
map features a small arrow in the bottom-right corner that indicates 
whether it is above (&) or below (#) your current position. 


Collectibles & Points of Interactivity 


A: 


Ás you explore the world of Eos you will regularly stumble across 
items. These appear as small shining objects @ and can be picked 
up by pressing ®/@ in close proximity. They can be anything from 
ingredients used to cook meals with ephemeral stat-boosting benefits 
while making camp at a haven, to treasures that can be sold in shops, to 
quest items that you must deliver to a particular recipient. 


07) 


The maps in this guide reveal the locations of all noteworthy collectibles 
in the game. However, if you intend to complete a first playthrough with a 
minimum of assistance, the following treasure hunting tips will be useful: 


& Secour the environment for noteworthy collectibles as you travel 
through new and old areas alike. Whenever you notice dead-ends 
or alternative routes, take the time to explore them: they will 
sometimes contain a reward to acknowledge your curiosity. This is 
especially true during main quests that take place in unique areas. 


Map & Mini-Map Legend 


ANNOTATION | MEANING ANNOTATION | MEANING 
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me = 
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(pb) 
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Main Quest 


Sidequest 


New Sidequest 


Enemy 


Destination 


Hunt 


Hunt (Hard) 


Regalia 


Haven 


Diner/Restaurant/ 


Tipster 


Lodging 


Shop 


Arms Vendor 


Grocer 


Noodle Wagon 


En 


Peru EDOREe 


Treasure Spot 


Food Spot/ 
Mineral Deposit 


Elemental Energy: 
Fire Deposit 


Elemental Energy: 
Ice Deposit 


Elemental Energy: 
Lightning Deposit 


Blockade 
Dungeon 
Imperial Base 
Royal Tomb 
Garage 
Parking Spot 
Gas Pump 
Fishing Spot 
Rent-a-Bird 


Chocobo Salon 


& Deposits are found all over the game world and reward you with 
various items, including elemental energy required to craft spells, 
treasures with high resale value, and cooking ingredients. Make a point 
of collecting these whenever you encounter them to gradually increase 
your party's wealth and pool of resources. 


& While searching for a quest item, do not forget to select the 
corresponding quest via the main menu. This will ensure that your 
destination is marked with a clear waypoint. 


In addition to collectibles, you will encounter numerous points of 
interactivity throughout the game world. These include plot-critical 
devices that must be operated to advance the story, and non-playable 
characters (NPCs) who can be engaged in brief conversations. To 
interact with devices or NPCs, press 6/@. 


Interacting with certain NPCs or collectibles will initiate sidequests. 
Feel free to accept as many of these as you can. There is no limit to how 
many you can have active at one time, and no obligation to complete 
them immediately. When you are ready to undertake a quest, simply 
select it from the list In the corresponding menu. 


AU Conversations 
NANGA 


At regular intervals during the adventure, you will encounter situations 
where you are given a choice during a dialog. These interactive 
conversations, also referred to as “face-to-face” in the game, are all 
introduced via a screen that features a dialog bubble icon (os )E 


You are given a choice between two to four options during interactive 
conversations. Ultimately, events will unfold in the same manner no 
matter what line you select — there are no branching paths. However, 
this does not mean that your choices have no consequences: selecting 
certain responses leads to different rewards. In most cases, you can 
gain EXP or AP (two “currencies” used to develop attributes or abilities 
respectively — see page 26 for details). 


Our walkthrough highlights all “face-to-face” instances that have such 
practical consequences (not all do), detailing in each case what the 
possible rewards are. As a general rule of thumb, we suggest you 
prioritize answers leading to AP rewards — a resource that is harder to 
accumulate than EXP 


Lm) Skipping Cutscenes 


Gear & Gil 


me innen 


Every item that you collect or ear as a reward is automatically 
transferred to your inventory. You can find the complete list of all items 
in this guide’s Inventory chapter (see page 200), along with all relevant 
details and availability conditions. 


& Weapons, spells, and accessories are battle-oriented items that you 
can equip from the Gear menu. 


& Spells have to be synthesized or crafted via the Elemancy menu. 
They require elemental energy, which you can absorb from deposits 
most commonly found around havens or by defeating enemies using 
weapons with energy-absorbing properties, such as Noctis’s default 
sword. 


© Treasures are regularly dropped by defeated foes or picked up as 
collectibles. Most of them are meant either to be sold to shopkeepers 
(offering a steady source of income) or to be used as catalysts capable 
of transmuting spells during the crafting process (see page 20). 
A few of them are required to complete sidequests. 


© Ingredients are used by Ignis to cook dishes with temporary stat- 
boosting benefits when you make camp at havens. 


& Leisure Goods are items tied to mini-games. 

& Auto Parts are used to customize or upgrade the Regalia. 

& Key Items are unique, quest-related objects. 

& Gilis the primary currency in the Final Fantasy universe. You need 


Gil to make any purchase. Gil can be obtained by completing quests 
and by selling items that you do not need, particularly treasures. 


Shops 


ni 


There are several types of shop in the game, each offering unique — 


varieties of goods or services. Note that the equipment sold differs 
from store to store. 


Shops Overview 


SHOP TYPE 


Restaurant/ 
Diner/Tipster 


DESCRIPTION 


Offer information (updating your map with 
points of interest in the surrounding area) and 
sell meals (providing temporary stat boosts); 
they also act as hunt sidequest vendors. 


| 
) 


Rent rooms or caravans, restoring all of your 
HP and tallying up the EXP you have acquired. 


\l 


Lodging 


Sell assorted items, including consumables 
such as potions, cooking ingredients and 
auto parts. 


) 


Shop 


Sell combat-oriented gear, such as weapons 


Arms Vendor 5 
and accessories. 


4 


Provide maintenance and customization 
services for your vehicle. 


]) 


Garage 


While most players will want to see every last story development, there ate instances (particularly after failing a difficult boss battle, or while 
replaying the game) where you may wish to-avoid revisiting a cinematic sequence. To skip cutscenes, press 1. then tap Q/0. 


This option $ occasionally unavailable during shorter interludes. 
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COMBAI 


Stealth & Combat Initiative 


Threat Meter: As you walk within range of enemies, a red threat meter appears at 
the top of the screen. This indicates that the foe ín question is about to detect — and 
therefore attack — you. Some monsters react more quickly than others, but, generally 
speaking, expect early-game foes to be relatively slow (giving you ample time to take 
the initiative}, whereas opponents in the later game will be swift to mount an assault. 
As long as potential assailants have not spotted you, in most cases because they are 
facing in a different direction, you can move stealthily and choose the best moment 
to strike. 


Roll-Dodge: One very effective way to avoid incoming enemy attacks is to roll- 
dodge away from them, which is performed by tapping @/€9. This move is useful not 
merely to evade assaults, but also to quickly repositian Noctis in a more advantageous 
position — for example, behind an opponent. If you are unsure of the timing or range of 
an immínent enemy assault, preemptive roll-dodging is often the safest way to avoid 
injury. 


Warp-Kill: During certain missions, if you approach a human enemy without being 
detected before the formal commencement of hostilities, you may take them down 
instantly with a warp-kill. Press ®/@ when the corresponding button prompt appears 
on-screen to teleport to the target and kill it in a single blow, irrespective of its HP or 
resistances. If you are still incognito after a warp-kill, you can repeat the maneuver. 


Warp-Strike: In situations where a warp-kill is not a possibility (for instance, when 
your opponents are facing in your direction}, a traditional warp-strike is a great way to 
commence your assault. This command enables you to tefeport straight to a target, 
inflicting significant damage. The downside is that it can leave you isolated from your 
party members for a few seconds, and therefore subjected to the exclusive attention 
of all foes in proximity. This is a high-risk/high-reward strategy that you may usually 
find to be of merit. 


Defend/Phase: The defend command is the second staple defensive move. Simply 
hold ®/69 and Noctis will automatically evade enemy attacks. This command makes ít 
easy to keep Noctis unharmed whenever you identify that an opponent is poised to hit 
you. There are, however, two limitations to this command. Firstly, phasing costs MP so 
you need to monitor your gauge closely to avoid leaving yourself vuinerable at a critical 
moment. Secondly, some of the more powerful enemy blows cannot be phased through. 
With such attacks, you will need to either roll-dodge or perform a successful parry. 


Parry: Certain specific enemy attacks trigger an on-screen button prompt inviting you 
to guard with @/69. At first glance, this works just like the defend command. However, 
this is followed by a second prompt shortly afterwards, inviting you to parry with ©/O. 
If you press the button on time, the assault is deflected; if you fail, the attack will hit you 
even though you were holding the guard button. Your reactions need to be very sharp 
for the maneuver to succeed. Each and every time the prompt appears, hold the guard 
button and be ready to press @/@ within a fraction of a second. Almost all of the more 
demanding battles in Final Fantasy XV will test your ability to perform this skill, and we 
cannot emphasize enough just how important it is to master it. 


Counter: A successful parry is sometimes followed by a counter opportunity. In 
practical terms, you need to press @/O a second time, moments after the initial 
parry. Just like the parry command itself, the timing window of this counterattack move 
is extremely tight and will require practice. An easy way to improve your strike rate 
early ín the adventure is to press the button repeatedly after a successful parry; though 
a less than elegant solution, it should usually guarantee a counter. 


Stagger: If you manage to block an incoming enemy attack with the defend 
command while wielding a weapon of the shield type, you may briefly stagger the 
target in question. When facing particularly large creatures, the stagger effect might 
only occur if you achieve a “perfect defense” — in other words, should you initiate the 
defend command during the final animation frames before the enemy’s attack lands. 
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Crowd Management: A stalwart defense relies not only on parrying or dodging 
commands, but also on your ability to keep track of all enemies. You will often face 
large groups of foes where attacks can potentially arrive from any direction. Make good 
use of ® to monitor opponents in the surrounding vicinity, paying special attention to 
swifter and more agile targets. Whenever you face four or more assailants at once, it 
usually pays to move to the periphery of the group, avoiding scenarios where you are 
quickly surrounded. It ís also prudent to focus on eliminating foes one at a time, and 
to diligently target aggressors already weakened by your allies where possible. Thís 
enables you to more efficiently reduce the damage-dealing potential of enemy hordes. 


Cover: Taking cover is a contextual move that has a few interesting applications. 
To take cover, simply hold @/69 when the prompt appears in proximity to a suitable 
piece of scenery. Standing behind cover confers the benefit of faster regeneration of 
HP and MP 


Warp: Warping (®/O) can be used as a defensive move to swiftly escape an 
incoming assault. If you tap the button briefly, Noctis will teleport forward, remaining 
immune during the warp process. {f you hold while locked on to a target, Noctis will 
instead blade-warp to ít. If you point-warp to a blue marker on the surrounding scenery, 
Noctis's MP is instantly restored. 


Escape: In emergency situations or when time ís of the essence, you can escape a 
skirmíish simply by sprinting away from the battle zone. This is represented hy a glowing 
red perimeter on your mini-map. The moment you step out of these boundaries, the 
battle ends; any incapacitated party members will automatically climb to their feet. 
You can then heal up and reformulate your strategy before making another attempt, or 
seek an alternative route to your destination. It is also perfectly reasonable to use this 
to skip encounters against weaker enemies who will offer little or nothing in the way 
of tangible rewards. 
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Offensive Moves 


GON 


There are many techniques that you can employ to defeat enemies. To truly master combat you'll not only need to acquire a proficiency in all of them, 
but also an intuitive grasp of when each move is most appropriate. 


Single Attacks: These are performed by pressing @/O. Each button press leads to 
a unique attack, though these can be repeated in rapid succession to perform combos. 


Finisher: If at any point you stop in the middle of a combo, even after a single attack, 
there is a brief window during which you may perform a Finisher — a powerful attack 
that can have special properties. Simply release @/O, then press it again during the 
Finisher “window”. With most weapons, a Finisher opportunity is indicated by a clear 
visual cue: Noctis taking a step backward. For swords, you need to press the button 
when Noctis extends his right arm outward, just as the sword begins to disappear. 


Automatic Combos: You can perform fluid combos by holding @/O. This leads 
to an automatic series of attacks aimed at the currently selected target and concluded 
with a powerful blow. Note that you can perform directional attacks after the first hit 
of a combo by tilting ® while pressing or holding the attack button. Each weapon 
category has access to different directional attacks. For example, greatswords can 
unleash a devastating charged blow if you hold (and eventually release) the attack 
button while tilting the stick away from your target. 


Break: Certain attacks have the ability to “break” the enemy. This system 
revolves around the fact that enemies have distinct body parts (also referred to as 
“appendages”). You can discern each distinct bodily target on an enemy by noting the 
appearance of a reticle; cycle through a foe’s body parts with ® while you are locked 
on to it. Triggering a break on a body part can lead to many different but universally 
positive effects, though the precise result depends on the enemy in question. You can 
find a complete analysis of this complex system on page 284. 


Loek On: You can lock on to any highlighted target by holding D/E. Once target 
lock has been activated, you can move it between adversaries within range with ®. 
Locking on enables you to focus all your efforts on one foe at a time, which negates the 
need for constant directional adjustments and simplifies the process of thinning enemy 
numbers whenever you fight groups. 


Switch Weapon: You are free to switch weapons in real time during combat 
by pressing O in the relevant direction. This feature ìs absolutely essential in that it 
enables you to exploit enemy weaknesses, as many opponents are actually vulnerable 
to specific weapon types. When you fight groups, two different species may very well 
be susceptible to different weapon types — so the ability to switch on the fly is pivotal. 


Warp-Strikes: Blade-warping is executed by locking on to a target and then 
holding ®/O. With this command, Noctis teleports straight to the target and inflicts 
a powerful blow, at the cost of MP. The damage inflicted by warp-strikes is determined 
by the distance traveled, with long-range assaults being most effective. You can also 
point-warp to certain elevated positions (in short, any vantage point highlighted by a 
distinctive blue marker) whenever they are available. This enables you to temporarily 
move away from your opponents, enjoying a brief moment of respite (and full MP 
regeneration) before you warp-strike back to them when the timing is right. If you hold 
the warp button, you can perform multiple strikes in quick succession. Beware, though: 
this will rapidly drain your MP gauge. 


Blindsides: These are special contextual attacks that Noctis automatically performs 
when he stands behind an enemy. Though the attendant animation sequence makes 
them slower than normal attacks, they inflict much more damage. When facing large 
and slow creatures, maneuvering with roll-dodges to stay behind them can be a very 
effective strategy — both leaving you out of range of their primary attacks and in a 
position where you can subject them to a constant barrage of normal attacks and 
Blindsides. 


Critical Hits: Critical hits occur randomly as you perform standard attacks or 
combos. For every blow you deal, there is a small chance that it will automatically turn 
into a critical version that inflicts significantly greater damage. Certain weapon-induced 


buffs can increase the probability of critical hits. 


Aerial Combos: Combos performed while Noctis is airborne enable him to maintain 
his position until the attack sequence is complete, which is often essential against 
flying targets or specific body parts on giant opponents. The most convenient way to 
initiate these ís usually to acquire target lock and then use a warp-strike. Once Noctis 
has unlocked certain abilities in his Ascension tree, aerial combos can be extended by 
tilting ® in any direction. 


Link Attacks: These are special contextual moves that Noctis performs when he 
stands in close proximity to another party member as they both initiate an attack. 
f both characters are directly behind a monster, for example, they may execute a 
Blindside Link (two Blindsides combined in a single action). All of these moves prove 
more powerful than standard blows thanks to bonus damage multipliers that are 
displayed on-screen while the assault is performed. 
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Libra 
RO) 


Both Noctis and Ignis have access to Libra-related abilities. These 
enable you to scan enemies and reveal their weaknesses @) 


By default, the Libra information of each opponent is sealed. To break 
this resistance, you need to lock on to the target while in Wait Mode. 
Given the importance of this system, we strongly suggest that you 
enable Wait Mode from the very beginning of the game (Pause menu 
> Options > Combat). 


The Libra scanning process is not immediate. When you begin locking on 
to a target while in Wait Mode, you will see a circular gauge surrounding 
the enemy gradually fill. It is only once the gauge is full that the Libra 
information will be displayed on the screen, in the top-left corner. 
Availability of the Libra information is represented by an icon | & | that 
appears next to the enemy’s name. 


Ignis can also reveal enemy intel. This requires you to first acquire 
ignis's “Analyze” ability in the Teamwork Ascension tree. Whenever 
he successfully uses this ability in battle (which is shown in a small 
window that briefly appears above your party's HP display), you can 
subsequently reveal the corresponding target's Libra details without 
having to go through the usual scanning process. The ability is single- 
target: it has to be applied to each enemy you face. 


Spells 


Though not an offensive move per se, the capacity to discover enemy 
strengths and weaknesses is critical in terms of combat strategy. Once 
you have identified which element or weapon type a creature is most 
susceptible to, you can subsequently equip weapons infused with the 
element in question, or craft a spell exploiting the same weakness, 
or switch to accessories offering enhanced resistance against the 
creature’s strong element. 


Unlike previous installments in the series, spells in Final Fantasy XV are 
considered as items. 


To have access to a spell, you first need to collect elemental energy from 
deposits, most commonly found around havens: ® and Z . Hold 
69/@ while in close proximity to one of these resource nodes to absorb 
the energy @). You also need a Magic Flask — the physical container 
in which the spell will be stored. 


You can then craft any spell made from the element in question via the 
main menu's Elemancy entry. The more units of energy you use, the 
more powerful the spell will be — so a 30-unít Fire will be significantly 
stronger than a 10-unit Fire. You can even mix different elements 
together to create potent combinations. At any given time, you can 
only craft as many spells as you own Magic Flasks. When you cast a 
spell, only its components are consumed: the Magic Flask permanently 
remains in your inventory. 


Additionally, you can create unique transmuted spells by combining 
a catalyst with elemental energy during the crafting process, each 
catalyst offering a unique added effect. For instance, combining 10 units 
of Fire energy with a potion will lead to the creation of a Fre spell that 
will damage enemies while healing you. 


You can find a complete presentation of this rich and complex system 
in our Strategy & Analysis chapter (see page 274). For now, though, all 
you need to know is that there are three “tiers” of spells, as described 
in the following table. The higher the tier of a spell, the more potent its 
effects (both in terms of damage and effect radius). 


Spell Tiers 


ELEMENT POWER REQUIRED | SPELL NAME 


1to9g Fire 
lce 1to99 Blizzard 
Lightning 1 to 99 Thunder 
Fire 100 to 199 Fira 
Ice 100 to 199 Blizzara 
Lightning 100 to 199 Thundara 
Fire 200+ Firaga 


lce 200+ Blizzaga 


® 
Á 
4 
ë 
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Lightning 200+ Thundaga 


Once you have a spell in your inventory, you must equip it via the Gear 
menu, either as Secondary Arms for your allies, or as Primary Arms 
(available as € shortcuts during combat) for Noctis. Hold the attack 
button and aim with ®: release the button to cast the spell. The spell 
will then be on cooldown for a short periad before you can cast it again. 
If you run out of charges, the icon will disappear. 


Spells are very powerful in FFXV and should be considered as a 
special move that you employ when it is strategically appropriate, 
not as a matter of course. The simple fact that they are fairly effortful 
to prepare is evidence of this, but their raw power rather underlines 
the theory. 


One interesting application of spells is to use them to initiate combat 
against strong foes that are vulnerable to an element, or to launch 
surprise attacks on large groups of creatures stationed in close 
proximity (o3)R Whenever you fail in a difficult battle, consider this 
strategy before you try again — it may ease the opening exchanges in a 
way that tips the odds in your favor. 


Special Abilities 
OIII 


Armiger 

Relatively early in the adventure (after you retrieve the Swords of 
the Wanderer during Chapter 03), Noctis obtains a special ability 
called Armiger. Its availability is represented by a circular gauge that 
surrounds the Primary Arms display in the bottom-left corner of your 


screen @. The gauge fills gradually as you land blows and defend 
successfully. 


Once the gauge is full, you can unleash Noctis's Armiger skill by 
pressing LD + R1/O + EBR simultaneously. This places Noctis in a 
heightened state where his stats are enhanced (€). Think of it as the 
equivalent of Limit Breaks used in previous Final Fantasy installments. 
The gauge rapidly depletes while this mode is active. Once it is 
completely empty, Noctis returns to his normal self and the benefits of 
Armiger end instantly. 
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Noctis's allies can deploy special abilities known as “techniques”. These 
are activated by holding (LD /4@ and pressing ©. Each of your allies is 
“mapped” to a direction on ©: Ignis to Ô, Prompto to €, Gladiolus to 
€, and occasional quests to €2. 


Techniques are unlocked in the Ascension menu by spending AP (a 
system that we cover in more detail later in this chapter: see page 26). 
Essentially, your feats in the game regularly reward you with AP that 
you can spend as you please at the Ascension screen. Each characters 
first technique is unlocked by default. More advanced techniques 
await in their dedicated Ascension branches and involve significant AP 
investments. 


As a rule, techniques are very potent abilities with unique properties: 
some hit all enemies within a fixed radius (known as “area-of-effect” 
attacks, or AOE), while others have elemental properties, and so forth. 


Techniques can only be used once the tech bar on the left of the screen 
is sufficiently filled @. Early techniques consume a single segment 
of the gauge, but later ones can require a full three-segment bar. The 
gauge fills gradually during battles, with the rate slightly accelerated 
when you perform successful attacks and blocks. 


In most battles, you can unleash techniques only rarely as the gauge is 
filled at a fairly ponderous craw!. This means that you need to make good 
use of these attacks once they are available. For example, Gladiolus's 
Tempest, a technique with area-of-effect damage, is perfect against 
groups of enemies as it affects all hostiles within a reasonably large 
area (9). Prompto's Piercer, meanwhile, is suitable for more resilient 
individual foes as it reduces their defense, increasing the damage dealt 
by the entire party. You can find a comprehensive explanation of this 
system on page 288. 


Battle Items 
NE 


Press R2/U at any moment during battle to freeze time and display the 
ltems menu, where you can use consumables held in your inventory (os)} 
This enables you to, among other things, heal your characters with various 
potions, cure status ailments such as Poison, or resurrect allies who have 
fallen in battle. 


Combat Flow 


Ot 


At its core, combat in Final Fantasy XV is both intuitive and 
straightforward. You have access to two primary functions, which could 
even be described as “stances”: attack and defense. Each of these is 
associated to a controller button: you attack with @/® and defend 


with @/. 


This might sound rather simple, but the system is deeper than you might 
expect, as so much rests on your ability to adapt to the unique timing of 
each enemy attack. You need to be ready to guard with ®/9 whenever 
you identify that an enemy is about to strike — for example, when you 
recognize an animation that telegraphs a specific assault. However, you 
also need to spend as much time as you can on the offensive in order to 
bring the battle to an end, which rather impedes your ability to defend 
with precision. This almost plays like a dance between you and your 
foes — a dance in which you keep time with the (often irregular) beat 
by switching between stances in accordance with the movements of 
your opponents. It is the sharpness of your reactions and your capacity 
to adapt to the tempo of enemy attacks that determines your success 
or failure. 


As you progress, new systems are gradually made available that serve to 
enrich this elementary yet engrossing system. Over time, and particularly 
if you intend to complete the harder optional activities, it becomes 
necessary to juggle all available moves simultaneously. Your objective is 
to constantly adapt to the situation and make decisions such as: 


© Attacking enemies with the weapon types they are vulnerable to; 


& Blocking and parrying their assaults with good timing; 


Wait Mode & Difficulty 


& Making the most of warp-strikes, including when there are point- 
warp positions available on the battlefield; 


© Keeping track of all foes, including those behind you; 


& Constantly repositioning Noctis to limit your exposure to attacks 
from blind spots, to increase your chances of performing special 
moves such as Blindsides, and to exploit cover opportunities; 


© Switching weapons on the fly, as required, to optimize your damage 
output; 


© Unleashing techniques, spells or Armiger when you identify strategic 
openings; 


& Consuming battle items to maintain party health whenever 
necessary. 


It is vitally important that you adapt your strategy and actions to the 
enemies you face (reacting appropriately to their attack patterns and 
exploiting their weaknesses), while making the most of more contextual 
actions such as the activation of powerful attacks, all of which requires 
a constant “live” assessment of the current situation. - 


So: the system seems simple at first — but the process of evaluating 
available MP techniques, spells and items, while keeping track of all 
active foes, and both planning then executing your actions, all at the 
same time, is anything but. 


De ntt: 


The combat system in Final Fantasy XV is more action-oriented than 
those found in most of its predecessors. The pace of battles is typically 
fast and relentless, requiring you to manage and observe multiple factors 
simultaneously and in real time: attack, defense, Noctis's position, ally 
behavior, enemy movements, camera orientation, and so forth. 


If you struggle to cope and find the tempo of combat too intense for your 
liking, consider visiting the Pause menu to activate Wait Mode: select 
Options, then switch the Combat entry from Active to Wait. 


Wait Mode affects the flow of time during battles. The principle is 
simple: when you issue commands with the controller (tilting ® or 
pressing buttons), time flows normally; when you are not making direct 
instructions, time stands still. 


If you ever feel overwhelmed or unsure about what your next step 
should be, Wait Mode might be exactly what you need. While the action 
is frozen, you can still observe your opponents and change targets 
with ®. This enables you to get a clear sense of what is going on, 
where your allies and enemies are posittoned, who is about to attack, 
and therefore what your best course of action might be. If you spot a 
group of monsters in close proximity, for instance, Wait Mode makes it 
much easier to fire off an area-of-effect spell or technique to take them 
all down before they disperse. In high-pressure situations, it removes 
the danger of serutinizing your surroundings to locate and target the 
succor of a point-warp indicator, or to identify a rifleman firing at your 
party with impunity from an elevated vantage point and warp-strike to 
his position before his attacks take a toll. 


In each battle, you can only stay in Wait Mode for a limited amount of 
time: this is represented by a Wait Timer at the bottom of the screen. This 
gauge gradually depletes over time. If it reaches zero, Wait Mode ends 
and you return to Active Mode automatically. The timer ís fully restored 
at the beginning of each battle. Here is a list of the main advantages 
granted by Wait Mode: 


© Wait Mode enables Noctis to access enemy intel using the Libra 
features (D/E). making it an essential tool to reveal their 
strengths and weaknesses. 


& While in Wait Mode, you can see colored lines linking each combatant 
to its current target: blue for allies, red for enemies. You can use 
this information to identify enemies who are targeting other party 
members, then strike them from behind while their attention is 
elsewhere. 


© During Wait Mode, you automatically lock on to targets. 


© If you initiate an attack on a distant target while in Wait Mode, 
Noctis runs faster than usual. 


The key to succeeding in battle often lies in your ability to assess 
situations accurately in order to enact the most appropriate strategy. 
The purpose of Wait Mode is to make that process less frantic — it gives 
you the time to observe and plan ahead. If Wait Mode is not enough and 
you still struggle with combat encounters in general, note that you can 
also lower the game's difficulty. To do so, open the Pause menu, then 
select the Difficulty entry and switch to Easy. This gives you an edge by 
lowering the attributes of enemies and by multiplying the Wait Timer 
by 10 — a welcome accessibility setting for less experienced players. 
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HP Danger Status & Death 


Oe 


The four members of your party each have a maximum HP value — 
the amount of HP they have when at full health. As a rule, damage 
does not affect maximum HP: whenever a character sustains damage, 
only his current HP is lowered (his theoretical maximum HP value 
remains unchanged). Simply heal an injured character (for example with 
a consumable potion) or let him gradually recover over time and his 
current HP will be restored to the maximum HP limit. 


There are two situations that can lead a character’s maximum HP to 
be reduced: 


© If your current HP gauge is fully depleted by an enemy attack, your 
character enters Danger status. In this condition, your character's 
abilities are impaired: you cannot perform any action other than moving 
around at a slow pace (though you can still move marginally faster 
with @/®) and displaying the Items menu to heal with an item. 
More importantly, in Danger status your maximum HP bar gradually 
drains, and can be further reduced by any additional damage inflicted 
by your opponents. To recover from Danger status, you need to use a 
recovery item, or to be assisted by another party member, or to remain 
unharmed long enough for your character to recover automatically. 


& A specific type of enemies, Daemons, deal damage that reduces 
both your current HP and maximum HP simultaneously, making them 
particularly dangerous. Daemons typically roam at night and in dark 
environments such as tombs and tunnels. 


Whenever your maximum HP is reduced, your current HP can only be 
restored within the limit of your (diminished) maximum HP In other words, 
your maximum HP is capped, putting you in a very tight spot for future 
encounters @. To lift this penalty and restore your maximum HP back to 
normal, you will either need to rest at a camp or lodging, or to use powerful 
consumable items that are both rather expensive and generally scarce. 


If a maximum HP bar reaches 0, the character in question dies. If 
this happens to Noctis, you only have a few seconds to quickly use 
a recovery item, such as a Phoenix Down, or you will experience a visit 
to the Game Over screen. Fallen allies can also be resurrected with 
items such as Phoenix Downs. Note that a revived character sees his 
max HP value set to a very low level. 


MP 
RAC en enn d 


À feature only available to Noctis, MP (which stands for Magic Points), 
corresponds to his magic energy pool. Every time you perform technical 
combat skills (such as phasing or warp-striking), the move's cost is 
deducted from Noctis's MP gauge. The gauge is replenished in four ways: 


© MP slowly refills automatically over time — a process that you can 
speed up by taking cover behind a large object. 


& Point-warping to a blue marker on the surrounding scenery will 
instantly restore all of Noctis's MP 


© Once you learn the Osmostrike Ascension ability, aerial attacks that 
strike true provide a boost to the gauge fill rate, which rewards 
aggressive strategies. 


& Last but not least, various consumable items (such as Ethers) enable 
you to instantly refill the gauge to a level determined by their efficacy. 


When the MP gauge is exhausted, Noctis enters Stasis — a condition 
where all MP-based moves are temporarily disabled. During Stasis, Noctis 
briefly collapses if you try to perform MP-based moves. MP recovery will 
also stop for a few seconds, so it makes sense to avoid this condition 
entirely. Carefully monitor your MP gauge and be careful not to stack 
multiple costly techniques in quick succession (particularly warps, which 
tend to take a significant toll on MP). That one extra attack or action is 
rarely worth the punítive measures that Stasis inflicts. 


Aftributes 
Ce 


Attributes are parameters that have a strong influence on your 
character’s combat efficiency. These can be viewed via the Main Menu, 
and in more specific detail in the Gear section (®). 


You can increase your attributes with gear, and with meals that you eat 
at restaurants or while camping. 


& Gear can be relatively hard to come by or expensive to purchase, but 
the bonuses obtained through equipment remain active for as long 
as it is equipped. 


& Meal-induced boosts are easy to trigger. The bonuses they provide 
are temporary, but making camp at a haven is free and only 
consumes ingredients, which can be farmed with little effort. 


Stat buffs are essential factors to take into account when preparing for 
battle. For example, if you are about to face a foe that uses Fire-infused 
attacks, equipping an accessory that buffs your resistance to this element 
will make a massive difference. likewise, a boost to your magic stat will 
greatly enhance your performance if you plan to defeat an opponent with 
spells. More generally, having the party sit down for a suitable meal prior to 
attempting a tough battle (for instance, just before you face a fearsome hunt 
target) can be a very effective way to increase your chances of success. 


Affributes: Overview 


ICON | ATTRIBUTE DESCRIPTION 


Defense 


Strength 


Vitality 


Fire 
Resistance 


Ice 
Resistance 


Lightning 
Resistance 


Dark 
Resistance 


Shot 
Resistance 


Your maximum HP value, when your HP gauge 
is full. 


Base stat that determines the damage dealt by 
physical attacks. 


Base stat that determines the damage incurred 
from enemy physical attacks. 


Affects the damage you deal with physical attacks. 


Affects how well you resist physical damage. 


Affects how well you resist magic damage. 


Affects the damage you deal with spells. 


Ratio by which damage incurred from Fire-type 
attacks is adjusted. 


Ratio by which damage incurred from Ice-type 
attacks is adjusted. 


Ratio by which damage incurred from Lightning- 
type attacks is adjusted. 


Ratio by which damage incurred from Dark-type 
attacks is adjusted. 


Ratio by which damage incurred from ballistic 
attacks is adjusted. 


Status Effects 


ORION: 


Status enhancements (also called buffs) are beneficial status effects that 
improve the defensive or offensive prowess of the user by boosting one or 
more of his or her attributes. Enhancements are most commonly bestowed 
by equipping specific pieces of gear (particularly accessories) or by eating 
meals. They are represented by square-shaped blue or green icons. 


Status alterations are detrimental effects that can hamper a combatant’s 
ability to fight, either by reducing one of more of his stats or by inflicting 
a debilitating condition. Alterations are represented by red square- 
shaped icons. When you are assailed by status alterations, you usually 
need to react quickly. The most common cure is to use a consumable 
item. There are also a number of accessories that can provide partial or 
complete protection against particular status alterations. 


Final Fantasy XV features a very large number of status effects, each 


with very specific applications, so this is a topic that we cover in greater 
detail in our Strategy & Analysis chapter (see page 282). 


Damage Types & Elements 


EAN: 


All attacks in the game are either physical or magical in nature, the former 
dealing damage based on the Strength attribute (which applies to weapons), 
and the latter based on the Magic attribute (which applies to spelis). 


Physical attacks can be either non-elemental (neutral) or elemental — in 
other words, imbued with an element from a subset of five elemental 


varieties. Spells are always elemental by nature. 


In addition, each weapon type inflicts a specific type of damage. 


Elements 


Damage Types 


MEANING MEANING 
Swords 
Greatswords 
Lightning Polearms 
Light Firearms 
Dark Daggers 
Shields 
Machinery 


All enemies have a set of affinities, which determine the amount of 
damage they sustain from attacks. When you strike, the color of the 
damage values that appear on your screen indicates the nature of the 
target's affinity to the type of damage you're causing: white means 
standard damage; orange stands for increased damage (in other words, 
enemy weakness); purple denotes reduced damage (in other words, 
enemy resistance). Once you have identified a creature's weaknesses, 
it is up to you to adapt your gear accordingly to take advantage of them. 
For example, if a creature is weak to swords and to the Fire element, 
equipping a Fire-imbued sword (such as a Flame Tongue) will lead to 
optimal results. 


This “damage type” system is one of the cornerstones of combat in Final 
Fantasy XV. We cover the properties of every single item and piece of 
equipment in our Inventory chapter. Though there is no need for you to 
explore this section of the quide for now, you will certainly come to rely 
on it for reference once you are further into the adventure. 
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CGHARACHER PROGRESSRN 


As you advance through the main storyline, your characters will become stronger 
and more resilient in many ways. Understanding and optimizing their progression 
is vital if you are to enjoy the game to its fullest and to remain on par with (or 
even ahead of) the difficulty curve. 


In this section we introduce the handful of systems that character progression 
revolves around. A more comprehensive analysis is offered in our Strategy & 
Analysis chapter (see page 294), but it makes sense for you to wait until you 
have more hands-on experience with the game before you delve into that chapter. 


Experience 


Oe 


One of the ways to permanently increase character attributes is via the accumulation 
of experience points (EXP). You gather EXP both by defeating enemies in battles 
and by completing quests. Typically, imposing foes and demanding tasks offer 
substantially better EXP rewards than the extermination of mangy curs and simple 
fetch quests. Interactive conversations can also be an additional (though marginal) 
source of EXP 


One important point to note is that you do not enjoy the benefits of your EXP 
gains immediately: you must first rest either at a lodging or by making camp at a 
haven. It is only then that you will see the EXP you have accumulated since your 
previous night of sleep added to each character’s experience level @. 


Every time a character’s EXP passes certain thresholds (every time the bar fills), 
he “levels up“. Leveling up has multiple benefits, the most pertinent of which is 
that the character in question will experience attribute increases. Stat growth 
when you level up is automatic: you do not have to manually allot points into the 
different categories. You usually experience the more palpable benefits of leveling 
up immediately, especially during the opening hours of the story: whenever you 
face familiar monsters, you will notice how you inflict greater damage while 
sustaining less harm from their blows. 


When you study your outstanding missions in the Quest menu, a level 
recommendation is always listed. As a general rule, it's wise to favor missions 
where you meet or exceed the level recommendation, and leave those two or 
more points above your current level until later. 


Ascension 


De 


Another system that contributes significantly to permanently improving your 
combat performances is found in the Ascension menu, where you can study 
various development trees @. These are sorted by themes (Magic, Recovery, 
Techniques, and so on) and can be cycled through with CD) & R/M é M. 
An Ascension tree is made of a series of interconnected nodes, each known as 
“nexus”. As you unlock a nexus, it becomes active, immediately granting the 
character in question the promised bonus or new ability. 


To unlock a nexus, you need to invest the specified AP cost. Early nexuses cost 
only a handful of AP but the prices tend to rise sharply as you move further along 
the branches. 


You can obtain AP primarily by leveling up, by completing quests, by making the 
dialogue selections that offer relevant bonuses during interactive conversations, 
by defeating enemies with specific moves (such as warp-strikes and parries), 
and by completing optional strategy objectives that are revealed at the beginning 
of certain battles. For example, one of your very first skirmishes in the game 
will challenge you to deal five blows on your enemies. Achieving this sub-goal 
will reward you with AP Later, you will be asked to perform gradually more 
complicated feats — defend against multiple enemy assaults, perform a set 
number of link-strikes, and so forth. 


As long as you have the required AB you can purchase available Ascension 
nexuses in any order that you wish. The choices that you make will affect 
how you perform in battle, and overlooking valuable upgrades can put 
you at a disadvantage. For instance, you have the option to unlock Ignis's 
Enhancement technique very early on. This essential command enables 
you to imbue Noctis's weapon with the element that your current target is 
weakest to. Prioritizing this all-important ability over less critical ones can 
give you an edge at the beginning of the adventure. You can also benefit 
by unlocking nexuses that provide AP bonuses at an early stage. 


Ás the various development trees open up, your options become more 
and more numerous. Prioritizing key unlocks that work well with your play 
style is of utmost importance, so take the time to study the descriptions 
of each one (and consult our advice} before you invest AP 


Gear 


De 


À third way to improve your party's performance is to acquire improved 
gear that offers attribute boosts. Strictly speaking, gear-induced 
bonuses are not permanent (unlike bonuses secured through leveling 
up and Ascension unlocks) as they only last for as long as you keep the 
item in question equipped. However, as you will usually only remove a 
piece of gear to replace it with something better or more suited to a 
specific task, equipment in general remains one of the most powerful 
ways to improve the performance of party members. 


Shops are the most common source of gear. As you advance in the 
main storyline and explore the world of Eos you will regularly find new 
stores and merchants, with a gradual improvement in the quality of their 
products. Purchases are made by spending Gil, the in-game currency, 
which you accrue by selling monster drops and completing quests. As 
with Ascension unlocks, though, you will rarely be abie to buy everything 
you could possibly want at any given time. Indeed, advanced equipment 
can prove expensive, so you will need to make strategic choices and 
prioritize the pieces that are likely to have the most impact on your combat 
prowess. If you are due to visit a dungeon quarded by creatures weak to 
Fire, a Fire-infused sword might make a world of a difference, whereas 
a defensive accessory of equivalent price would have an altogether 


more subtle effect. If you are too short of funds to be able to afford a critical item, 
consider undertaking sidequests (particularly hunts) or “farming” local monsters 
until you have earned sufficient Gil. 


You can find comprehensive analysis of all gear in our Inventory chapter (see page 
200), including prices, availability conditions and stat boosts for every single item. 


Skills 


Each of your four party members has a unique skill. You can view their progression 
in their favored discipline at the level up screen when you rest at camps or 
lodgings. The following text offers a basic introduction to the system. You can, 
of course, find a complete presentation (with all related items, parameters and 
advice) in our Strategy & Analysis chapter on page 303. 


En Fishing 

As you explore the vast expanses of Eos, you will gradually discover 
fishing spots where Noctis can practice his skill. You encounter the first one in 
the game's opening chapter once you reach Galdin Quay. 


The fishing mini-game is very straightforward to play, with all available commands 
listed on the screen. All you need is a line and a lure, and you are all set. Every fish 
that you catch rewards Noctis with a specific amount of skill points depending on 
its size and rarity. By leveling up, Noctis improves in various fields, from his actual 
fishing abilities to the efficiency of his equipment. 


ej Survival 

Gladiolus is the party's survival expert. His skill increases as you run 
around in the world of Eos: the more steps you walk, the more skill points he 
obtains. Leveling up this skill is therefore very easy, and should happen steadily if 
you explore each region — even more so if you're happy to go off the beaten track. 


Gladiolus’s skill governs the quality and variety of items you obtain at the end of 
battles, regardless of their outcome. These items are not enemy drops, but special 
objects “found” by your ally. At low Survival levels, the items you receive are 
relatively basic (potions, for example), but they become far more valuable at higher 
levels (in the form of mighty elixirs, or ingots with tremendous resale value). 


Bil ' 
Cooking 
Ignis is your party's official cook. Whenever you make camp at 


a haven, he will offer to prepare a meal which grants a temporary buff to all 
allies. Available dishes depend on which recipes he has mastered so far, and the 
ingredients you currently have in stock. 


© Ingredients can be dropped by defeated enemies, purchased from shops, and 
obtained as collectibles scattered around the world of Eos. These are clearly 
marked with icons on the in-game map (Ês @). 


© Recipes are obtained in a variety of ways, such as eating new dishes ín 
restaurants or by defeating specific enemy types. 


Ignis obtains skill points by cooking, with higher totals available for more 
elaborate dishes. Leveling up enables him to unlock new recipes. 


Photography 

Prompto's skill is photography. Every photo that he takes grants 
him skill points. Each standard picture is worth a small amount of skill points 
while quest-related pictures, such as those taken during “Photo Op” or “Tour” 
sidequests, are worth far more. 


As he levels up, Prompto unlocks various color effects and techniques such as the 
ability to take selfies. You can review pictures when you rest at camps or lodgings. 
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INTRODUCTION 


Final Fantasy XV features a vast continent that you can gradually 
unlock and explore, region by region, as you complete quests that 
advance the main storyline. Most locales have numerous sidequests 
and other assorted optional diversions to enjoy, so there are regular 
opportunities to leave the main narrative path to partake in profitable 
pursuits. This walkthrough covers all available activities, from critical 
missions to single-step interactions, to enable you to plot a course 
through the adventure that suits your playstyle. 


Each region that you visit is introduced in the quide with a double-page 
spread that features a large area map as its focal point. This highlights: 


© The collectibles and points of interest for the area in question. 


& A visual representation of the path that you follow to complete 
primary quests. 


© The various sidequests and optional objectives that you might 
feasibly complete while in the area, taking your likely current level 
into account, with caption call-outs detailing basic requirements and 
essential advice. 


The pages that follow each map offer a traditional walkthrough for the 
main storyline events that occur on the corresponding map portion. 
This provides step-by-step quidance, with screenshots and captions 
detailing the actions you need to take. For ease of reference, each entry 
is identified by a clear number icon that links to the area map. 


lf you would like to complete the adventure with minimal assistance, 
the map-oriented pages offer an easy-to-follow directory of all available 
activities and collectibles. Expert players can use these to plan their 
path through the adventure without fear of missing potential rewards. 


Pà Enemy Analysis 


Each walkthrough section includes a table that details potential 
adversaries that you may encounter during your travels through 
that area, with clear and concise overviews of their weaknesses 
and resistances. A-quick glance at a pertinent entry will reveal 


which weapons and elements to use for best effect —and those 
to avoid. If you would like to read more about a specific foe, 
there are also page links to the enemy directory in our detailed 
Bestiary chapter. 


MAP LEGEND EE 


The following legend details annotations and icons that you will encounter 
throughout the Walkthrough chapter. Unless otherwise highlighted 
through a compass rose, our maps are oriented in accordance with 
the classic convention where “up” is always north, as with the main in- 
game map. Note that random collectibles are displayed exclusively on 
our map poster to avoid cluttering the Walkthrough maps. 


Player Movement 


ANNOTATION 


Accessory 
Walkthrough Step Auto Part 


Haven Leisure Good 


Diner/Restaurant/ 


Tipster sah 


Lodging Blockade 


Shop Dungeon 


“80e 


Arms Vendor Imperial Base 
Grocer Royal Tomb 
Noodle Wagon Garage 
ad rg pt 
NE Vleer Gar 
me stg 
Consumable Item Rent-a-Bird 


Treasure Chocobo Salon 


Weapon Mineral Deposit 
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CRAS COURSE 


If you have not read our Primer chapter (see page 8), it might be a good idea to quickly digest these concise summaries of key features that you 
will encounter during the opening hours of the adventure. 


Quest Waypoints (@Ì & B): These markers show you the general direction of 
your current quest objective on the main screen, overview map, and mini-map. To 
change your current activity, press L_e/® and select one of the available assignments 
in the Quests menu. Even if you have a fairly good idea of where a quest takes place, it 
still makes sense to activate its unique markers before you set off. If you would like to 
plot a path to explore a specific location, you can manually add a custom destination by 
pressing ®/ on the main map screen. 


Movement & Stamina Bar: Basic movement controls are extremely user-friendly 
in FFXV. You move around with ®, adjust the camera with ®, and jump over obstacles 
with ©/O. To speed up travel time on foot, sprint by holding ©/O or by clicking 
B/er. If you deplete the stamina gauge completely, Noctis will be unable to sprint 
and jump for a short period of time. There is, however, a very useful trick that you can 
apply to instantly refill your stamina gauge while sprinting, though the method varies in 
accordance with your preferred control style. If you activate the sprint with (@/sïr, press 
the stick again a fraction of a second before the stamina bar reaches zero; if you sprint by 
holding ©/O. release the button at the same moment. If you succeed, Noctis will warp 
forward and the gauge wilt be instantly replenished. 


Mini-Map: The mini-map shows a small portion of the main map. The N° icon 
on the outer edge of the mini-map always points north. The white circle in the center 
represents your character, Noctis, while the accompanying arrow represents the 
direction he is currently facing. All places of interest and points of interactivity that you 
have discovered in your immediate vicinity are marked by icons on the mini-map, but 
disappear once outside its boundaries. Your currently selected quest waypoint, active 
manual destination marker, and the Regalia are always visible, appearing on the outer 
rim of the mini-map at medium to long distances to illustrate their approximate location. 


Threat Meter & Enemies: Whenever you move within range of potential enemies, 
a red threat meter appears at the top of the screen. You can take this opportunity to 
strike first before your opponents spot you and attack, or to move to a safe distance if 
you wish to avoid conflict. The combat perimeter is represented on your mini-map with 
a red outline. If you run outside of these boundaries, your party will escape. 
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Combat: There are two primary combat moves in FFXV, You attack with ©/O, 
which you can hold for automatic assaults or tap to perform manual blows. To defend, 
use ®/09: hold to defend continuously, or tap to roll-dodge away. These two buttons 
are all you will need to triumph in the early hours of the adventure, attacking your 
opponents with unfettered aggression with occasional brief interruptions to evade 
enemy assaults. Additional layers are gradually added to the combat system as you 
progress in the storyline, such as warp-strikes (performed by holding ®/9) to teleport 
directly to enemies, the tactical boon of changing weapons with ©, and much more. 


Point-Warp Positions: Whenever you notice a blue marker on an elevated 
position, you can point-warp to it by holding ®/9. From here, you can warp again 
to hit a highlighted enemy; use &D/GEM and ® to pick your target. The further the 
distance that you travel, the higher the potential damage your attack will inflict. You 
can also use point-warp positions to gain brief respite during hectic confrontations and, 
more importantly, to instantly refill Noctis's MP gauge. 


Rest Areas & Outposts: You reach your first rest area, Hammerhead, in the 
opening minutes of the adventure. Rest areas and outposts typically feature services 
and amenities such as: 


J) where you can purchase gear and items. 


« Restaurants KN where you can acquire information from tipsters to update your 
map, eat stat-boosting meals, and sign up for hunt sidequests. 


* Lodgings (—) Where you can spend the night to heal wounds and, if you have 
accumulated sufficient experience points (EXP), level up your party. Though you 
cannot prepare meals at lodgings, and must pay a fee for their use, you gain an EXP 
bonus determined by the status of the establishment. 


There are many optional activities that ask you to provide individuals with specific 
items. Some of those are sold in shops. If you quickly browse the requirements for 
each area's sidequests in the walkthrough, you will find many instances where you can 
cut down on travel time by purchasing the necessary supplies in advance. 


Havens (4fW\): As you explore the map you will encounter havens, highlighted 
over long distances by a thin column of smoke. Making camp at a haven enables 
you to “bank” the experience points (EXP) you have accrued and to prepare stat- 
boosting meals. Unlike most role-playing games, you do not level up automatically 
in Final Fantasy XV: you must spend the night at a haven or a ladging to unlock 
the benefits of experience accumulated while defeating enemies and completing 
assignments. You will also generally find deposits (®, ®, #) in the area around 
havens. You can interact with these to absorb elemental energy, which is required to 
craft spells from the Elemancy menu. 


Making camp at certain havens for the first time triggers a short, story-oriented 
activity involving Noctis and one of his companions. it's a good idea to accept these 
opportunities when they are offered: they provide useful AP rewards. 


Procurement Points ( #. EB, A}: Procurement points are scattered around 
the map. These are locations where you can find resources to collect, such as food 
ingredients, minerals, and treasures. Their icons are given a gray hue once you have 
plundered them. These resources will regenerate after a period of time. 


Regalia (asal@m): Your car, the Regalia, is your primary mode of transportation. 
You can either choose the auto mode (where Ignis takes the wheel} or manual (where 
you drive yourself). In auto mode, you choose a destination in advance from available 
locations. |f a fast travel icon is shown (PB), select “Yes” to instantly complete the 
journey for a nominal fee. 


Parking Spots ([P): The presence of this icon usually suggests that there is 
something of interest in the vicinity, though you should bear in mind that some might 
be stopping points for a quest you have yet to unlock. Don't feel obliged to park in these 
designated bays; if you spot something of note, you can always pull over and park by 
the side of the road (even if Ignis is driving) by holding @/@. 


Ascension: As you level up and complete quests and other objectives, you receive 
AP that you can spend in the Ascension menu. This enables you to unlock new abilities 
for all party members, including passive skills, offensive and defensive features, and 
special techniques. 


Sidequests & Optional Challenges: Though you afways have main quest 
objectives to pursue, we strongly recommend that you make time to explore optional 
activities, particularly sidequests and hunts. You can also fruïtfully travel the world 
for the sheer pleasure of exploring and encountering new fauna, vistas, and hidden 
locations. Any additional EXP, AP or equipment that you acquire will only serve to make 
you stronger for main quests and high-level optional challenges. However, be wary to 
avoid enemies with levels above your own, especially during the opening hours. it's 
prudent to make regular saves if you wander far from the beaten path. 
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Rent-a-Bird ( €): After completing a specific hunt (see page 51}, you untock the 
option to rent chacobos, offering a fast and convenient means of transportation for 
the entire party. This is not something that you need think about until Chapter 03 at 
the earliest. 


Gear: Weapons and accessories that you acquire can be equipped from the Gear 
menu. Spells (which can be crafted in the Elemancy menu) and ally techniques 
{unlocked in the Ascension menu) are also assigned for use via this menu. 
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LEIDE: HAMMERHEAD REGION 


“Search and Rescue” {see page 115) 

After completing The Mutant Maurauder, explore the 
vicinity of the junction between the dirt road and the 
highway to the northwest of Hammerhead to trigger this 
assignment. The man you need to rescue sits at the foot 
of a large rock right by the road. Hand over a potion to 
compiete the quest. 


SIDEQUEST 


“Highway Helper” (see page 121} 

From Hammerhead, follow the road to the northwest 

to encounter a man wha needs a repair kit to fix his 
broken car. You can purchase these from Hammerhead's 
Mini-mart; consider buying several for future instances 
of automobile failure. Deliver the item to the man to 
complete the quest. 


SIDEQUEST 


“Tired of Running” (see page 114) 
If you go west from the location where you fight the 
Bloodhorn during the main adventure, you will find an 
exhausted man hiding among the containers. Give him a 
potion to complete this short side mission. 


Daemons 
As a rule, you should only complete missions and 
explore the world during day time in the opening hours 
of the adventure. At night, dangerous Daemons replace 
the usual beasts encountered in the game. It takes a 
well-developed party to stand any chance against these 
extremely dangerous creatures. For now, make camp or 
head to a lodging whenever dusk ís near. 


Hammerhead: “Varmints of the Wastelands” 
{sse page 136) 

This hunt, activated at the diner, can be completed 

with ease from the beginning of the adventure. Your 
goal is to dispatch a group of Mesmenirs (vulnerable 

to Greatswords, Daggers, and Fire) a short walk to the 
southwest of Hammerhead, though you should note that 
they only appear during daylight hours. 


DESCRIPTION 


5 Korg | Push the Regalia to Hammerhead. 
En Í Í 


The Pauper Prince | Speak to Cindy, visit any shop, then return to Cindy. 
Eliminate three groups of Reapertails west of Hammerhead. 


® 


HDEOUEST 


‚ Hunter Becomes Examine documents inside the shack to the west, then 
k ‚ the Hunted dispatch two packs of Sabertusks before speaking to Dave. 


il The Mutant 
Ki P Marauder 
Speak to Cindy at Hammerhead, then jump into the Regalia 


The Errand Prince 
and head for Longwythe Rest Area. 


“Unlucky Driver” (see page 140) | 
If you follow the dirt road directly south of the shack 
where you rescue Dave during the main story, you | 
will encounter a despairing driver at the position 

marked here. Bring him a repair kit (available from 
Hammerhead’'s Mini-mart) to complete the quest. 


Eliminate the Bloodhorn to the north. 


Hammerhead: “Howling Wind of Hunger” 

{see page 136) 

This hunt pits you against a large group of Sabertusks 
roaming to the northeast of Hammerhead. They can 

be found at any time of day. Focus on crowd control, 
ideally with ally techniques such as Gladiolus’s Tempest 
or charged Greatsword attacks as Noctis. Daggers, 
Firearms, and Ice are also very effective against this 
species. 


“Stirred, Not Shaken” (see page 145} 

If you make camp at the Cotisse Haven, Ignis will offer 
Noctis the opportunity to help him cook in the morning; 
accept his request. When the prompt appears, repeatedly 
tilt and rotate ® during the conversation to complete 

the assignment. 


“The Hallowed Hill of Hammerhead” 
(see page 145) ! 
Make camp at the Palmaugh Haven and Í 
Prompto will ask you to join him for a { 
secret task. Follow the waypoint to the hill __ | 
that overlooks Hammerhead to complete | 
this side story. | 
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Shopping Opportunities 
Hammerhead’s arms vendor has a few 
valuable weapons in store, including 
some that can prove very helpful for 
the opening hours of the adventure. In 
particular, don't miss the opportunity 
to purchase at least one of each of the 
following: a War Sword (Greatsword 
that can help with crowd control), a 
pair of Avengers (Daggers that can be 
useful to finish off toppled enemies), 
and a Cocytus (a Frearm imbued with 
the Ice element). Equip Noctis with 
these (via the Gear menu), keeping in 
mind that you can switch weapons 

on the fly with €. This is an essential 
feature to exploit enemy weaknesses. 
Ín addition, it is easy to forget that 

you are in charge of your allies’ 
equipment too. Improved weapons 
enable your team mates to perform 
significantly better in battle, and they 
too can exploit enemy weaknesses. 
One final word: consider making a 
brief stop at the local Mini-mart to 

buy a few potions, repair kits, and 
antidotes. These will all come in handy 
to save travel time when completing 
sidequests. 


Quality Building Stone 


aal Debased Coin 
lu Giant Hairy Horn 


Curved Fang 
Metal Scrap 
Rusted Bit 

Broken Harmonica 
Warriors Anklet 
Bronze Bangle 
Garnet Bracelet 


Megalixir 


Hi-Elixir 

Antidote 

Potion 

Hi-Potion 

Phoenix Down 
Avengers 

Blade of Brennaere 
Iron Duke* 


Oracle Ascension Coin 


Whitestone Shard (17%), 
Blackstone Shard(17%), 
Redstone Shard (17%), 
Bluestone Shard (17%), 
Greenstone Shard (16%). 
Yellowstone Shard (16%) 


K Silver Dust (40%), Gold Dust 


(35%), Prismatic Dust (25%) 


*Only available after you finish the game 


RDS 


FINAL FANTASY. IV 


… Walkthrough 


& 


Chapter 01 


35 


36 


SEP Yse Ee AWS de CAS 


After the introductory scenes your first task as Prince Noctis is to push your car, the 
Regalia, by holding @2/U. You can also familiarize yourself with camera movements 
(and, by extension, the striking environment) by tilting ® in any direction. 


Ede ORTE 


Reapertail Weak to Swords, Greatswords, and Lightning; resistant to 
Ice and Light 


Sabertusk Weak to Daggers, Firearms, and Ice; resistant to Fire 
and Light 


Bloaodhorn Very weak to Fire; weak to Polearms and Shields; resistant 
to Ice 


Dualhorn Weak to Polearms, Shields, and Fire; resistant to Ice 
and Light 


Mesmenir Weak to Greatswords, Daggers, and Fire; resistant to 
ice and Light 


Sidequests 


There are more sidequests to complete than you might suspect during the 
early chapters of FFXV. Though you may be tempted to focus on the main story 
to drive party development, it's actually the process of completing secondary 
tasks that will enable you to advance their skills beyond the gentle incline of 
the difficulty curve — and, moreover, bankroll the acquisition of superior gear, 
which can make a profound difference. Completing optional challenges grants 
you valuable rewards, upgrades, resources (both directly and indirectly as a 
consequence of exploration), and more besides. 


For these (very pertinent) reasons, we strongly advise that you make it a 
habit to regularly venture off the beaten path — especially as you have this 
walkthrough to assist you in only straying as far as you really need to. For each 
section of the game you will find map-linked callouts highlighting the location 
and requirements for all sidequests that you undertake. 


For this opening sequence in the Hammerhead region, any task that you fulfil 
before fighting the Blaodhorn Koe p) will make that encounter a little easier. The 
same is true for every critical challenge that follows in the story: a little extra 
legwork and effort in advance will pay dividends at the times when you really 
need your party to perform. Refer to the previous page for callouts highlighting 
available sidequests at this stage of the adventure. 


SIDEQUEST CHECKLIST 


Varmints of the Wastelands Hunt, Hammerhead diner 


Hewling Wind of Hunger Hunt, Hammerhead diner 
The Hallowed Hill of Hammerhead | Tour 

Stirred, Not Shaken Tour 

Highway Helper Broken car 


Untucky Driver Broken car 


Tired of Running Rescue 


Search and Rescue Rescue 


Once at Hammerhead, speak to Cindy to receive a map of the continent. You can then 
enter the store or diner to trigger The Pauper Prince quest. Ignis suggests that you 
consult Cindy, so return to her to explain the situation. In the interactive conversation 
that follows, you have three options: 


* “Ask for a discount” ® Reward: 10 AP 
* “Ask for a loan” » Reward: 10 AP 
® “Ask myfriends” __ Reward: 10 AP 


Make a brief visit ta the diner’s tipster to inquire about information on the surrounding 
area before you set out to eliminate the groups of monsters outside of Hammerhead. 
The first enemies are found by the broken telegraph post a short walk to the southwest 
of the gas station, as shown here. You can use the (Ì icon to guide you. Don't neglect 
to complete the optional challenge that appears at the start of the battle. Each of these 
Strategy challenges that you beat will reward you with extra AP which you can spend 
to unlock new skills for your party members in the Ascension menu. 


The second group awaits by another collapsed telegraph pole a short walk to the west. 
Use this opportunity to practice the art of defending: hold @/(9 to defend against 
enemy attacks, then finish them off. The third and final group of Reapertails is found 
roaming further west. Simply run alongside the main road until you reach them. Once 
again, follow the instructions to earn AP Taking down all foes completes The Pauper 
Prince quest. 


The Hunter Becomes the Hunted mission becomes active after the telephone 
conversation with Cindy. Head to the abandoned shack directly west of your position, 
as shown here. Examine the documents on the table in the far corner to trigger a 
battle against a rampaging mob of Sabertusks. A Greatsword's charged attack can 
work wonders in such close confines; alternatively, attacking with a Cocytus firearm 
can prove extremely effective here, as these creatures are vulnerable to Ice. 


Once all monsters are down, Dave appears outside the nearby shack. Speak to him 
to complete the Hunter Becomes the Hunted quest. Your choice during the 
interactive conversation leads ta the following rewards: 


* "Doitforfree” ww Reward: 30 EXP for the whole party 
* “Doitfora price” » Reward: 2 AP 
® "Ask myfriends” = Reward: 150 EXP for Ignis alone 


You are now ready to face your next foe: a large creature that awaits to the north, beyond 
the pipeline shown here. To tip the odds in your favor, open the Ascension menu and 
make sure you have unlocked Ignis's Enhancement nexus; you could also consider making 
a minor detour to the west to collect the powerful, Fire-infused Blade of Brennaere, 
available at a treasure spot position (see page 34). When you are all set, create a manual 
save. Your priority ìn the battle that follows is to roll-dodge away (press ©/69) or phase 
through your opponent’s attacks (hold @/69), particularly when you are within range of 
the creature's horn. fry to remain to the rear of this beast to avoid most of its attacks and 
to increase your chances of performing link-strikes — situational special attacks that inflict 
bonus damage when you are in close proximìty with at least one companion. A Polearm 
infused with Fire via Ignis's Enhancement technique will exploit both of the Bloodhocn's 
weaknesses, though the Blade of Brennaere wilt also work wonders. Terminating the 
Bloodhor completes the The Mutant Marauder quest. 


©, 


Move further west towards the next waypoint to find another group of monsters. To 
fulfill the strategy requirement, look at the windmill and hold ®/9 when you see a 
blue marker on it. From your hanging position, hold @Ò/EER and press ®/: Noctis 
will automatically warp-strike to the current target — a technique that you will need to 
use frequently throughout the adventure. It's a good idea to practice it whenever you 
have the opportunity. 


Your new mission is called The Mutant Marauder. Before you head to the 
destination, though, make a stop at the nearby Merrioth Haven, a short walk to the 
southeast of your current position. Havens are easy to spot from a distance: each 
one is signposted by a distinct column of smoke, as illustrated here. Collect elemental 
energy from the deposits surrounding the haven before you make camp: this will enable 
you to craft spells (see page 18 for details). When you rest, the experience points 
(EXP) that you have accumulated so far will be processed automatically, levelling up 
your characters and granting them status boosts. These stat increases will be of great 
benefit during an imminent battle. 


You can now head back to Hammerhead to move on to a new location — though 
this is an opportune time to clear a handful of sidequests if you wish. Once you're 
ready, speak to Cindy to initiate The Errand Prince (see below for interactive dialog 
rewards) and drive to the Longwythe Rest Area. If you choose to have Noctis (and, 
therefore, you) drive to the next waypoint, you can find instructions for the Regalia on 
the screen. Essentially, you accelerate with @2/M, tum the wheel with ® (which is 
only technically required at junctions; Noctis will automatically follow the road without 
your direct input) and, on arrival, hold 69/@ when the prompt appears to park. Your 
choice during the interactive dialog with Cindy has the following results: 


* “Accept” > Reward: 50 EXP for the entire party 
« “Refuse” » Reward: Reward: 2 AP 
* “Ask my friends”  Reward: 200 EXP for Prompto alone 
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“Scraps of Mystery I” (see page 126) “Conceal, Don't Feel” (see page 115) “A Cry for Help” (see page 115) 


During your stop at the Longwythe Rest Area, head to the end After completing A Cry for Help, head to the large barn If you head for the ruins to the northwest of Hammerhead 
of the covered walkway closest to the road (facing the booth close to the small shack where you encountered Dave ___after visiting the Longwythe Rest Area, you will find a 
where the proprietor sits, its on your left) to find and collect a for the first time. Hand over an antidote to the man _ _manin need of your assistance. Heal him with a potion 


map hidden by a chair. Select this as your active quest and follow inside to end this mission. 
the waypoint until you reach the search zone surrounding the 
marker. Your goal is to find a collectible item inside the highiighted 
perimeter — and you should stop reading this entry now if you 
would prefer to do so without assistance. If you struggle to 
locate it, here's a hint: the item is at the foot of a large rock not 
too far from the center of the search area. Note that we provide 
immediate visual solutions for all “scavenger-hunt”-style missions 
in our Sidequests chapter. See page 126 to locate the item for 
this assignment. 


to complete this mission. 


Longwythe Rest Area: “The Hunter-Slaying Herd” 
{see page 136) 
These creatures roam to the north of the Longwythe Rest Area 
and can be encountered during the day. They are all weak to 
Greatswords, Daggers, and Ice. 


“Gone Hunting” (see page 146) 
After you speak with the motel owner, talk to the man right 
in front of Noctis as the cutscene ends. He asks you to make 
a delivery for Dave, who stands across the road, outside the 
small building adjacent to the diner. Once you've given him 
the envelope, inquire about the quest by speaking to the local 
tipster — in other words, the man behind the counter of the 
diner. You can now head to the position this caption points to. 
Examine the campfire, then chase and defeat the Sabertusks 
that appear. Once you have dealt with them all (Gladiolus's 
Tempest technique can really help here), pick up the dog tag 
and take it back to Dave at the Longwythe Rest Area to 
complete the mission. 


“Broken-Down” (see page 121) 
Just a little to the south of the Longwythe Rest Area, 
you will find a driver standing close to his car on the 
side of the road. Give him a repair kit (available from 
Hammerhead’s Mini-mart) to complete the quest. 


Longwythe Rest Area: “Mineside Mischief Makers” 
{see page 136) 
The Goblins you seek roam on the hill close to the entrance 
to the Balouve Mines if you visit at night. They are all weak to 
Fire-based attacks, as well as Polearms and Daggers. To avoid 
unwanted encounters while driving after dark, park the Regalia 
in nearby Longwythe and head to the waypoint on foot. Once 
you have defeated the Goblins, open the main map and select 
the “Return to Car” option for a quick return journey. 


7 Sn À ze ' Balouve Mines {see page 178) 
DEQUEST ed oe DA f En Though you can freely enter and 
4 OE É ee AN zr 4 Ze explore these mines, you will be 
“Kitty Catering” {see page 170) Sr B CA: B unable to open the final gate until 
As you retum to the Regalia after speaking to Dino, you can interact _ | EM Î zn you acquire a specific key — and 
with a cat on the pier to begin this sidequest. Head to the nearby E el EED, EE é d even then, defeating the enemy 
fishing spot, on the small pier a short walk to the west. Once you've een à 5 à guarding the dungeon’s innermost 
caught a fish, retum to the cat — which, you will find, doesn't seem to ee 5 : sanctum will be far beyond the 
like raw fish. Seek the advice of the chef at the nearby restaurant, ee : En capabilities of your party for many 
then take the dish that she prepares back to the cat to complete the An à B hours to come. It therefore makes 


mission. (Before you leave the area, buy a Lucian Tomato from the 4 Î É sense to postpone your visit until 


nearby shop: it will become useful for another sidequest very soon.) a later time. 


TOUR 


“Rise and Shìne and Run” (see page 145) MAven 4 BE Galdin Quay: “Peace to the Beach” (see page 136) 
Make camp at the Lachyrte Haven and accept Gladiolus's offer. ì à B Le Your targets, a group of Rubyshears, are located just a 
Follow him ín the morning to initiate a race. Your objective is en 6 short walk to the north of the beach at any time of day. 


to reach the goal line first. Sprint at all times by using the trick 5 Ze They are weak to Ice, Greatswords, and Shields. 
that enables you to refresh your stamina bar just before it is fully et 
depleted (see “Movement & Stamina Bar“ on page 31). Gladiolus's 
reaction at the finish line is determined by how well you perform. 
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B walkthrough Summary 


(See Overleaf For Details} 


| DESCRIPTION 


5 ij 


Quest je 
kh Legend 


Drive to the Longwythe Rest Area and speak to the motel 
Prince manager, then drive to Galdin Quay to the south. 


MEANING 


Ou) Electrolytic Condenser 
u) Debased Coin 

CÌas} sharp Bone 

©} Giant Haiy Hom 
as) Curved Fang 

óLH Ancient Dragon Tooth 
De} Metal Scrap 

ej  RustedBit 


A Gentlemen's Speak to Dino on the southernmost pier, then collect the minerals 
‚ Agreement he requires from a deposit to the north and return them to him. 


at Tidings Talk to Dino again. When your subsequent journey is 
interrupted, head to the top of the hill. 


Neat star Shell 
ea} Fossil Shell 
&_Longwythe Rest Area VES  Ammonite Fossil 
EEN | Oe 
ze gli ien Wa} Gamet Bracelet 
®u) Bulletproof Vest 
Ssi ‚ Star Pendant 
a) 
Sen | Warrior's Anklet 
)G3f | Bronze Bangl 
®$e | ronze Bangle 
Su | Fencer’s Anklet 
_…n 
k 65} | Amulet 
in 3 Des | Green Choker 
ed Rr KE Sat | Iron Bangle 
Galdin Quay Ori | Megalír 
Oez) | Mega Phoenix 
CHP3i | Remedy 
Ors | HiElikir 
Ors LHE” 
Ops} | Antidote 
Ops; | Potion 
Ou | Mega- Potion 
HE | Avengers 
Ou | Blade of Brennaere 
ue) | ron Duke” 
| 
Ou | Organyx 


Ou | Oracle Ascension Coin 


‚ Whitestone Shard (17%), 
‚ Blackstone Shard{17%), 
Redstone Shard (17%), 
‘_ Bluestone Shard (17%), 
t Greenstone Shard (16%), 
| Yellowstone Shard (16%) 


K |_siver Dust (40%). Gold Dust 
(35%), Prismatic Dust (25%) 
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*_Only available after you finish the game 
** Available from Chapter 09 
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G Enemy Analysis (see page 231) 


NAME 


Sabertusk Weak to Daggers, Firearms, and Ice; resistant to 
Fire-and Light 


Reapertail Weak to Swords, Greatswords, and Lightning; 
resistant ta Ice and Light 


Dualhorn Weak to Palearms, Shields, and Fire; resistant to 
lee-and Light 


Mesmenir Weak to Greatswords, Daggers, and Fire; resistant 
tolce and Light 


Imperial Rifleman Weak to Firearms, Shields, and. Fire; resistant to 
Lightning 


Magitek Axeman Weak to Polearms, Daggers, and Lightning; 
resistant to Ice 


When you reach the Longwythe Rest Area, park the Regalia outside the motel. Speak 
to the manager in the small booth to deliver the goods. If you're open to diversions, this 
is a good time to complete a few local sidequests (see “Sidequests”). 


mA Sidequests 


There are two prime opportunities to clear up available sidequests during this 
section of the game: 


® The first opportunity is when you make the delivery to the motel manager 
in the Longwythe Rest Area (see step ®. Look to complete the following 
assignments: Gone Hunting, Scraps of Nlystery |, Broken-Down, A Cry 
for Help, Conceal, Don't Feel, Mineside Mischief Makers and The 
Hunter-Slaying Herd. 


« The second opportunity is before you return the Garnet Stone to Dino at 
Galdin Quay (see @). Consider completing Rise and Shine and Run, 
Peace to the Beach and Kitty Catering. 


SIDEQUEST CHECKLIST 


Gone Hunting Dave 


Scraps of Mystery | Mystery map 
Broken-Down 

Mineside Mischief Makers 
The Hunter-Staying Herd 

A Cry for Help 


Conceal, Don't Feel 


Broken car 
Hunt 
Hunt 


Rescue 


Take the Regalia and drive to Galdin Quay. Once you have parked, go through the main 
building and alf the way to the pier at the far south of the map. Note that the woman 
behind the circular counter in the Mother of Pearl restaurant is the local tipster; pay her 
a quick visit as you pass. 


Rescue 


Tour 
Hunt 
Friendly Cat 


Rise and Shine and Run 


Peace to the Beach 


Kitty Catering 


After checking the ferry movements (or lack thereof) at the waypoint, talk to Dino. This 
completes The Errand Prince and triggers the A Gentlemen's Agreement quest. 
Here are the consequences of your choice during the interactive dialog with Dina: 


® “Listen to him” » Beward: 80 EXP for each party member 
® “Stand my ground” ® Reward: 150 EXP for Ignis alone 


When you are ready to proceed, speak to Dino at Galdin Quay to complete the 
A Gentlemen's Agreement quest. Note that you will not return here for a while 
once you speak to him again to advance the story, so make sure you are done with any 
unfinished business in the area beforehand. 


The linear path leading to a second combat encounter is represented here. Use the 
same tactics to eliminate your enemies. After the battle, don't forget to explore the 
two adjacent derelict rooms to collect items. 


You can now use the Regalia in auto mode to head straight to your destination via the 
Quest Location option. Once the Regalia is parked, follow the route shown here to 
reach the path to your objective. Walk around the giant bird {to assuage any anxiety: 
if the imposing creature detects you, it will simply fly away), then head to the mineral 
deposit to acquire a Garnet Stone. You are now ready to return to Dino at Galdin Quay. 
After delivering the item you will receive a Garnet Bracelet: an accessory that can be a 
fine gear addition for one of your party members. 


The Ill Tidings quest begins as you automatically drive towards the city of Insomnia. 
Once the car is parked, follow the path shown here to reach a first group of soldiers. 
Area-of-effect attacks can work wonders against packs of enemies: a spell, Gladiolus's 
Tempest technique, or swinging a charged Greatsword are all excellent options. If 
Noctis is subjected to heavy fire, use one of the cover points: move close, then hold 
@/69 when the prompt appears. (If you have unlocked the Rapid Regen ability nexus, 
you will also benefit from increased gauge recovery speeds.) 


To reach the third and final battle in this chapter, follow the path shown here. Try to 
open the fight by warp-striking to the riflemen on the vantage point and deal with them 
as a priority — this prevents them from peppering your party with bullets while you fight 
their allies below. Once the dust settles, run to the final waypoint to complete both the 
Iii Tidings quest and Chapter O1. 
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“Scraps of Mystery II” (see page 126) 

You can initiate this quest by interacting with a map on 
the lower shelf of a small table with wheels in the Prairie 
Outpost, across the road from Monica's position. It makes 
sense to do so during your first visit to the outpost, as you 
will come across the corresponding location during the 
The Power of Kings main quest, on a similar wooden 
table In the northeast corner of the Keycatrich Trench 
battlefield. 


“Dust to Dust” see page 146) 

If you completed the Gone Hunting quest in Longwythe 
(see page 38), Dave can be found at the Prairie Outpost, 
close to where you originally encountered Monica. Speak 
to him to initiate this quest, then retrieve the dog tag from 
an abandoned car to the south of the Prairie Outpost. 


“Palpable Pain” (see page 114) 

After completing Tired of Running (see page 34), you can 
find a woman inside this building to the south of the Prairie 
Outpost. Heal her with a potion to receive your reward. 


“Scraps of Mystery IIÌ” (see nage 126) 

You will find this map on the ground, outside a wooden 
shack to the south of the Prairie Outpost. It leads to a 
position to the west of Hammerhead. You will find the 
item to collect behind large collapsed beams surrounded 
by other debris. 


“Stranded on the Sand” (see page 120} 

If you have completed Highway Helper (see page 34), 
you can find another driver in need of assistance on the 
side of the dirt road to the south of the main road that 
leads from Hammerhead to the Prairie Outpost. Take him 
a repair kit (available from Hammerhead’s Mini-mart) ta 
complete the quest. 


“Lost Without a Potion” (see page 114) 

After completing Search and Rescue (see page 34), 
explore the area above the rock tunnel that you drive 
through to reach Galdin Quay. Look behind the bushes 
and give the man a potion. 


“The Aspiring Artisan” (see page 153) 

This quest can be completed alongside Scenic 
Delivery. Speak to Dino at Galdin Quay, then retrieve 
the Amethyst Stone he requires from a deposit just east 
of Longwythe Peak and take it back to him. Before you 
leave, activate Dino's next mission: A Stone-Studded 
Stunner. This new objective is found in Duscae, so 
triggering it now will save you a long journey at a later 
date. 
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“Hunters and Gatherers” {see page 151) | 
Once you have completed Takka's first quest (Scenic | ®u | Amulet 0 
Delivery), Takka asks you to obtain a Daggerquill Breast. Su | Brekend 


You can find Daggerquills a short walk to the northeast 
of Hammerhead. Once there, use warp-strikes to reach 
them, then immediately launch a combo to stay airborne 
and inflict damage. Take the item back to Takka to 
complete this task. 


| Silver Bangle* 


DN en ee 5 ®ui ‚ Garet Bracelet 5 Chapter 02 
je | B | 


Star Pendant 
“Emergency Delivery” (see page 151) 


“Roadside Assistance” (see page 121) 


Blade of Brannaere 
This driver appears on the road that leads from ae 


After you complete Hunters and Gatherers, Takka | Ori! Megalixir 
has a third mission for you: obtain a Garula Sirloin. N Í 8 
ie p Garulas can be found in the Duscae region, available Or) Mega Phoenix 
EE 5 from Chapter 03, just to the south of the gas station | Rämed 
idd ALL Es where you begin. | y 
“Scenic Delivery” (see page 151) en Hi-Elixir 
As you begin the chapter in Hammerhead, speak to ns 
Takka (the diner owner) to trigger this quest. He asks you | Potton 
to find a Lucian Tomato for him. You can purchase one | Meaa-Poti 
from the shop close to Galdin Quay’s parking lot. Deliver ee ! Been 
it to Takka to complete the assignment. SIDEQUEST nr: 8 s | Avengers 
' 


eonnnnenaorsecernaennanmes Rn Hammerhead to the Prairie Outpost after you have ju Bioblaster 
bs completed Stranded on the Sand. Give him a repair kit 

to complete the quest. js UBE | Iron Duke* 

ST: Organyx* 


“Distress in the Desert” (see page 114) Ox Ì_ Oracle Ascension Coin 


After completing Lost Without a Patian, return to 


agar \ Whitestone Shard (17%), 
the area where you encountered the giant bird during | Blackstone Shard{t 7%) 
À Gentlemen’s Agreement. Follow the rock wall on Ï Redstone Shard (17%) ' 
your left after you cross the bridge to find a woman. 8 & E Biiestone Shai ü 7%) 
Give her an antidote to complete this assignment. | Greenstone Shad (f e%). 


Yellowstone Shard (16%) 


Silver Dust (40%), Gold Dust 
(35%), Prismatic Dust (25%) 


[ 


*Only available after you finish the game 
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EN STEP QUEST DESCRIPTION 

5 | Legacy ‚ Speak to Cid inside Hammerhead!'s garage, then drive to the Prairie Outpost and talk in 
À a turn to Monica and Cor. 


Ë & $ | The Power of Kings | Explore Keycatrich Trench to the east to retrieve a new Royal Arm. 
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Enemy Analysis (see page 231) 


NOTES 


NAME 
Daggerquill 


Sabertusk 
Garulessa 
Garulet 

Goblin 

Arachne 
Tarantula 
Imperial Sniper 
Imperial Rifleman 
Magitek Axeman 


MA Veles 


Weak to Daggers, Firearms and Fire; resistant to 
Lightning and Light 

Weak to Daggers, Firearms, and Ice; resistant to Fire 
and Light 

Weak to Greatswords, Machinery, and. Fire; resistant 
totce and Light 

Weak to Greatswords, Firearms, and Fire; resistant to 
lee and Light 

Weak to Polearms, Daggers, Fire, and Light, resistant 
to Ice 


Weak to Greatswords, Machinery, Fire, and Light; 
resistant to Lightning 


Weak to Daggers, Firearms, Fire, and Light; resistant 
to:lce 

Weak to-Firearms, Shields, and Fire; resistant to 
Lightning 

Weak to Firearms, Shields, and Fire; resistant to 
Lightning 

Weak to Polearms, Daggers, and Lightning; resistant 
to Ice 


Weak to Greatswords, Daggers, and Lightningsresistant 


to-Fire; immune to-Lioht 


A Sidequests 


Before you meet Cor and visit Keycatrich Trench, there are a number of 
sidequests that you can complete. Gaining a level or two prior to facing the 
dungeon's many dangers will make things a lot easier. 


SIDEQUEST CHECKLIST 


Lost Without a Potion 
Distress in the Desert 
Palpable Pain 
Stranded on the Sand 
Roadside Assistance 
Scenic Delivery 
Hunters and Gatherers 
Emergency Delivery 
The Aspiring Artisan 


Seraps of Mystery |Ì 


Scraps of Mystery Ill 
Dust to Dust 


Rescue 
Bescue 
Rescue 
Broken car 
Broken car 
Takka 

Takka 

Takka 

Dino 
Mystery map 
Mystery map 
Dave 


The Legacy quest begins during the ride to Hammerhead. Back at the gas station, Once at the outpost, talk to Monica. Save your progress: this will be your last chance 
approach Cid. After the cutscene, return to the Begalia and drive to the next waypoint: to do so prior to a forthcoming battle. You can then head towards the waypoint to 
Prairie Outpost. the north. 


Go through the temple gate at the top of the dírt path, where you meet Cor and receive Keycatrich Trench, your next destination, lies to the east of your current position. 
the Sword of the Wise: thís is your first Royal Arm, a unique category of powerful Retrace your steps to the junction and follow the dirt path to the northeast. 

weapons that drain your HP when you hit enemies {see page 286 for details). Speak to 

Cor to complete the Legacy quest and initiate The Power of Kings. 
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When you enter the main battlefield area, you have two options. If you make your 
approach alongside the left-hand wall (northwest), you can run past the nearby 
Garulessa and Garulets and head straight for the cave entrance. The second option 
is our recommended approach: follow the dirt path to face a large group of soldiers, 
followed by hard-hitting Magitek mechs. The infantry are supported by a manned turret: 
neutralize this emplacement immediately, as it can deal significant damage. Once all 
soldiers are down, deal with the bipedal tanks, ideally one at a time. Greatswords are 
supremely effective here (especially if enhanced by Ignis) as their sweeping attacks 
can hit multiple body parts simultaneously, while also destroying nearby missiles before 
they explode. There are more assailants further east (including another bipedal tank) 
that you may also wish to deal with. Winning this battle is much more demanding than 
sprinting past the Garulessa, but the EXP bonuses make it more than worthwhile. Don't 
neglect to collect the Bioblaster located on top of the rocks to the left of the dungeon 
before you continue. Se 
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Once inside the dungeon, follow the path shown on the map above, Go down the tunnel 
and take a right when you reach a fork. Follow the cables and activate the generator 
that they lead to: thís will turn on the lights. Keep going down the main tunnel until 
you spot a rock wall with a hole on your right. Go through the gap shown on the 
accompanying screenshot. (lf you wish to explore the other optional tunnel sections, 
refer to the dashed line on our map. Watch out for the rock that falls from the ceiling in 
the chamber at the bottom of the stairs.) 


KEYCATRICH TRENCH 


The path through the second half of the dungeon is fairly straightforward: take a left 
at the end of the corridor, then pass through the narrow passage between the steel 
plates. Open the steel door to your left and activate another generator. The remaining 
corridors lead to the main chamber where you have to fight an Arachne (don't miss 
the Auto Crossbow directly on the way). Make the mast of each parry opportunity and 
try to exploit the creature's weaknesses by using Greatswords or Machinery imbued 
with Fire thanks to Ignís's Enhancement technique (which you should definitely have 
untoeked in the Ascension menu by now). Boosted in this manner with a Greatsword 
in hand, Noctis can deal enormous amounts of damage to the Arachne, particutarly 
with charged strikes (see page 18 for details on this move). Ignore the Tarantulas 
that spawn: instead, focus solely on your main target to take it down as quickly 
as possible. During the process, make sure you parry or roll-dodge away from its 
Lightning cloud attack, though. Once the monster falls, go through the hole in the rock 
wall to reach the final room and retrieve the Axe of the Conqueror. Leave the cave to 
complete The Power of Kings, 
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CHAPTER 02 
PART 2 


LEIDE: NORDUSCAEN BLOCK 


Kk 


“Cid Sophíiar, Master Mechanic” (see page 148) 
Return to Hammerhead and speak to Cid outside 

the garage to trigger this chain of side missions. 
Completing the specified objectives will provide 
opportunities to upgrade various weapons. At this 
stage, you can have up to four in your possession: the 
Drain Lance from the end of Chapter 01; the Bioblaster 
found just outside Keycatrich Trench; the Auto 
Crossbow hidden inside Keycatrich Trench; and Noctis's 
default Engine Blade. Cid will upgrade any of these 
once you bring him the required parts, some of which 
are easy to obtain (such as a Metal Scrap). 


“Scraps of Mystery V” (ses page 127) 

This map is found on the floor of a collapsed building to 
the west of Hammerhead. It leads to a position west 
of Longwythe Peak: the item you need to collect lies on 
top of a large rock. 


“The Ever Regal Regalia” (see page 155) 

Speak to Cindy outside the garage to trigger this 
sidequest. Select this assignment in the menu then 
head to the waypoint. The Aero Wax lies inside a 
tunnel to the south of the Norduscaen Blockade. 
Eliminate the Goblins on the way, then pick up the 
item and return it to Cindy. You can then install it from 
Cindy's Customize menu. 


“Scared and Stranded” (see page 115) 

After completing A Cry for Help (see page 38), head 
south from the shack you visited during the Hunter 
Becomes the Hunted quest. Another man in need of 
help is seated inside a small recess in a rock wall, not 
far from Merrioth Haven. Offer him a potion to obtain 
a reward. 


“The Ever Gleaming Regalia” (see page 154) ge ; d e he en En ie OR 
After you complete The Ever Elegant Regalia, speak 5 E ee BP zE nnn En 4 
to Cindy again. Her next task requires access to Duscae, Me { OEREN CRS Ad : B 5 é Hammerhead 


a location that you cannot visit until Chapter 03. You 
should still activate the quest now, though. When you 
arrive in Duscae, you can retrieve the necessary item in 
Alstor Slough, to the southwest of the gas station. 


ADEOUES T 


ed 


“The Ever Elegant Regalia 


{sse page 155) 

After you complete The Ever Regat Regalía, speak to 
Cindy. This time she asks you to retrieve some ore from 
the Balouve Mines, just east of the Longwythe Rest 
Area. You can collect the ore at the dungeon’s entrance, 
close to the elevator, then return it to Cindy. 


Bafouve Mines (see page 178) 

You can freely enter and explore the Balouve Mines, to 
the east of Longwythe Rest Area, at any point in the 
story. After you have received the key from Cor and 
complete The Power of Kings main quest, you can 
technically clear the mines and obtain an additional 
Royal Arm. However, this is something that you should 
leave until later in the adventure — at this stage, you 
just won't be strang enough to face the powerful boss 
guarding the tomb. 


B Walkthrough Summary 


DESCRIPTION 


Declaration of War 


Hammerhead: “Gorgers ín the Dust” (see page 136) 
This group of Flexitusks can be found in a small gorge 

to the east of Hammerhead. They are weak to Ice, 
Daggers, and Firearms. 


VORMER 7 Dn 


Crestholm Channels (see page 180) 

This dungeon is available at any point from Chapter 02 
onward, though the presence of powerful Daemons 
inside makes it a late-game challenge. 


EEEN 


“An Exaggerated Injury” {see page 115) 

After completing Scared and Stranded, travel to the 
Esterleiden Blockade to the east of Hammerhead. You 
can find this man just north of the checkpoint. Heal him 
with a potion to save him. 


ERE 


SIDEQUEST 


“Scraps of Mystery IV” {see page 127) 

Though technically available to begin now, you should 
ignore this sidequest for the present time. The map 
portion is hidden in a small fenced enclosure at the 
Esterleiden Blockade, under a wooden table on wheels. 
To reach it you will need to clear the forces quarding 
the blockade, which is probably beyond your party's 
capabilities at this point. Worse, the item it leads to is 
found inside the nearby Crestholm Channels, a dungeon 
that you cannot clear until close to the end of your first 
playthrough. 


Return to Monica at the Prairie Outpost, then meet her again at the 
Norduscaen Blockade. Fight your way through the base with Cor. 
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Oracle Ascension Coin 


Whitestone Shard (17%), 
Blackstone Shard(1 7%), 
A Redstone Shard (17%), 
Bluestone Shard (17%), 
Greenstone Shard (16%), 
Yellowstone Shard (16%) 


K Silver Dust (40%), Gold Dust 
(35%), Prismatic Dust (25%) 


“Only available after you finish the game 
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STEP-BY-STEP WALKTHROUGH 


Flexitusk Weak to Daggers, Firearms, and Ice; resistant to Fire 


Battery Soldier Weak to Firearms, Shields, and Fire; resistant ta 
Liahtning 


Imperial Rifleman Weak to Firearms, Shields, and Fire; resistant to 
Lightning 


Imperial Sniper Weak to Firearms, Shields, and Fire; resistant to 
Lightning 


Magitek Axeman Weak to Polearms, Daggers, and Lightning; resistant 
to Ice 


MA-X Cuirass Weak to Machinery; immune to Light 


Sidequests _ 


After you visit the Keycatrich Trench dungeon (see step @), a number of side 
missions become available. Try to complete as many as you can before you 
begin your assault on the Norduscaen Blockade. 


SIDEQUEST CHECKLIST 


Scared and Stranded Rescue 

An Exaggerated Injury Rescue 

Cid Sophiar, Master Mechanic Cid 

Scraps of Mystery IV Mystery map 
Scraps of Mystery V Mystery map 
Gorgers in the Dust Hunt 

The Ever Regal Regalia Cindy 


The Ever Elegant Regalia Cindy 
The Ever Gleaming Regalia Cindy 


The Declaration of War quest begins as you reach the cave exit. Take the time to tie Once you are fully ready, make camp to process EXP and spend your AP in the 
up loose ends in the area (you will be leaving shortly), then return to the Prairie Outpost Ascension menu before you head to the Norduscaen Blackade to find Monica. 
and speak with Monica. 


After you meet up with Cor, follow the linear path through the base, eliminating The final section of this chapter is a boss battle against a group of soldiers and Logi 
the soldiers you encounter on the way. Feel free to use Cor's Lion's Roar technique controlling an MA-X Cuirass. An effective approach is to eliminate the Riflemen 
whenever the corresponding meter allows for it. Once all foes have fallen, go down the surrounding the battle zone with warp-strikes, then help your allies deal with the 
steps to the south and open the next door. In the second and third encounters, your first soldiers in the central area. Once they're all down, focus your assaults on Logi 
priority is to warp-strike to the elevated platforms and defeat the Riflemen stationed himself. See the page to your right for details. Winning this battle completes the 
there. At the end of the linear path, drop down to the road. Declaration of War quest and concludes Chapter 02. 


in addition to Logi himself, you must deal with a number of imperial troops. We 
strongly advise that you eliminate all of the smaller assailants before you turn your 
attention to the bipedal tank. Deal with the Riflemen first to prevent additionat ranged 
damage, then focus on the Axemen (who are vuinerable to Polearms and Daggers). 
This will leave you with Logi alone, making for a much more manageable battle. 


Logis mech has an assortment of components that you can destroy to limit his 
offensive capabilities: the launcher {which prevents further use of missiles), its arm 
generator (which disables the lightning storm attack) and, perhaps most importantly, 
its legs. If you focus on one leg and deal sufficient damage, the bipedal tank will be 
rendered defenseless for several seconds. If at any point you notice a large amount 
of oil on the ground, set it ablaze with a Fire-based spell. This creates a temporary 
inferno, causing massive damage to the boss. 


Every time you see the bipedal tank in a focused state with its shield-like arm 
appendage clearly visible, it means Logi is charging his lightning storm attack. The 
preparation time is significant, so you can use this window of opportunity to unleash 
powerful assaults. Be swift to move away afterwards, though, as this area-of-effect 
attack is deadly and hard to dodge. Alternatively, unleashing an ally technique (such 
as Cor’s Lion’s Roar) as the lightning storm attack begins can be an effective solution 
to remain unharmed, as your party is invincible during the entire animation. 


Logis only weakness is Machinery weapons. At this point in the story, you should 
have two of these: the Bioblaster found on the rocks outside the entrance to 
Keycatrich Trench, and the Auto Crossbow located inside that same dungeon. One 
possible strategy consists of staying relatively close to the bipedal tank's legs, and 
then unleashing a barrage of charged attacks (by holding the attack button before 
you fire). This can have a devastating effect, though the very nature of Machinery 
weapons impedes your ability to phase and move swiftly. If you struggle with this 
approach, switch to a more standard weapon. À Greatsword can prove effective, as 
its sweeping attacks are likely to hit multiple body parts simultaneously. 


Whenever Logi fires at you, hold @/9 to phase. Evading the missiles is easy 
enough, but be aware that you will be caught in the explosion if they hit the ground 
near you. Staying relatively close to your opponent can be a solution if you are 
regularly sustaining splash damage. 


Whenever you notice vertical targeting beams appear close to your position, sprint 
away, and remain on the move until they disappear: these are soon followed by 
missiles that cause severe damage. Note that the shipping containers in the boss 
arena all count as cover points. \f Noctis is low on HP move out of sight and press 
@/69 when the prompt appears to trigger rapid recovery. 
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CHAPTER O3 | puscae & creiene: 


PAR NORTH REGION 


Disc (see page 133} 
Prompto offers to take a photo of the Disc of Cauthess 
an your way from Coernix Station - Alstor to Lestallum. 
Select this assignment as your current quest and follow 
the waypoint to complete it. 


“The Professor's Protégé” 
(ses page 156) 

Speak to Sania in the southwest 
corner of Coernix Station — Alstor. 
She asks you to collect red frogs 
from a designated area in Alstor 
Slough. Once you have all five, 
deliver them to Sania. 
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“Up Close and Personal” (see page 145) 
If you make camp at Pullmoor Haven, you will 
trigger this event that involves Noctis and Prompto. 
Your objective is to pick up mushrooms around 

the haven. Head to the designated area and look 
around: Prompto will call you whenever he finds a 
mushroom. Once you have enough, head towards 
the next waypoint. Let the Catoblepas move close 
and strike a pose of your choice, then make your ve, 
way to the final waypoint. , f 


“Accursed Curiosity” 
{see page 117) 

After completing All By Myself, 
head west of Coernix Station — 
Alstor. A man sitting on the rocks a 
short walk west from a tall pylon is 
in dire need of an antidote. 
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Whitestone Ore (17%), 
Blackstone Ore (17%), 
A Redstone Ore (17%), 
Bluestone Ore (17%), 
Greenstone Ore (16%), 
Yellowstone Ore (16%) 


Whitestone Crystal (40%), 
K Blackstone Crystal (35%), 
Redstone Crystal (25%) 


Î *Only available after you finished the game 


“Fishing Buddies” 
{see page 159) 
Head to the south of the main lake 
in the Alstor Slough to encounter a 
man called Navyth. He challenges 
you to catch a craq barramundi 
from the nearby fishing spot. 


“Scraps of Mystery VI” 
{see page 129) 

You will find this map on the 
ground next to a wrecked car at 
the Roadside Scrapyard parking 
spot. It leads to the foot of a giant 
stone structure that spans the 
main road leading to Lestallum. 


“Pilgrimage” (see page 170} 
Look for a man a short walk to the 
west of Wiz Chocobo Post; he's 
highlighted by a quest marker. If 
you interact with him, Ignis will 
suggest that you could visit the Disc 
of Cauthess. Accept his offer to 
begin this quest. We recommend 
that you take the Regalia and let 
Ignis do the driving (selecting the 
sidequest as your destination), as 
this will save you the trouble of 
finding your bearings in this vast 
new region. When you reach the 
gate, an Empire force will emerge. 
You should be able to defeat 


5 CL) Walkthrough Summary (See Overleaf For Details) Nd, 


DESCRIPTION 


“All By Myself” (see page 116) 


Receive a call from Iris at Coernix i ike 
$ edi dn te hk bn en sn He en ene A deel these adversaries without too 
p | ; ë in ols fe et 0 Ls En L a enk D much trouble if you are Level 16 
| 8 can reach him by jumping to the northeast comer 0 En 
A Behemoth Head to Wiz Chocobo Outpost, defeat ES the structure Ge hand him a potion to complete the reren 
d Undertaking | Deadeye, then drive to Lestallum. Ë aebent ig away: the quest ends no matter 
mink etn s : B S & what you decide to do. 
Te ed EER EEE NEET TEE 


“Final Resting Plains” {see page 148) 

If you have completed Dave's previous quest, Bust to 
Dust, he now awaits you at Coernix Station — Alstor 
outside a small building to the northeast. Speak to him 
to initiate this quest, then obtain information on the 
search area by speaking with the tipster at the station’s 
restaurant. You can now retrieve the Rusted Dag Tag 
by following the waypoint: it's located in a field to the 
northwest of the Disc of Cauthess. Deliver the Rusted 
Dog Tag to Dave to complete the assignment. 


RER 77 


“Trembling with Fear” {see page 117) 

After completing the A Behemseth Undertaking hunt, 
head to this area to the east of Coernix Station — Alstor. 
À hunter in distress is hidden in a recess in the rocks. 
Give him an antidote to save him. 


Coernix Station — Alstor: “Beasts Wallow in the 
Wetlands” see page 135} 

These Yellowtooths can be found at any time of the day. 
They are very weak to Polearms, Shields, and lee. 


Coernix Station — Alstor: “Galloping Garulas” 
{see page 136} 

These Garulas are available during the day only and 
should be relatively easy prey at this stage. They are 
weak to Fire, Greatswords, and Firearms. 


SORT 


“Wild Beasts on the Open Road” (see page 123} 

A man with a broken car stands on the side of the road 
that leads to Wiz Chocobo Post. Give him a repair kit to 
receive your reward. 


WAL RETE EE 


Wiz Chocobo Post: “A Behemoth Undertaking” 
{see page 136) 

You can begin this special hunt (also covered in the main 
walkthrough overleaf if you require additional information) 
by following the path directly to the north of Wiz Chocobo 
Post. After the brief opening cutscene (where you witness 
trees being uprooted beyond the nearby rocks), follow the 
linear path until you reach a fence; jump over this. During 
the tailing sequence, stay a moderate distance behind the 
monster at all times. If you lose track of the beast, look for 
the red dot on your mini-map. Once you have discovered 
its lair, squeeze through the narrow passage in the rocks to 
the northeast, then defeat the monster. 


WEEREEE 


“Where the Wild Chocobos Are” (see page 163} 
After completing the A Behemoth Undertaking hunt, 
speak to Wiz to trigger this quest. All you need to do is 
retum to the area just before the field where you tailed 
Deadeye and interact with a wild chocobo. Deliver the 
picture back to Wiz to end the assignment. 


EST 


“Friends of a Feather” (see gage 155} 

Accept Prompto's invitation to check the Chocobo Post at 
the beginning of the chapter to trigger this mission. The 
easiest solution is to drive to the outpost, though you are 
free to walk to it if you feel like exploring Duscae's wetlands 
on foot. Once at the Post, speak to Wiz and accept the 

A Behemoth Undertaking hunt. When you have fulfilled 
that assignment, you can retum to Wiz to complete this 
mission and unlock the option to ride chocobos. This makes 
it feasible to begin completing certain sidequests at night. 


EE 


Chocobo Races 
After compleúng A Behemaoth 
Undertaktng, you can take part in 
chocobo races by signing up at a small 
wooden cabin on the opposite side of the 
highway from Wiz Chocobo Post. This 
mini-game features a selection of races 
to master, with more events unlocked 
later in the story. See page 167 for more 
details. 


Shopping Opportunities 

Íf you can afford the Fire-infused 
Blade of Brennaere (Greatsword) 
and the poison-infficting Calamity 
(Firearm), both available from Wiz 
Chocobo Post's arms vendor, do so 
as a matter of priority. These can be 
extremely potent against foes with 
the corresponding weaknesses. 


Wiz Chocobo Post: “Red in Tooth and Claw” 

{see page 136) 

This hunt pits you against a horde of Voretooths. They are 
weak to Polearms, Shields, and Ice. They can potentially 
inflict the poison status ailment (indicated by a sickly 
green highlight on the afflicted party member, along with 
a draining HP gauge), so ensure that you have a couple 
of antidotes in stock before you engage them. 


NEE EERE 
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OTEP-BY-STEP WALKTHROUGH 


The Burden of Expectation quest begins once you exit the Regalia upon arrival at the 
gas station. A cutscene is triggered as you step away from the car. Once this is over, 
refuel by pressing ©®/@ while in front of the gas pump. You can now either explore the 
region and complete sidequests, or head directly to Lestallum (lgnis will get you there 
if you choose the auto drive option}. We strongly suggest that you accept Prompto's 
offer to visit the nearby Chocobo Post. This leads to an optional sidequest that is so 
important that we will cover it here as a main quest. lf you use the local tipster's 
inquire option to pick up information on the region, you can let Ignis drive you to the 
Chocobo Post. 


Once at the Chocobo Post, speak to Wiz and accept the A Behemoth Undertaking 
hunt. If you have completed a reasonable number of sidequests so far, you should be 
strong enough for the challenge. If not, take the time to accomplish as many as you can 
now. This wilf not only help you to succeed here, but also to tackle the ordeals that lie 
ahead in Chapter 03 with greater confidence. With the hunt accepted, follow the dirt 
path to the north of the Chocobo Post. After the brief cutscene where you witness trees 
being uprooted, take the path to the right. 
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Behemoth Horn 


Follow the path shown on the map to your right, collecting items and defeating any ' j 
minor foes you encounter. When you reach the metal fence, simply jump above it to (65ste: Broken Harmonica 
access the next section. 


Voretooth Bristles 
Crooked Helixhorn 


Strong Bone 


Ne 


“Available by backtracking after you discover Deadeye's Lair. 


wv) Enemy Analysis {see page 231) 


NOTES 


Weak to Greatswords, Firearms, and Fire; resistant to Ice 
and Light 

Weak to Polearms, Shields, and Ice; resistant to Fire and 
Light 

Weak to Polearms, Shields, and-lees resistant to Fire and 
Light 


Very weak to Fire; weak to Greatswords and Shields; 
resistant to Ice, Lightning, and Light 


Garula 
Voretooth 
Yellawtooth 


Deadeye 


SIDEQUEST CHECKLIST 


NAME TYPE PAGE 
Photo Op: Disc Photo Op 133 
Up Close and Personal Tour 145 
Wild Beasts on the Open Road Broken car 123 
Trembling with Fear Rescue 117 
All By Myself Rescue 116 
Accursed Curiosity Rescue 117 
Seraps of Mystery VI Mystery map 129 
The Professor's Protégé “Sania 156 
Galloping Garulas Hunt 136 
Beasts Wallow in the Wetlands {| Hunt 136 
Red in Tooth and Claw Hunt 136 
A Behemoth Undertaking Hunt 136 
Final Resting Plains Dave 146 
Fishing Buddies Navyth 159 
Friends of a Feather Chocobo 166 
Where the Wild Chocobos Are Wiz 169 
Chocobo Races Chocobo 167 
Pilgrimage Miscellany 170 


In this section your goal is to tail Deadeye by moving stealthily at an optimal distance — 
not so close that the creature detects you, but within sufficient proximity to keep sight 
of it in the dense mist. You can use cover points when required for additional security. 
Walk instead of running, and use ® to constantly keep the monster’s shadowy outline 
in sight. If you lose track of the beast, look for the red dot on your mini-map. When the 
tailing sequence ends, enter Deadeye's lair by squeezing through the small passage 
in the rock. 


In this final area, you have no choice but to defeat Deadeye. The Behemoth is very 
weak to Fire, and also vuinerable to Greatswords and Shields. This makes the Blade 
of Brennaere sold at Wiz Chocobo Post particularly effective, though another powerful 
two-handed blade enhanced by Ignis can work just as well. Fire spells can also prove 
devastating, particularly if you use them to detonate oil drums while Deadeye is nearby. 
Âs always, your priority should be to focus on defense first, though. Whenever you 
notice Deadeye moving a leg or his tail, be ready to press @/9 immediately. The 
monsters special attacks offer you a chance to parry: try to make the most of these 
opportunities. If you are swift to press @/8 to parry and counter after the defend 
prompt appears onscreen, Noctis will execute a powerful riposte. \f you lose too much 
HP take cover behind low walls to recover quickly. Likewise, point-warp to a blue marker 
position if you ever run out of MP 


Once Deadeye falls, slide through the gap at the north end of the map to leave the 
area; back outside, you can use the “Return to Car” option for an easy return journey, 
then report back to Wiz to end the mission. This unlocks an essential feature: the ability 
to rent chocobos from all Rent-a-Bird stations throughout Lucis. Chocobos combine 
respectable speed with the flexibility of on-foot travel, so riding them is a great way 
to explore the world. For now, though, return to the Regalia and head to Lestallum. 
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“An Eye for Islands” 3 Bb “Fishing, Naturally” 
{see page 161} (ik {see page 158} 
eN : 1ië ’ jr ï ì After completing The î After completing Fishing 
Lestallum ib 7 AN ms É Perfect Landscape, speak Buddies (see page 50), 

5 & ai Hi to Vyv again. This time he head to the River Wennath 
sends you to Galdin Quay y fishing spot to encounter 
to take a picture of the Navyth again. This time he 
Angelgard island. There challenges you to catch 
are two possible photo a Cherrycomb Trout. This 
positions: one immediately requires a Whiskers: Crystal 
to your left after the steps lure, which you can buy 
leading to the main building, from the nearby Burbost 
and one at the beginning of Souvenir Emporium shop. 
the farthest pier. Once you This species is most easily 
have the shot, return to Vyv. caught at dawn or dusk, 


“Poor, Misfortunate Saul” {see page 119) 
After completing Almest Out of Hope and clearing the Glacial Grotto dungeon, you can find a 
woman in pain close to the river, to the north of Mynbrum Haven. Heal her with an antidote. 


Burbost Souvenir Emporium 


is 
Glacial Grotto 


Waterfall (see page 133} 
Prompto sees an opportunity for a photo near the waterfall that leads to the Glacial Grotto. 
Select this as your active quest and follow the waypoint to complete it. 


“Yan, Interrupted” ísee gage 162} 

After completing A Stroll for Two speak to Prissock, a merchant at the market. Your mission 
is to find a stranded van (which you can reach with a minor detour on your journey to the 
Glacial Grotto for a main quest) and retrieve its cargo. Leave the Regalia at the parking spot 
directly south, then head down the steps; the van is a short walk to the north. Eliminate 

the Killer Bees, then interact with the rear of the vehicle to retrieve the cargo. Deliver it to 
Prissock to claim your reward. 


s EB Walkthrough Summary seoitrerbeeis 


Burden of Once in Lestallum, speak to Iris, then Talcott. 
E tation 


Sword in the ‚ Head to the Glacial Grotto and clear the dungeon to 
Watertalì retrieve the Royal Arms. Retum to Talcott in Lestallum, 
then visit the cíty’s lookout for a meeting. 


,_HUNT 

Lestallum Thoroughfare Diner: “Secure the 
Mountain Pass” (see page 136} 

These Saberclaws are available at any time of the 
day. They are weak to Firearms, Machinery, and Ice. 


“Scraps of Mystery XI” 

(see page 128) 

If you make a short journey to the 
north of Lestallum you can find a 
Mystery Map inside the ruins of 
a red-brick house. This leads to a 
treasure in Lestallum, in the small 
alley with the steps that leads to 
the Arms Vendor. 


“Ace of Carapace” 

{see page 162) 

After completing A Stroll fer 
Twa, speak to the Arms Vendor. 
He asks you to slay Bulettes 
located a short distance to the 
south of Lestallum. Once at 

the foot of the antenna pylon, 
eliminate the beasts. You can then 
deliver the required carapace to 
the Arms Vendor. 


“On the Hunt for a Harvest” 
{see page 162) 

After completing A Stroll for 
Two, speak to Furloch, a merchant 
from the market. Head to Furloch 
Farms, to the south of Lestallum, 
where you should talk to Furloch's 
nephew then slay the beasts in the 
nearby field. Harvest green beans, 
then report to the nephew, before 
returning to Furloch in Lestallum. 


“Mind the Trap” íses page 162} 
After completing A Strolt for 
Twa, speak to Veenon's grandson 
at the market. Head to the Taelpar 
Rest Area and talk to the hunter, 
then go to the designated area to 
the south and remove the traps 
lying on the ground. Report back to 
the hunter first, then pick up your 
reward from Veenon's grandson. 


“One Tune-up Too Many” 

(see page £21} 

While compieting An Eye fer 
Islands, make a stop at the Three 
Valleys parking spot in Leide to fix 
a man's car with a repair kit. 


MEANING 


Electrolytic 
Condenser 


Debased Coin 
Building Stone 
Slimy Oil 
Chrome Bit 
Earth Gemstone 
Mythrit Shaft 


MEANING 


Gralean Medal 
of Distinction 


Laser Sensor 
Strong Whiskers 
Rusted Bit 
Beautiful Bottle 


Debased 
Silverpiece 


FINAL FANTASY UV 


“Almost Out of Hope” [see page 119} 

A hunter in distress lies by the road to the north of 
Lestallum, partially concealed behind a rock. Give him 
a potion to save him. 


DAE 


Shopping Opportunities 

Lestallum’s Arms Vendor has a few noteworthy weapons 
in store. The Fire-infused Flame Tongue (Sword), the 
appendage-destroying Hardedge (Greatsword), the 
lee-imbued Ice Spear (Polearm), and the Poison-inflicting 
Assassin's Daggers (Daggers} can all make a real 
difference against enemy types with related properties. 
Purchasing a few Maiden's Kiss consumables will also 
prove useful for a forthcoming challenge. 


Walkthrough 


“The Perfect Landscape” (see page 166} 

After completing A Stroll for Twa following your first 
night in Lestallum, speak to Vyv — a journalist standing a 
short way to the east of the city’s lookout. Head to the 
two designated areas to take pictures, defeating any 
nearby monsters that might interfere with the shots, then 
return to Vyv to receive your payment. 


TOUR 


“A Strolf for Twa” (see pags 144} 

After you spend the night in Lestallum during your first 
visit, accept Íris’s offer to look around the city and then 
head to each waypoint in turn. The decisions you make 
during the interactive conversations with Iris have the 
following consequences: 


* “Accept” =® Reward: 200 EXP for Noctis; 
“Decline” =» Reward: 2 AP 

* “Act uninterested” => Reward: 2 AP: 
“Act interested” =b Reward: 250 EXP for Noctis 

* ‘Encaurage her” = Reward: 250 EXP for Noctis; 
“Express concem” =® Reward: 2 AP 

® “Deny the suggestian” = Reward: 300 EXP for Noctis; 
“Make light of the subject” s» Reward: 2 AP 

* “Agree with ris” =® Reward: 500 EXP for Noctis; 
“Make light of the subject” = Reward: 2 AP; 
“Change the subject” =»» Reward: Elixir x1 
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Legend 


ICON! MEANING |ICON| MEANING 


Shattered 
Timepiece 


Old Book 


Ow! Mega-Potion 
CSE] Power Shield 
Or Assassin's Daggers 
Broken Harmonica Dus BN 


Glass Gemstone Sat 
Imperial Medal of 


Honor Ovl 


Hiydrauie Cyinder , @wal 
@u 
fa bell 


Platinum Ingot © 


Dynamo 
Beetle Shell 
Thunderoc Feather, 


Deadly Stinger 


Cactuar Needle 

Bronze Bangle 

Carbon Bangle EE) 
Bulletproof Suit an 
Moon Pendant 

Fire Crest 


Diamond 
Bracelet” 


Chobham Armor 
Chobham Armor” iS 
Circlat* 
Insulated Inners 
Megalixir 
Mega Phoenix 
Remedy 
Ops Hier 
Ops! Potion 
Ori en 
Ops! Hi-Potion K 
Ops Maiden’s Kiss 
Oul Phoenix Doven 


Caz) smering Satts 


az} Gold Neede 


Dragoon tance* 
Coernix Oil 
Ebony Sticker 


Oracle Ascension 
Coin 


Magic Hask 
Spider Silk 


Deadly Waters: 
Seadevil (50)%, 
Deadly Waters: 
Sahagin (50%) 


Fatal Roulette: 
Bloody Eye (50%), 
Hot Breather: Red 
Dragon (50%) 


Duscae: 
Whitestone Ore 
(17%), Blackstone 
Ore {17%}, 
Redstone Ore 
(17%), Bluestone 
Ore (17%), 
Greenstone Ore 
(16%). Yellowstone 
Ore (16%) 
Cleigne: Bluestone 
Crystal (17%). 
Greenstone Crystal 
(17%), Yellowstone 
Erystat (17%), 
Whitestone Crystal 
(17%), Blackstone 
Crystal (16%), 
Redstone Crystal 
(16%) 


Duscae: Silver 
Shard (40%), 

Gold Shard (35%), 
Prismatic Shard 
(25%) 

Cleigne: Silver Ore 
(40%), Gold Ore 
(35%), Prismatic 
Ore (25%) 


“Only available after you 
finish the game 


SlEP-BY-STEP WALKTHROUGH 


When you arrive in Lestallum, head to the waypoint to reach Hotel Leville and trigger a 
cutscene. Though technically a sidequest, A Stroll for Two is triggered automatically, 
so take a stroll around the city with Iris: this will enable you to familiarize yourself with 
Lestallum’s main points of interest and, as a bonus, collect easy rewards (see page 55). 


DEEP 


EE 


A 


Legend 


aa} _ Debased Coin 
Daf Fossil Wood 
el  usteaait 
De} rossi shell 
PES  Ammonite Fossil 
@®es} Carbon Bangle 
®al Friendship Band 
Shet star Pendant 
Oras niem 
Per Potion 

Ors en 

Oa ene 
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gl Í 
ICON | MEANING 


ss Ì ‚Swords of the Wanderer 
GSH} Oracle Ascension Coin 


White Choker (25%), Elixir 
© (25%), Hi-Potion (50%) 


e Garnet Bracelet (25%), 
© Phoenix Down (25%), 
Ancient Dragon Tooth (50%) 


Your next quest, Sword in the Waterfall, is triggered during a conversation with 
Talcott back at the hotel, This involves locating a Royal Tomb. As the dungeon features 
Daemons, it's a good idea to ensure that you have a healthy stock of items that restore 
maximum HP such as Elixirs (see page 22 for more information). Walk back to the 
Regalia, fill up the tank at Lestallum’s station, then drive to the waypoint to the west. 
Once you leave the Regalia, head down the steps to the southwest then follow the trail 
shown in the accompanying screenshot. Enter the cave behind the waterfall via the 
sloped path on the right-hand side. 


= 


GLACIHAL GROTTO 


Inside the dungeon, follow the path shown on the map to your left. During the sequences 
when you slide on ice slopes, you control Noctis’s movements with ®. You should note 
that, during the second sliding sequence, you can move to the right when descending 
to reach the ledge to the side of the slope, as shown here. Using this ledge is the only 
way to leave the dungeon manually (and, moreover, reach certain collectibles) should 
you choose to do so. As you explore the dungeon, you will face regular ambushes. 
Most are straightforward battles, but the Ronin enemy type deserves a little more 
respect. Exploit íts vulnerability to Lightning, Daggers and Swords for optimal results. 


You need to repeat the traversal maneuver shortly afterwards when you reach the 
far end of the same chamber to the northwest. Pay special attention to the clear ice 
patches: they are extremely slippery, and can cause you to fall to a lower level. The 
final room before the tomb is guarded by Mindflayers and a number of minor daemons. 
Daggers and Lightning-based attacks are good choices here. If you have sufficient 
Lightning energy, a Thundaga spell will enable you to obliterate your opponents in the 
final ambush (see page 274 for more information on crafting spells). Once you have 
defeated all creatures, open the tomb's door to retrieve the Royal Arms (unlocking the 
Armiger ability in the process — see page 21 for details}. Though you may be curious 
about the branching path that leads to a giant sealed door, it is of no consequence 
during this visit. 


Enemy Analysis (see page 231) 


Shieldshears | Weak to Polearms, Firearms, and Ice; resistant to Fire and 
Light 


Bulette Weak to Shields, Machinery, and Ice; resistant to Fire and 


Light 


Goeurl Weak to Swords, Daggers, and Fire; immune to-Lightning; 


resistant to Light 
Voretooth Weak to-Polearms, Shields, and ice; resistant to Fire and 
Light 
Weak to Polearms, Shields, and Ice; resistant to Fire and 
Light 


Sahagin 
Imp Weak to Daggers, Firearms, Ice, and Light; resistant to Fire 
Flan Weak to Light; resistant to all standard weapon types 


Arachne Weak to Greatswords, Machinery, Fire, and Light; resistant 


to Lightning 


Ronin Weak to Swords, Daagers, Lightning, and Light; resistant 


Mindflayer 3, Daggers, Ligh ght; resistant 


After the second sliding sequence you land in front of an Arachne, a dangerous creature 
that can stop and electrocute its targets. Be swift to parry its assaults, and try to use 
Greatswords and/or Fire-based attacks to inflict maximum damage. After the battle, 
move close to the narrow ledge shown here and press @/& when the prompt 
appears; you can then traverse to the other side. Be on your guard for ambushes. 


You can now return to Talcott at the Leville in Lestallum (and speak to Jared to receive 
a Magic Flask), then meet a familiar face at the lookout. Speaking to Ardyn beside his 
car will bring the chapter to a close, so you may wish to finish any outstanding business 
in the area before you do so. The line of dialog that you choose during the interactive 
conversation leads to the following results: 


® "Take the wheel” __ Reward: 500 EXP for the whole party 

* “Leaveittolgnis” _ Reward: 1000 EXP for Ignis alone 

® “Drive Ardyn's car“ _= Reward: 100 EXP for the whole party + 1 AP 
* “Ride with Ardyn” _ Reward: 2 AP 


Reideauests 
SIDEQUEST CHECKLIST 


A Stroll for Two 

The Perfect Landscape Vyv 
An Eye for Islands Vyy 
Ace of Carapace Lestallum merchants 


On the Hunt for a Harvest Lestallum merchants 
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®& Chapter 03 


Van, Interrupted 
Mind the Trap 
Photo Op: Waterfall 


Secure the Mountain Pass 


Fishing, Naturally 


Almost Out of Hope 
Poor, Misfortunate Soul 


Seraps of Mystery Xl 


One Tune-up Too Many 


Lestallum merchants 
Lestallum merchants 
Photo Op 

Hunt 

Navyth 

Rescue 

Rescue 

Mystery map 


Broken car 
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“Seraps of Mystery X° {see page 128} 

You will find this mystery map inside a fenced area with a 
lookout tower, to the west of the Disc of Cauthess. lt is very 
well hidden in the grates of a small building. it leads to a 
position just north of Coernix Station — Cauthess, on a rock at 
the base of an east-facing cliff. 


Ke 


Disc of Cauthess 


“New to the Road” {see page 122} Ps RE BEG “A Rocky End” (see page 446} 
A man with a broken car stands on the ete Bn ME, If you have completed Dave's previous quest (see 
side of the road a short distance to the KA - Ene page 42), he awaits at the Cauthess Rest Area, 
south of Coernix Station — Cauthess. GE On or S LAS outside the building opposite the diner. Once 
Give him a repair kit to complete this 4 EO Ser Ik 5 the mission has been activated, inquire about it 
assignment. 5 9 N E > ; by speaking to the diner’s tipster. You will find 

3 : the Scorched Dog Tag behind a large rock in the 

search area to the southwest. 


“The Jolly Joyrider” (see page 122} ie \_Coemix Station — 
There is an individual in need of a repair ES ì Cauthess 
kit at the Secullam Pass parking spot. B ENGEN 


Cauthess Rest Area 


Tomb of the Just (see page 176} 

If you head southwest from Coernix 
Station — Cauthess, you will find a 
Royal Tomb a short walk along the dirt 
path that leads from the Secullam Pass 
parking spot. Other than potentially 
troublesome Coeurls, there's nothing to 
stop you from strolling inside to collect 
the Shield of the Just. 


Shopping Opportunities 

The arms vendors based in the Taelpar Rest Area 
and Lestallum have a few valuable weapons in 
their inventory, including the Fire-infused Flame 
Tongue and the Lightning-imbued Storm Lance, 
two remarkable additions to your arsenal to exploit 
enemy weaknesses. If you still haven't purchased 
the key weapons from Wiz Chocobo Post 
(particularly the Fire-infused Blade of Brennaere and 
the poison-inflicting Calamity), you should definitely 
do so now. 


SIDEQUEST 


MEANING 


Whitestone Ore (17%), 
Blackstone Ore (17%). 
Redstone Oref17%}, 
Bluestone Ore (17%), 
Greenstone Ore (16%), 
Yellowstone Ore (16%) 


Silver Shard (40%), 
Gold Shard (35%), 
Prismatic Shard (25%) 


ie 


SIDEQUEST 


“Scraps of Mystery VIII (see page 128} 
This mystery map lies at the foot of shelves 


inside the large warehouse next to the 


Cauthess Rest Area. Head to the designated 
area to the west of the Disc to find the treasure 
on the side of a wrecked imperial aircraft. Make 
sure you have antidotes ready ín case you are 


attacked by Voretooths. 


“Scraps of Mystery IDC (see page 128) 
This map is hidden at the Taelpar Rest Area, at the foot of a wall of the 


northernmost building. It points to a treasure to the east of this position, in 

Schier Heights, close to the dirt path that leads to the Daurell Caverns. Search 
at the base of a cliff just underneath the giant stone arch, to the right of a flat 
red rock and under the cover of a tree. 


SIDEQUEST 


“Swallowed by Shadows” (see page 146} 


After you complete A Racky End, Dave moves to the Taelpar Rest Area. Once 
you accept this new mission, inquire about it with the diner’s tipster to learn the 
approximate position of the dog tag, then travel to the designated area to the 
southeast of the Cauthess Rest Area. The Twisted Dog Tag is found on the floor 
inside the storehouse; approaching it triggers a Voretooth ambush. 


Wee OA 


DUSCAE: 
WEST REGION 


STEP 


Electralytic Condenser 
Quality Building Stone 
Debased Coin 
Building Stone 

Slimy Oil 

Chrome Bit 

Earth Gemstone 
Ancient Dragon Tooth 
Mythril Shaft 

Gralean Medal of Distinction 
Laser Sensor 

Strong Whiskers 
Rusted Bit 

Tiny Feather 

Debased Silverpiece 


‚_lron Shavings 


Shattered Timepiece 


TRR 
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Í 
| 


Walkthrough Summary p 


| QUEST 


A Dubious Drive 


Onward te the 
Disc 


The Archaean 


The Trial of Titan 


| MEANING 


Fencer's Anklet 
| lron Bangie 
Amethyst Bracelet 
‚Talisman 
‚Bulletproof Suit 
| Moon Pendant 
‚Diamond Bracelet* 
| Titanium Bangle 
Chobham Armor 
Black Choker* 
Insulated Inners 
Champion's Anklet* 
Megalixir 
Mega Phoenix 
Remedy 
HiElixir 
Antidote 


SIDEQUEST 


(See Overleaf For Details} 


lj 
| DESCRIPTION 


Follow Ardyn to Coernix Station — 
Cauthess. 


Follow Ardyn again to the Disc of 
Cauthess. 


| Make your way to the end of the 
;_ravine. 


Defeat the Astral. 


| MEANING 


Ope: Potion 
Pat  Hi-Porion 
Ops | Maiden's Kiss 
Oul Phoenix Down 
Ow;  Smeling Satis 
Oa … cola Neede 
Ou: _Mega-Potion 
Ons: | Mettle VX 
Orr ‚Power EX 
ss Calamity 
Cs! Power Shield 
Or: Hardedge 
On: Assassin's Daggers 
D us) Dominator“ 
u: Oracle Ascension Coin 


* Only available after you finish the game 


“The Prafessor's Protégé — Yellow Frogs” (see page 156) 

You must have completed the first The Prafessor’s Protégé sidequest to 
activate this mission (see page 50). Speak to Sania at the Cauthess Rest Area, 
on the upper floor of the house adjacent to the diner. Head to the specified area 
in the Kettier Highland to the east and look for yellow frogs around the pond 
(they're all inside the fenced area, often hiding in grass patches along the rocks 
facing the pond}, then deliver them to Sania. The frogs croak when you get 
close, so consider reducing the music volume to locate them more easily. 


“The Choppìng Block” (see page 145) 

If you make camp at the Fallaughns Haven, to the southeast of Coernix Station — 
Cauthess, you will trigger this brief mission. Your task involves pressing @/8 
repeatedly as prompted. The quicker you are, the more Ignis will praise you — but 
you get the same reward Irrespective of your performance. 
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T 
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Cà Extras 


Chapter C3 


& Chapter 04 


hoz] 


sn, 


{> Chapter GG 


SlEP-BY-STEP WALKTHROUGH 


Dynoaevis 

and Light 
Magitek Weak to Polearms, Daggers, and Lightning; resistant to Ice 
Axeman 


Imperial Weak to Firearms, Shields, and Fire;resistant to Lightning 
Sniper 


Imperial Weak to Polearms, Daggers, and Ice; resistant to Lightning 
Spearman 


Titan No particular weaknesses or resistances 


The chapter opens immediately with the quest called A Dubìous Drive. Follow Ardyn's 
car relatively closely, without tailgating, maintaining a distance af no more than 1,000 
feet. The onscreen waypoint should make this an uneventful drive. Just be ready to turn 
whenever Ardyn does. The quest ends when you arrive at Goernix Station — Cauthess. 


CT 


New to the Road Broken car 


The Jolly Joyrider Broken car 
Tomb of the Just Royal Tomb 
The Chopping Block Tour 

Scraps of Mystery VI Mystery map 
Scraps of Mystery IX Mystery map 
Scraps af Mystery X Mystery map 
A Rocky End Dave 
Swallowed hy Shadows Dave 

The Professor's Protégé — Yellow Frogs | Sania 


The Onward to the Dise mission is triggered immediately and requires you to speak 
to Ardyn to continue. However, note that doing so will begin a linear sequence of main 
quest activities that will restrict your ability to explore freely and complete sidequests 
for a while. Once you are ready to proceed, follow Ardyn to the Disc of Cauthess — a 
simple drive during which you take a right at the first opportunity, then right again. Go 
through the gate once it's open and drive to the waypoint. The Onward to the Disc 
quest is then completed and replaced with The Archaean. 


5 TITAN CRATER 


Leave the Regalia at the tunnel entrance, then follow the 
ravine until you reach the Tomb of the Mystic. During the 
Cutscene that ensues, press @/8 repeatedly as prompted. 
Be mindfut of the portions of terrain that are ablaze as you 
advance through the area: standing on them will rapidly 
deplete HP This hazard and a few minor skirmishes asidae, 
your progression will be straightforward. During the 
interactive conversation with Gladiolus, choosing “Yeah” 
or “Sort of” respectively rewards Noetis with the Riled 
{_ status (increasing his strength by 50%} or the Roused 
{_status (increasing his vitality by 50%). We recommend the 
{_ first option, as the bonus to Strength will help you finish off 
a resilient enemy soon. Simply follow the path shown on 
the map to the right and the oecasional onscreen prompts. : 
The Archaean is completed after you defeat the group of « 
imperial troops at the end of the path; be ready to-warpto < 
the blue marker when Noctis falls. Ss Á 


Legend 
ei sharp Tai Feathers 
Ory Megalixir 
@r2f Mega Phoenix 
Oes  Hienr 
Oul Mega-Potion 
sat  giade ofthe Mystic 


FINAL PANTISY. IV 


The Trial of Titan, your new quest, is a spectacular boss battle against the Archaean Once the real battle begins, your absolute priority is to guard against Titan’s attacks 
himself. Parry and counter Titan's initial assaults (hold @/09, then quickly tap ®/O — though, thankfully, these are usually clearly telegraphed. When a successful block is 
when the prompt appears onscreen). During the sequence where you have to run up followed by an onscreen prompt inviting you to counterattack, be quick to press Ò/O. 
a slope, watch to your left (manually adjust the camera) and block with @®/9 before 

Titan attempts to land a blow. If you struggle with this, hold the button at all times 

while you walk up the hill. Once at the top, approach Gladiolus and he will hurl you up 

to the next level. Sprint away from Titan and point-warp immediately when you spot a 

blue marker in the distance. 


Each successful parry will provide you an opportunity to attack Titan's arm with There are multiple blue marker positions that offer point-warp opportunities during the 
impunity until he moves it. Aim to inflict maximum damage. Titan has no particular battle. These can be useful if you need to refill your MP, or to inflict damage with a 
weaknesses or resistances, so simply use your most powerful weapon. warp-strike from long distance. Greatswords offer the best rewards for such attacks. 


As the battle unfolds, imperiat forces will afso assault Titan. Though they focus on the As the battle reaches its climax, you will be challenged to inflict heavy damage to 
Archaean, you are free to take them down if you wish. This does not have any bearing Titan within a limited time window. Use your most powerful moves (such as Armiger — 
on the progress of your fight with your primary foe, but it will enable you to rack up + EDE + EER with a full Armiger gauge) and relentless combos wheri out of other 
bonus EXP if you are powerful enough: to eliminate them quickly and efficient!y. options to hit the threshold. The conclusion of thís battle marks the end of Chapter 04. 
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Legend 


Ai: Electrolytie Condenser 
Great Garula Tusk 
Slimy Oil 
Chrome Bit 
Behemoth Horn 
Earth Gemstone 
Ancient Dragon Tooth 

| Mythril Shaft 


Gralean Medal of 
Distinction 


Laser Sensor 
Catoblepas Fang 
Fencer's Anklet 
Iron Bangle 
Amethyst Bracelet 
Bulletproof Suit 
Chobham Armor 
Black Choker* 
Ínsulated Inners 
Champion's Anklet* 
Megalixir 
Mega Phoenix 
Remedy 
‚_Hi-Elixir 
Phoenix Down 
Mega-Potion 
Calamity 
Power Shield 
Hardedge 
Assassin's Daggers 
Dominator” 
Dragoon Lance* 


Oracle Ascension Coin 


Whitestone Ore (17%), 


Blackstone Ore (17%), 
Redstone Ore{17%), 
Bluestone Ore (17%), 


Greenstone Ore (16%), 
Yellowstone Ore (16%) 


Silver Shard (40%), 
Gold Shard (35%), 
Prismatic Shard (25%) 


“Only availabie after you finish the game 


DEAR ESEEN LEEN 


STEP 


QUEST 


ú | The Haxathean's 
5 E Blessing 
i &- Kord The Trial of Ramuh 


ä ®& ®& Engaging the Empire 


kÔ 
d ICON | MEANING 
es Ì 


‚EB walkthrough Summary 


‚ Make camp at Sothmocke Haven, then 
|_infiltrate Aracheole Stronghold to retrieve 
‚the Regalia. _ ä south of the Cauthess Rest Area. 


HUNT 


Coernix Station — Alstor: “Untamed Wild Horses” 
{see page 136} 

If you have reached Hunter Rank 3 (see page 135), you 
can encounter these Spiracorns during the daytime on\y. 
They are very weak to Swords, Shields, and Fire. 


3 


me Srl 
rn 


“A Feathery Feast” (see page 168) 2 2 Ins A sp. 
After completing Bird on the 5 BES Ln 
Brink, speak to Wiz to begin this 2 Á bf Kid EN 
quest. This time you need to find ON, Se AN Re OE 

a specific ingredient to the west . BNN 6 Ee, Oe he A ES 
of the Cauthess Rest Area, close Rr EDE 8 A 

to Fallaughns Haven. Pick it up and Eef a 
deliver it to Wiz. Completing this 
quest unlocks the Fat Chocobo 
Triple-Decker at Wiz's restaurant: 
eating this dish will add the Stacked 
Ham Sandwich to Ignis’s cooking 
repertoire, enabling you to increase 
the amount of EXP you obtain. 


Coernix Station - Cauthess 


Cauthess Rest Area 


ri 


(See Overlaaf For Details} 


DESCRIPTION 


Speak to Umbra and follow him. Touch the 
first two runestones. “Vegging Out” 
Explore Fociaugh Hollow and touch the third fses page 163) 

runestone. After completing Wild about 
Onions, speak to Furloch again. He 
needs you to harvest an aromatic 
root from a farm located to the 


Be nee CHAPTER 05 


Coernix Station — Alstor- 


Wiz Chocobo Post: “Exorcism of the Nebulawood” 
{see page 136} 

These Mindflayers roam at night only. They are very weak 
to Polearms, Daggers, Lightning, and Light. 


Wiz Chocobo Post: 
“Thunder in Them Thar Hills” (see page 135} 

You need a Hunter Rank of Level 2 to be able to accept 
this hunt (see page 135). These Thunder Bombs are only 
available at night. They are weak to Swords, Daggers, 
and Light. 


“ 


s Wiz Chocobo Post 


Chocobo Races 

If you have won the initial batch of races, or should you 
complete them now, you will find three new events to 
compete in by speaking to the man in the small wooden 
cabin just south of Wiz Chocobo Post. See page 166 for 
more details. 


SEN ee 


“Scraps of Mystery VII (see gage 129) 

This map is hidden m the middle of the chocobo racing 
area. You will find it in front of one of the buildings 

with a round, yellow roof, beneath the steps leading to 
the building’s door. Head to the designated area near 
Faciaugh Hollow to find the treasure in a small dead-end, 
close to a pair of large square-shaped rock pillars. 


“A Stone-Studded Stunner” isee page 153} 

After speaking to Dino at Galdin Quay to activate this quest 
(which you hopefully did eartier during your previous visit 
to the resort), head to the waypoint at Malacchi Pond. 

You need to locate and collect three Heliodor Stones in 
the designated zone (note that you can also find a fishing 
spot and some interesting items ín the area) and then 
take them back to the jeweler (which is only possible at 
the end of the chapter, once imperial blockades have been 
lifted). Before you leave Galdin Quay, accept Dino's next 
assignment — this will save you a long trip at a later date. 


“A Hurting Heart” {see page 117) 

An ailing hunter lies between rocks directly to the south 
of the chocobo racing courses, between the two parallel! 
highways. Give him a potion to save him. 


“Bird on the Brink” 
(see gage 168} 
After completing Wiere tre Wild 
Chocobos Äre (see page 51), speak to 
Wiz again to trigger this quest. He asks 

you to rescue a weakened chocobo. Head 
to the specified area to the south of the 
Cauthess Rest Area and heal the bird with a 
potion before you report to Wiz. 


“Wild about Onions” (sse page 163) 

After completing On the Hunt for a Harvest (see page 
55) return to Furloch, the Lestallum merchant. He asks 

3 you to harvest a bulbous onion from a farm to the south 
4 of Wiz Chocobo Post. Once you have it, deliver it to 

f Furloch to complete the assignment. 
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A Enemy Analysis (see page 231) 


Garula Weak to Greatswords, Firearms, and Fire; resistant to Ice 
and Liaht 


Garulet Weak to Greatswords, Firearms, and Fire; resistant to Ice 
and Light 


Garulessa Weak to Greatswords, Machinery, and Fire; resistant to Ice 
and Light 


Spiracorn Weak to Swords, Shields, and Fire; resistant to Ice-and Light 


Voretaoth Weak to Polearms, Shields, and Ice; resistant to Fire and 
Light 


Imp Weak to Daggers, Firearms, Ice, and Light; resistant to Fire 


Thunder Weak to Swords, Daggers, and Light 
Bomb 


Hobgoblin Weak to Greatswords, Machinery, Fire, and Light; resistant 
to Lightning 


Mindflayer Weak to Polearms, Daggers, Lightning, and Light; resistant 
tolce 


Naga Weak to Greatswords, Daggers, Ice, and Light; resistant 
to Fire 


Interact with Umbra to begin The Hexathean's Blessing, then follow the dog until 
a cutscene begins. 


The second runestone awaits to the west, on the other side of Coernix Station 
— Alstor. You will find it at the end of the passage shown here, quarded by a 
dangerous Griffon. This is a fearsome enemy, which you will most likely need to avoid 
at this point of the adventure: simply sprint straight to your objective to complete 
The Hexatheon'’s Blessing. 


Bird on the Brink 

Â Feathery Feast 

A Hurting Heart Rescue 

A Stone-Studded Stunner Dino 

Vs. Ignis Chocobo Race 
Full Field Chocobo Race 
Chocobo Hoops: Rocky Road Chocobo Race 
Seraps of Mystery VII Mystery map 
Untamed Wild Horses Hunt 
Thunder in Them Thar Hills Hunt 
Exorcism of the Nebulawaod Hunt 

Wild about Onions 
Vegging Out Lestallum merchant 


Lestallum merchant 


The opening objective is to touch the first runestone a long walk northeast of your 
current position. Going on foot is certainly an option, but you are strongly advised to 
rent chocobos (anly available if you have completed the corresponding sidequest — see 
page 136) to greatly reduce travel time. To reach the runestone, go to the end of the 
path shown on this picture. Interact with it to trigger a cutscene. 


Your new quest, The Trial of Ramuh, leads you to Fociaugh Hollow, far to the 
southeast; head through Alstor Slough and follow the path that leads south to the 
Chocobo Post to cut through the hills. Finding the third and final runestone involves 
negotiating a difficult dungeon, so make sure you are well prepared before you enter. If 
you plan to pick up supplies or complete any sideguests within easy traveling distance, 
do so before you set out for the waypoint. You pass the Chocobo Post and Killtam Haven 
on the way, so you should have access to all the amenities you might need. 
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The first part of the dungeon is mostly linear, with occasional branching paths leading 
to dead-ends. The lack of light can make navigation a little confusing on occasion, so 
refer to our map to make sure you do not get lost. You will regularly need to go through 
narrow or low passages: press @/@ when the corresponding prompt appears. When 
you reach the large cavern after Prompto's disappearance, you can either follow the 
path or point-warp to any blue marker to reach your enemies immediately. Once the 
dust settles, resume your march to the third runestone. 


You wilt encounter a Naga in the final large chamber — a powerful and nimble opponent. 
The best strategy is to exploit her weakness to Greatswords, Daggers, Ice, and Light 
(avoiding alf Fire-imbued assaults, which she resists). Try to equip your entire party with 
gear that falls into one of these categories for optimal results. A powerfut Firearm can 
also prove handy here, offering the luxury of being able to engage from mid-range, in Cranier 06 
a position where you can defend more easily. Your opponent is unusualiy swift, so be 
prompt to press and hold ©@/€9 whenever you are in close proximity. if you are turned 
into a toad, quickly consume a Maider's Kiss (hopefully you purchased a few of these 
while visiting Lestallum, as we suggest on page 55) to cure the aillment. Área-of-effect 
blows or techniques (such as charged attacks with Greatswords) can work very well chagte: B 
here as they may hit multiple appendages simultaneously. If the monster summons 

water pillars from the ground, stay on the defensive until the barrage ends. 
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Nast Fossil Wood ETEN Thieves’ Way 
er ‘Ancient Dragon Tooth @}J1j Blue Choker 
Ne3} Rusted Bit | ®u: Titanium Bangle 
es! Fossil Shell Ox } Oracle Ascension Coin 
nsi Debesed Banknote @) Magie Flask Once the creature falls, you can finally touch the third runestone and exit the cavern to 
rn =: complete The Trial of Ramuh. 
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STEP-BY-STEP WALKTHROUGH (CONTINUED) 


Garulet 


Garulessa 


Spiracorn 


Voretoath 


& 
& 
3 
hd 
Kl 
ES 
ES 
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Battery 
Soldier 
Imperial 
Trooper 
MA-X 
Maniple 
Imperial 
Sniper 
MA-Veles 


Magitek 


| 
Swordsman | 


Legend* 


Ou Electrolytie Condenser 
Oei Chrome Bit 
Ozas Myth Shaft 
OET Laser Sensor 
es  usteanit 
Sh2t  Buterproof Suït 
ast Muscle Stimutant 
Oes Beflex Enhancer 
Ou Mega-Potion 
Os Superior Restorative 
Or Magitek Booster 
SH} Gravity Wel 
Ou Warped Wings 


The Engaging the Empire mission begins as you leave the Fociaugh Hollow cave. Your 
task is to recover the Regalia from the Aracheole Stronghold — a base located far to the 
west of your current position. Calling your chocobo ís a must, ss it's a long and weary 
jeumey by foot. After the party has conferred at the first waypoint, head to the nearby 
Sothmocke Haven to make camp. 


5 | ARACHEOLE STRONGHOLD 


* Wait until you complete walkthrough entry 13 before you begin your hunt for collectibles, 
as this removes the time constraints that exist at the start of the mission, d 


Your goal ís to retrieve the Begalia from the imperial base, and you must do so before 
dawn. It is important to avoid being seen during the infiltration phase so proceed 
cautiously, using cover points whenever possible. You will need to defeat the local 
forces in your current area if detected. Your minì-map is a useful tool here: even if you 
can't directly see an enerny, the red dots that represent them enable you to monitor 
their whereabouts with a measure of precision. For the opening section, outside the 
base, simply follow Ígnis's instructions: you cán easily take down the first two guards 
with warp-kilis while their backs are tumed. 


Once inside the base follow Ignis’s lead, sticking to the shadows and taking cover 
whenever imperial traops are in the vicinity. When you reach the position shown 
here, warp-kill the closest guard while no one is looking, then do the same with his 
companions. The coast is now clear for you to approach the nearby laser barrier and 
disabte it with the switch to the left. 


You can now disable the next laser barrier and head straight to the Regalia on the 
other side. 


Er: 

58 

Once the MA-X Maniple is down, head to the next laser barrier ìn sight and disable 

it, then brace yourself far another battle. There is another turret available here (see 

screenshot), vastly simplifying the provess of destroying the MA-Veles bipedal tank. 

On your way toward the generator, you will notice a large warehouse: you can find 

the Gravity Well Machinery inside, though collecting it is only possible after eliminating 

multiple MA-Veles bipedal tanks. This task is emminently achievable with an advanced 

party and a powerful Greatsword equipped, but it is entirely optional as you can also 
revisit the base later to pick up the weapon. 


Beyond the barrier you will encounter another group of sentries. You need to warp-kill 
all of them, which is most easily achieved by point-warpíng to the elevated walkways 
above them, as shown here. From your perch, wait until they split and cannot see each 
other to take action. Alternatively, you can wait at your starting position until they 
turn to your left, and then strike them from behind, one after the other. Two additional 
guards should arrive shortly afterwards: efiminate them quietly in the sarne fashion. 


To destroy the MA-X Manipie and the troops supporting it, use the turret shown during 
the cutscene: approach it and press @/@ to take the controls. Aim with ®, zoom in 
with C@/1B and fire with €3/Q. 


The generator you need to destroy is now close, but you will need to clear the area 
before you can reach it. Feel free to use the local turret as before, but you will soon be 
overwhelmed by enemy forces. When ons of your allies falls, an onscreen prompt will 
offer the opportunity to surmon Rarnuh: do so immediately by hofding C2/D. Once 
alt imperial forces have been defeated, retrieve the Begalia, To complete Chapter 05, 
return to Iris at Lestalfum. 
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@ | E | G N E 3 “Aftermath of the Astral War” 

(see page 160} 
NI If you have completed Vyv’s previous 

S 0 U T H R E G | Ö € quest (An Eye for Islands: see page 
161), speak to him again at his usual 
spot in Lestallum, close to the lookout. 
This time he needs two shots of Taelpar 
Crag: one from the tower close to the 
northeast corner of Tollhends Stronghold, 
and one from the bridge to the east of Old 
Lestallum. Once you have both pictures, 
return to yv. 


“Tails Spin” (see page 162} 

After completing Ace of Carapace (see page 162), speak 
to Lestallum’s Arms Vendor again. This tine he needs you 
to slay some Spiracorns on a beach of the Maidenwater 
region. Once they're all dead, deliver the required item to 
the Arms Vendor. 


TOUR 


“A Flower for Iris” (see page 144) 

lf you make camp at the Lambath Haven, on the road to 
the Rock of Ravatogh, Gladio will ask if you can help him 
find a flower in the morning. Look for it in the northwest 
part of the designated area. When you reach a cliff, Gladio 
will boost you up to the area where the flower awaits. 


40655 
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“Sting Your Praises” (see page 162) 

For his final mission, on completion of Tails Spin, 
Lestallum's Arms Vendor asks you ta bring him a 
Saphyrtail stinger. Head to the specified area, to the 
north of the raad that leads to the Rock of Ravatogh, 
and eliminate the beasts before delivering the necessary 
item drop back to your client. 


“Scraps of Mystery XIV” {see page 130} 

You will find this map inside a car wreck close ta Fort 
Vaullerey’s southwest corner. It leads to a treasure 
hidden in a dead end in the Glacial Grotto dungeon. 


TOUR 


“Strike a Pose!” (see page 145) 

Make camp at Spelcray Haven and Prompto will enlist 
you for a morning task. Head to the specified photo spot 
on the nearby pier, and strike a pose each time Prompto is 
ready to take a picture. 


Cape Caem 


ES BEN 


1 Assorted Sidequests 


Reaching Cape Caem unlocks a large batch of new sidequests throughout all three regions of 
N Lucis. ff you are in the mood, consider touring the continent to complete as many of these as you 
can — the boost to your party's stats will be significant. The table below details the new activities 
on offer, with page references to our Sidequests chapter where you will find detailed guidance. 


Cool Callatein Mist Hunt Cieigne (Lestallum) 136 


EE 


To Catch a Fray Hunt Cleigne (Lestallum) 136 
To Sting in Anger Hunt Cleigne (Lestallum) 136 
Help Needed in EXINERIS Hunt Cleigne {Lestallum) 136 
Avenge the Anglers Hunt Cleigne (Lestallum) 136 
Voltage Fluctuation Hunt Cleigne (Meldacio Hunter HO) 138 
Car-mic Retribution Broken car | Leide 120 
Waiting for Help Broken car | Leide 120 
I'm Late! Broken car | Duscae 122 
Shoulda Been Serviced Broken car _| Duscae 122 
That Brand-New Car Smell Broken car | Duscae 123 
zE Vehicle Vexation Broken car { Cleigne 125 
My Beloved Chariot Brokencar | Cleigne 124 
Bíg Head Behind the Wheel Broken car { Cleigne 125 
A Driver in Despair Broken car { Cleigne 124 
Oh My Grease-Monkey Goddess! { Brokencar } Cleigne 125 
Wracked with Anxiety Rescue Duscae 118 
The Faint of Heart Rescue Duscae 117 
Scared and Lonely Rescue Cleigne 119 
Where Art Thou, My Love? Rescue Cieigne 118 
A Little Slip-Up Rescue Cieigne 119 
Various Photo Ops Photo Op Leide, Duscae, Cleigne 132 


Tomb of the Tall {see page 176) 

Though you can visit this Royal Tomb earlier in the adventure, doing so while you complete Vyv's 
Of Gods and Kings quest is advisable to limit wasted journeys. The Sword of the Tall that it 

is supposed to contain is missing, however. It has been stolen and can only be retrieved by 
defeating the guardian of Costlernark Tower — one of the most difficult dungeons in the game 
{see page 186). 


ne een oe ade 


“Of Gods and Kings” {ses page 161} 

After completing Aftermath of the Astral War, talk to Vyv again. Head to the designated 
area in the southeast section of Duscae and photograph the gate of the Roya! Tomb, then 
the tomb itself. You can then report back to Vyv. 
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(1) Walkthrough Summary (See Overleaf For Details) 


QUEST DESCRIPTION 


* Only available after you finish the game 


Legend ** Available from Chapter 08 


et Sail | Dri Old Lestallum. 
ICON | MEANING | ICON | MEANING [ICON nn & iN desen 
S k Ae Infiltrate Fort Vaullerey and clear it of imperial 
Al 
Ö Ò- & inholland forces. Talk to your allies once at Cape Caem. 
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Electrolytic Condenser Debased Banknote Silver Bangle 


Ait Slimy Oil en le Bi e Warm Inners 


€9B1E Chrome Bit CEB} Hydraulic Cylinder Si} ice Crest” | | 
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B5j Ancient Dragon Tooth eer Beetle Shell @J6} Chobham Armor* Oes, Maiden’s Kiss rz Hardedge CV} Lucian King's Crest“ 
€9B6E Mythril Shaft ra: Thunderoc Feather ®a) Biack Choker” Ou Phoenix Down Or Assassin's Daggers On Regalia Crest 
Oss: Gralean Medal of Splendid Building 


« | Distinction Ora: ets ®ui Insulated Inners Ou Gold Needle us) Dominator” Ons, Crownsquard 
Cast Laser Sensor ast Bronze Bangie © u: Champion's Anklet* Ou Mega-Potion us, Hyper Magnum” Ou Oracle Ascension Coin 
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Strong Whiskers Sa: lron Bangle Oes Megalixir Os: Calamity ar Dragoon Lance* Ou Magic Flask 
Oet Rusted Bit ®es Amethyst Bracelet rz Mega Phoenix ss! Power Shield ass Delta Daggers 
db 19 Tiny Feather Sa Carbon Bangle Ors Remedy ® Whiskers: Crystal (50%), Needle 1,000: Metallicactuar (50%) 
Oes; Debased Silverpiece Sm: Talisman Ops; Hi-Elixir A ie Be art Redstone Ore{17%), Bluestone Ore 
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nij shatteredTimepiece GHG} Fire Crest Oer exe Duscae: Silver Shard (40%), Gold Shard (35%), Prismatic Shard (25%) 

Glass Gemstone Moon Pendant Ops) Hi-Potion Cleigne: Silver Ore (40%), Gold Ore (35%), Prismatic Ore (25%) 
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The chapter begins with the All Set to Set Sail quest. Head to the waypoint to speak 
with Iris and initiate a long car ride. The lmperial Infiltratien mission is triggered on 
the way. From Old testallum, head to the waypoint in Fort Vaullerey. 


Âs soon as the opportunity arises, begin performing warp-kills to clear the area of 


potential witnesses, then use point-warp to follow Caligo via the raised walkways. 


Once inside the base, tail the commander — Cafigo — fram a safe distance, remaining 
behind cover. 


Point-warp to the elevated walkway behind the gate where the bodyguards are now 
stationed. Isolated, the commander is easy prey to subdue with the same command 
as for a warp-kill. 


You can now join your allies to the northeast, with a number of imperial forces to 
defeat on the way. ff there is any danger that you might be overwhelmed, simply run 
straight to the waypoint to trigger a cutscene; you should note, howsver, that you are 
only a short detour away frorn the unique Noiseblaster machinery weapon, Defeating 
the MA-X Maniple should pose Îittle problem at this stage (particularly if you attack it 
with close-range charged Machinery blasts from behind) and completes the lmpertal 
infiltration mission. Once it's down, operate the generator to destroy it, and brace 
yourself for this chapter’s real boss battle {see the page to your right). 


After you defeat Aranea, you are automatically sent back to Old Lestallurn. Jump into the 
Regalia and resume your journey to Cape Caem with Iris, which will be punctuated by a 
few optional stops. Once at your destination, follow the onscreen instructions and talk to 
a handful of friends (Cindy, Taicott, and Iris) to complete the chapter. The consequences of 
vour choice during the interactive conversation with Gladiolus are as follows: 


« “Wish him well" ® Reward: BOO EXP for the whole party 
© “Hold him back” » Reward: 2 AP 
© “Ask my friends”  Reward: 1,500 EXP for ignis alone 
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Aranea is an incredibly swift and elusive fighter. At melee range she will often evade your _Aranea's signature move is the Highwind, a “jump” attack that Final Fantasy fans will 
blows with disconeerting ease as she subjects your party to a pitiless onslaught. In such _fondly recalf as being the defining technique of the recurring Dragoon character class. 
scenarios, it makes sense to stay on the defensive: phase through het combos, countering _ it's not an ability that you wilt overlaok: she leaps high in the air and then dives back 
only when you identify a clear opening (for example, if she targets one of your allies). down at high speed to inflict massive damage. 


Aranea's Highwind move ìs a curse if you do nat react in time, but a blessing if you Support troops are dropped into the battie at regular intervals. Eliminate them 

can successfully defend and then parry the technique: her most potent assaultisalsa immediately; this is not a battle where vou can readily afford to suffer the distraction 

her primary weakness. Hold @®/69 when the onscreen prompt appears white Aranea _of additional foes without consequence. 

is high in the air, then press @/O immediately on arrival of the second prompt. Not 

only will you avoid all damage, you'll also execute a powerful counter that temporarily Nete: Most collectibles in the base are only available on a return visit, which you are 

stuns Aranea. This is your chance to unleash your most powerful attacks to makea free to undertake once the party recanvenes in Old Lestallum after the mission ends. 

meaningful impression on her HP gauge. See page 190 for a map of Fort Vaullerey. PS Chapter 05 
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me mn nn nn — en — nem 
Spiracorn Weak to Swords, Shields, and-Fire; 
{ 


resistant tolce and Light 


Weak to Greatswords, Daggers, and Ice; 
resistant to-Hre-and Laht 


Havocftang 


Battery Soldier | Weak ta Firearms, Shields, and Hire; resistant to Lightning 


Imperial Trooper { Weak to Firearms, Shields, and Fire; resistant to Lightning 


MA-X Maniple Weak to Shields and Machinery: immune to Light 
Aranea Immune-to Light É 
Et: 1 
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SP SIDEQUEST CHECKLIST 
NAME TYPE PAGE 


Á Flower for Fris 

Strike a Pose! 

Aftermath of the Astral War Vyv 

Of Gods and Kings Vyv 

Temb of the Tall Royal Tomb 
Scraps of Mystery XIV Mystery map 


a Sidequests 


Tails Spin Lestallum merchant 


Sting Your Praises Lestallum merchant 


Shopping Opportunity 

One of Aranea's men offers a variety of weapons for 
sale just outside the Steyliff Grove dungeon entrance. 
The Ice Brand and Ice Spear are of particular interest, 
as several creatures ín the dungeon (including its boss) 
are vulnerable to this element. If you have the money 
to spare, buy all avaifable weapons to increase your 
tactical options. 


Tomb of the Rogue (see page 176) 

If you clear the Myrlwood dungeon, you will find a Royal 
Tomb at the end. The Star of the Rogue awaits inside, 
expanding your collection of Royal Arms. 


The Myriwoad (see page 188) 

You can now access this forest dungeon, which is 
conveniently close to your main objective in the region. 
\f vou have been completing many sidequests and 
leveling up steadily, you should be strong enough to face 
its dangers, including its final guardian — even without 
Gladiolus. If you struggle to defeat the first monsters 
you encounter in this jungle, however, backtrack and 
come back later with a more developed party. 


Lakefrant {see nage 132) 
Prompto spots an opportunity for a photo in 
the area of the Vesperpool. 


ej 


“The Ever Vatorous Regalia” (see page 154) 

If you have previously completed The Ever Gleaming 
Regalia (see page 46} and accepted Cindy's new 
mission, head to the specified area and collect the 
component that lies by the dirt road, close to a car 
wreck. Return it to Cindy at the next opportunity, then 
install it via her customize menu to upgrade the Regalia. 
This welcome upgrade increases the car’s top speed, 
reducing travel time between destinations, 
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Hi Wa | kinh ro ug h S Blaataale Ty (See Overleaf For Details) 


STEP QUEST DESCRIPTION 


h, Partv of Thre Head to Steyliff Grove. Make your way to the end of the dungeon and retrieve the 
ry a Mythril. Once back outside, speak to Aranea. 


*Only available after you finish the game 
MEANING 
Glass Gemstone choflan pen 
Fine Tail Feathers € ‚ Circlet* 


Platinum Ingot ‚ Ether 


Cactuar Needle Or Assassin's Daggers 


Bluestone Crystal (17%), Greenstone Crystal (17%), Yellowstone Crystal ( 7%), Whitestone Crystal {1 7%), 
Blackstone Crystal (16%), Redstone Crystal (16%) 


Silver Ore (40%), Gold Ore (35%), Prismatic Ore (25%) 
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NAME 
Basilisk 


Chickatrice 
Mushussu 


Mandrake Swords, Firearms, and Fire; 


ssistant to Lightning and Light 


Treant Weakto Greatswords, Machinery, and Hire; 
ant to Lahtning aad Light 


Skeleton rds, Machinery, Ice, ar 


Reaper 


Crème Brûlée { U 


You begin this chapter in the Regalie with the Party of Three quest active. If you have 
an ich to explore and attend to new sidequests, do so now — the main quest at the 
Vesperpool waypoint takes yau into a lengthy trek through a dungeon. Remember, though, 
that you are a man down at the moment, which can make things a little more complicated 
f you plan ta tackle high-level challenges. You should also note that you are locked in the 
Vesperpool region until you complete the chapter. When you are ready to continue, follow 
the main road in the direction of the waypoint and tum left just before vou reach the second 
tunnel, as shown here, 


B SIDEQVEST CHECKLIST 


mn Sidequests 


Dungeon 188 


se Myrlwaod 
Tomb of the Rogue 
Phote Op: Lakefront 
The Ever Valorous Regalia 


Royal Tomb 
Photo Op 
Cindy 


Go down the slope and leave the car when you reach the small dirt path shown here. 
You can now run toward the waypoint to the west. Speak to Ardyn when you reach 
him {there are a few quick optional conversations that vou can have with him after your 
walk, if yau like), then make your way to Aranea. Your choice during the interactive 
dialog with her leads to the following results: 


* “Remainsilent”  Beward: 2 AP 
® “Ask myfriends”  Reward: 1,500 EXP for bath Ignis and Prampto 
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A guard serves as an arms vendor outside the entrance. If you have yet to acquire it, When you are ready to proceed, head to the dungeon entrance. Note that you can 
pick up the Ice Brand sword and Ice Spear polearm as a priority. only enter Steyliff Grove at night. If it is daytime in your game, speak to Biggs by the 


Once inside the dungeon, follow the path shown on this picture. You wilk encounter various 
monsters on the way, predominantly Skeletons, Reapers, and the Fire- and Lightning-absorbing 
flan variety known as the Crème Brûlée, with a few other species awaïting deeper in the dungeon. 
Most creatures are vulnerable to lce-based attacks, except for Reapers, who resist this element; 
it's usually practical to finish these off last, though yau can naturally switch to a different weapon. 
When facing large groups, lce-infused area-of-effect assaults will prove immensely useful. If Noctis 
wields a greatsword, charged or spinning blows enhanced with Ice through Ígnis's Enhancement 


Legend 


ICON | MEANING 


er: Chrome Bit 
et  Rusted Bit 


(al Pi: _Megalxir* 


Ou { _ Phoenix Down* 


®L! Magic Flask 


“Access to this collectible is blocked by a 
raekfall when you approach, To obtain Ìt, 
backtrack after defeating the first lron Giant 
ar the dungeon's final boss. 


entrance to advance time to the evening. The door will open when darkness falls. 


a STEYLIFF GROVE 


® Chapter 07 


technique are very powerful. You will occasionally notice 
walls or structures collapsing (for example, rocks falling 
from the ceiting, or bridges callapsing}, preventing 
vou from picking up an item or entering a room. Don't 
worry about these: you can backtrack later (after your 
encounter with a specific monster during step €) ta 
secure the corresponding collectibles. 


This section is entirely linear, with a singie combat 
encounter triggered when you approach the coflectible 
item on the large balcony. If you ever struggle during a 
battte, consider unleashing Aranea's Highwind technique: 
this is an extremely powerful attack that harms all enemies 
caught in its area of effect. 
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NAME 


Skeleton Weak to is, Machinery Iron Giant 
Reaper G rds, Shields, Lich 


Crème Brûlée | Weak to tie sorbs Quetzalcoatl 


STEYLIFF GROVE a 


pAn dt 


Legend 


ICON. | MEANING 


Eel Mythriù Shaft 
Lo LE] Rare Coin 


Mega Phoenix 


mn 
AE RET Na lj 


Hi-Elixir 


Heliodor Bracelet (25%), 


“The bridges will reform to allow access after you defeat the first \ron Giant. JD} her (25%) 
Ether (25%), Elixir (50%)* 


This ís one of the dungeon’s more complicated sections when you don’t know where to go, but our annotated map should help you to navigate with ease. You will automatically 
fall when a portion of the ground colfapses on two occasions, but nearby stairs will take you back up to the main floor level. When you are ambushed by an fron Gîant, try to quickly 
eliminate the weaker Daemons before the giant reaches you, then switch to a powerful Greatsword or a Light-elemental weapon if you have one. Most of the creature’s attacks 
are slow and telegraphed ín advance, so block and parry according!y, then follow up with deadiy counters. Ranged weapons can also be a viable alternative if you struggle to cope 
with melee combat. 


In this part of the dungeon you can keep to the central corridors to make swift progress, or explore 
the small chambers on the sides to pick up collectibles. If you ever feel lost, the red devices on the 
floor will teleport you back to the area's entrance. The hardest battle pits you against two Liches: 
focus on defending and parrying, countering with an Ice Brand at each opportunity. 


Legend 


ICON | MEANING 


@®Ja} Sapphire Bracelet” 
Su Oracle Ascension Coin 


Dat Mytri Ore 


* To obtain this collectible, you must first defeat 
the first Iron Giant. Go to the position where you 
find the Camera Strap on the first floor (after the 
rockfall is removed} and use the elevator to the 
north. Two Necromancers and ân lron Giant will 
attack as you approach it. 


This finat room is home to Quetzalcoatl, a very dangerous boss. You will benefit from wielding an 
Ice Brand or, even better, an Ice Spear, in this battle. Alternatively, Ignis’s Enhancement can greatly 
increase your damage output if Noctis is equipped with a non-elemental weapon, particularly a 
Polearm or a pair of Daggers. Quetzalcoatl is immune to Lightning so avoid this element at all 
costs. As always, pay attention to your enemy's assaults and phase/parry whenever you identify 
an oncoming blow. The tirning window for parrying is extremely short but each successful parry 
leads to a powerful counter opportunity. When you see the monster’s body crackling with sparks, 
though, run away: this foreshadows an unblockable lightning storm attack that affects à large 
area. if Noctis is struggling, take cover behind one of the small walis to recover. When Quetzalcoat! 
is on the ground, press your advantage with your most powerful attacks. If the relevant prompt 
appears onscreen, be quick to respond and summon an Ástral to end the confrontation in style. 
Aranea's Highwind technique can also prove very useful here. Once the battie ís over, pick up the 
Mythril Ore collectible on the ground before you leave the dungeon, then speak to Aranea at the 
waypoint outside to formally end the chapter. 
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Su: Talisman rex 
Gust Ether 


€ Knight's Anklet (25%), Phoenix 
4 Down (25%), Elikir (50%) 
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Onlangs 


_Verinas Mart — Ravatogh 


Legend 


Ou: Electrolytic Condenser 
Ou: Giant Feather 

Oku} simy on 

OL Earth Gemstone 
5 Ancient Dragon Tooth 
Bir moyen shatt 

ss) Gralean Medal of Distinction 
er Strong Whiskers 
Oi Rusted Bit 

Gest Debased Silverpiece 
es) Iron Shavings 
oa; Glass Gemstone 
Oos; Debased Banknote 
LE Strong Bone 

el Imperial Medal of Honor 
Ló1E Hydraulic Cylinder 
Or Dynamo 

1E Beetle Shell 

Or } _ Thunderoc Feather 
Ors; Deadly Stinger 
Orel Fine Tail Feathers 
Or Platinum Ingot 


Ors: Cactuar Needle 
Vrai Splendit Building Stone 
®e3 Bronze Bangle 

Se Iron Bangle 

®e Carbon Bangle 


®u) 
Su 
&u) 
Gu 
Su 


"Only avatlabla after you finssh the game 


ICON | MEANING ICON | MEANING 


Bulletproof Suit 
Moon Pendant 
Silver Bangle 
Fire Crest 

Warm Inners 
Ruby Bracelet 
Chobham Armor 
Chobham Armor* 
Circlet* 
Megalixir 

Mega Phoenix 
Hi-Elixir 

Elixir 

Hi-Potion 
Smelling Salts 
Ether 
Mega-Potion 
Assassin's Daggers 
Hyper Magnum* 
Dragoon Lance” 
Wizard Shield* 
Delta Daggers 
Silver Ore 


Prismatic Dust 


Oracie Ascension Coin 


Spider Silk 


®} _Bloody Eye (50%), Hot Breather: Red Dragon (50%) 


®; Deadly Waters: Seadevil (50%), Deadly Waters: Sahagin (50%} 


A Bluestone Crystal (17%), Greenstone Crystal (17%), Yellowstone Crystal (17%), 
Whitestone Crystal (17%), Blackstone Crystal (16%), Redstone Crystal (16%) 


IK Siver Ore (40%), Gold Ore (35%), Prismatic Ore (25% 


CLEIGNE 


FOUR 


“Case of the Stolen Specs” (see page 144) 
If you make camp at the Pectriche Haven, in the 
middle of the Myrlwoad, an event between Noctis 
and Ignis will occur. To find Ignis’s glasses, head 
to the designated waypoint by the Royal Tomb. 
When the mini-game begins, sneak to the tree 
without being noticed while the chocobo takes 
the bait. Every time it turns around and looks in 
your direction, hold @/£9 to remain silent until 

it resumes its meal. Once you have the specs, 
you can either flee and leave the chocobo alive, 

or defeat it. 


“Blame the Beasts!” (see page 158} 
This man ín distress can be found a shost distance 
to the south of Capitis Haven. He is hidden at the 
base of a large rock structure. Offer him a potion 
‘to get your reward. 


Volcan {see page 132) 
Prompto will propose a new photo opportunity 

if you drive on the road that leads ta the Rock of 
Ravatogh. Select the assignment as your current 
quest and follow the waypoint to complete it. 


ons 


RA EE 
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The Rock of Ravatogh (see gage 190} 

Depending on how developed your party is, you 

might be strong enough to survive the challenges this 
5 dungeon has in store. If you have been compieting 
most sidequests, it should actually pose no problem 

whatsoever. The reward for climbing all the way to the 

top is no less than a Royal Tomb. 


Tomb of the Fierce {see page 176) 
At the very top of the Rock of Ravatagh lies a secret 
Royal Tomb ín which the Mace of the Fierce awaits. 
To reach it, make your way to the large arena at the 

summit, just beyond a giant nest. A small opening in 
the arena’s outer wall leads to a path, at the end of 

which you will find the tomb. 


tr dl NI 
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Tomb af the Pius (see page 176) 
When the beast guarding Malmalam Thicket falis, 
you are free to visit the Tomb of the Pious to secure 
a new addition to your Royal Arms: the Scepter of 
the Pious. 


EE EST EREE GEO ELT 


8 Mafmalam Ticket (see page 183} 
ä This forest dungeon should now be within your level 
ä range if you have been completing many sidequests. 
8 If defeating its standard monsters proves taxing, you 
will certainly not be ready for the forest's guardian — 

in which case it makes more sense for you to come 
back later. 


EE “Scraps af Mystery XIN” {see gage 130} 
This mep lies at the back of the House of Hexes, near the 
entrance to Malmalam Thicket. It leads to the top of Cape 
Caem's beacon, which you can access via the elevator. 


mnl FL ANTIST ID 


“Liege of the Lake” (see page 144) 

Make camp at the Capitis Haven to trigger this event involving Noctis and 
Gladio. Your goal is to fish a legendary creature, the Liege of Lake Vesperpool. 
This is a very difficult challenge, requiring advanced equipment and a 
maximum Skill rank for Noctís. If you are not familiar with the fishing mini- 
game just yet, consult our guide on page 304. 


Walkthrough 


“Scraps of Mystery XIU (see page 136} 

You will find this map at Meldacio Hunter HO, inside a small garbage bin 
behind the small wooden house with flowers on its terrace. It leads to a 
treasure hidden inside & small bunker to the east. 


BREN: 


Shopping Opportunities 

When your travels take you to Meldacio Hunter HO, make sure you purchase 
all four weapons sold by the local arms vendor: the Durandal (sword), Radiant 
Lance (polearm) and Orichaleum (daggers) are infused with Light. This is the 
element that all Daemons are weak to, making these weapons incredibly 
useful. Furthermore, the Black Prince shield boosts the bearer’s Magic when 
used to block Dark-based attacks — again, a great boon for Noctis when facing 
Daemons. On a related note, you can find the (lce-imbued) Ice Brand sword, 
along with other solid weapons, at Verinas Mart — Ravatogh. 


“The Perfect Cup” (see page 173} 
When yau walk by the Cup Noadles truck in Lestallum, 
Gladio initiates an interactive conversation with you, 
, À asking you about your favorite ingredient. Your answer 
Burbost Souvenir Emporium jÀ À Sen: e di really matters here: you can choose between three 
ae kt gi | scenarios that will lead you to go off in search of either a 
slab of Behemoth meat, an enormous egg from the nest 
atop the Rock of Ravatogh, or a crustacean carapace 
from the gigantic Karlabos. Whatever your choice, 
inquire about this mission at the local tipster (the owner 
of the restaurant in the city’s main thoroughfare), then 
head to your chosen hunting ground. You should then 
camp at a nearby haven after the battle. Note that you 
can only complete one scenario per playthrough. 


RENEE 


1) Wa | kth Fou g h S ummad ry (See Overleaf For Details) 


QUEST DESCRIPTION 


Á Precious Source Eliminate the Daemons inside the 
of Power ‚ power plant. 


je) 
& | Brave New World Head to Cape Caem and speak to Cid. 


“Crazy about Cactuars” (see page 172) 
idd Talk to Talcott at Cape Caem ta begin this two-step quest. The boy needs 
Pp \ Bf you to buy two cactuar figurines for him. One is at Wiz Chocobo Post, Chapter 08 
\ 5 and the other in the antique shop in Lestailum. Take both of them to p 
Talcott to complete the assignment. 


“Living off the Land” isee page 171} 

Speak to Iris at Cape Caem before you take the ship ta Altissia and you 

will trigger this quest. Head to the plot right next to the house and plant 
the seeds. Rest one night (conveniently, there's a room where you can 

do this in the nearby house) and then return the next day to harvest the 
carrots, completing this short task. 


' ER \ 5e Tony isee page 174} 
WA Jp h 3 p Re, ___After you complete Living off the Land, a local restaurant owner called 
A ad ____ Tony introduces himself. He will exchange the Caem Carrots you grow 
ea | £ ; & ‚ and harvest for valuable items such as weapons or auto parts. You will 
Eon & ah } ys impoverish the soil if you harvest carrots too frequently, so the best 
se f strategy is to make semi-regular visits. 


SA 
, BEEST 
/ 
/ 
/ P ee 
/  , ELEN 10 
/ El Mh EE <02) ; Pr “A Feline Feast” (see gage 171) 
REEN PN ac dl RED If you completed Kitty Catering back in Galdin Quay earlier in the story 
X Fm ik Te. ps {see page 38), the starving cat can now be found at the rear of Cape 
ep MA DEM À ete Caem's beacon. Talk to it to initiate this quest, then speak to Monica 


inside the house. She needs a Lucinian Sea Bass, which you can catch at 
the nearby fishing spot. Once you have it, take it back to Monica and she 
will use it to prepare cat food. Deliver the dish to the cat to end this quest. 


OTEP-BSSNEE WAS KIROU GE 


The A Precious Source of Power quest is active as you begin the chapter. Cross 
the bridge and head to the power plant’s entrance. Once inside, eliminate all Daemons 
within the time limit (they're all weak to Fire, so equip suitable weapons in advance), 
then retrace your steps to leave the plant. This completes the initial quest, which is 
replaced with Brave New World. Now is the perfect time to attend to sidequests 
and other activities, as this will actually be your final opportunity to explore Leide, 
Duscae, and Cleigne for a while. À first port of call should be a quick visit to Iris close to 
Lestallum’s car park to collect a new (and novel} piece of equipment. 


Once you are ready to proceed, head to Cape Caem and take the beacon's elevator to 
the doek. Make sure you strike up a conversation with Gor: he will give you a Magic 
Flask. You can then interact with the baat to initiate the journey to Altissia and complete 
Brave New World — thereby leaving Lucis behind for some time. 


Enemy Analysis (see page 231) 


NAME | NOTES EE 


Garchimacera 


Goblin 
Spiracorn 
Havocfang 


Shieldshears 
Basilisk 
Killer Bee 
Killer Wasp 
Wyvern 
Coeurl 
Sahagin 
Gigantaad 
Chickatrice 


Bulette 


Weak to Swords, Shields, Fire, and. Light; 
resistant to Lightning 


Weak to Polearms, Daggers, Fire, and Light; resistant to Ice 


Weak to Swords, Shields, and Fire; resistant to toe and Eight 


Weak to Greatswords, Daggers, and ice; 
resistant to Fire and Light 

Weak to Polearms, Firearms, and.Ice; 
resistant to-Fire-and Liaht 


| Weak to-Polearms, Shields, and Fire; 


resistant to Lightning.and Light 


Weak to-Swords, Firearms, and Fire; 
resistant to Lightning and Light 
Weak-to Polearms, Daggers, and Fire; 
resistant te Lightning and Light 
Weak-to Fierarms, Shields, and ice: 
resistant to Liohtnind and tight 


Weak to Swords, Daggers, and Fire; 


| immune to Liahtning; resistant to Light 


Weak to Pelearms, Shields, and lee; 
resistant to Fire and-kbioht 

Weak to Polearms, Machinery, and ce; 
resistant to Lightning and Light 

Weak to Daugers, Firearms, and-kiahtning, 
resistant to-Fire and-Liaht 

Weak to Shields, Machinery, and Ice; 
resistant to Fre and Light 


Sidequests 
SIDEQUEST CHECKLIST 


Living off the Land 
Crazy about Cactuars 
The Perfect Cup 

À Feline Feast 

Blame the Beasts! 
Photo Op: Volcano 
Liege of the Lake 
Case of the Stalen Specs 
Scraps of Mystery XII 
Scraps of Mystery XII 
Mafmalam Thicket 
The Rack of Ravatogh 
Tomb of the Pious 
Tomb of the Fierce 


Ally 

Ally 

Ally 

Friendly Cat 
Rescue 
Photo Op 
Tour 

Tour 
Mystery map 
Mystery map 
Dungeon 
Dungeon 
Royal Tomb 
Royal Tomb 


Raindrops in the Night 

Wild Beauties 

Bounty-Hunted Beauties 

Sting in the Tail 

Cranky Crustaceans 

Beast over Brawn 

Footfalls in the Dark 

The Gourmands of Vannath 

Stealers of Lives 

A Nightmare Came by Ferry 

They Came Back from the Mountain 
Rainstorm Duel! Poison Frog of Wennath 
Off with Their Heads! 

Horned Hunting Hazards 

Hunters of Secuilam Pass 
Rectaiming Schier Heights 


A Roaring in the Night 

Shear Force 

Blobs Ashore 

Herald from the Depths 

The Last Spiracarns 

Threat from the Thicket 

Softly Now, Mighty Foes 

Chase That Chocobo! 

Savior of the Species 

Navyth's Challenge Navyth 
Angler's Nightmare Navyth 
The Professor's Protégé — Gigantoad Sania 
The Professar’s Protégé — Wyvern Sania 
The Professor's Protégé — Myrlwood Firefly Sania 
The Professor's Protégé — Griffon Sania 
The Frogs of Legend Sania 
Dude, Where's My Car? Broken car 
Keep Calm and Keep Driving Broken car 
Various Photo Ops Photo Op 
Lestallum’s Finest Takka 

A Backwoads Burial Dave 
Washed Away Dave 
Mountains of Misfortune Dave 
The Witch of the Woods Dave 
Reliable Royalty Dino 

No Pain, No Gem Dino 
Vyv's Volcanic Inspiration Vyv 

Â Place to Cali Home Vyv 
Steam Valve Inspection Holly 
Power to the Pylans Holly 
Kofding Back the Dark Holiy 
Balouve Mines Dungeon 
Daurell Cavern Dungeon 


After you clear the power plant at the beginning of this chapter and trigger the Brave New World quest, a massive quantity of sidequests are unlocked all over Lucis. 
As taking the ship to Altissia will cause your party to leave Lucis for a while, this really is a great time to tour the entire continent and compfete as many optional missions 
as you can. The bonus to your party's stats will be significant — which will make forthcoming main story chalfenges much easier. 


In addition to the sidequests described on the previous double-page spread, the accompanying table offers a handy checklist of all other new missions you now have access 
to. If you require further information or guidance, follow the page references to our comprehensive Sidequests chapter. 


Leide (Hammerhead) 

Leide (Hammerhead) 

Leide (Hammerhead) 

Leide (Longwythe) 

Leide (Longwythe) 

Leide (Longwythe) 

Leide (Galdin Quay) 

Leide (Galdin Quay) 

Leide (Galdin Quay) 

Leide (Galdin Quay) 

Cleigne (Lestaflum) 

Cleigne (Lestailum) 

Cleigne (Lestallum) 

Duscae (Taelpar Rest Area) 
Duscae (Taelpar Rest Area) 
Duscae (Taelpar Rest Area) 
Duscae (Taelpar Rest Area) 
Cleigne (Old Lestallum) 
Cleigne (Old Lestallum) 
Cleigne (Old Lestallum) 
Cleigne (Old Lestallum) 
Cleigne (Meldacio Hunter HO) 
Cleigne (Meldacio Hunter HO) 
Duscae (Wiz Chocobo Post) 
Duscae (Wiz Chocobo Post) 
Duscae (Vesperpool) 

Leide (Galdin Quay) 

Cleigne (Oid Lestallum) 
Cleigne (Verinas Mart — Ravatogh) 
Cleigne (Meldacio Hunter HO 


Cleigne (Coernix Station — Cauthess) 
Cleigne (Meldacio Hunter HO) 
Cleigne 


Cleigne 

Leide, Duscae, Cieigne 
Leide (Hammerhead) 
Cleigne (Old Lestaflum) 
Cleigne (Old Lestallum) 
Cleigne (Meldacio Hunter HQ) 
Cleigne (Malmalam Thicket) 
Leide (Galdin Quay) 

Leide (Galdin Quay) 

Cleigne (Lestallum) 

Cleigne (Lestallum) 

Cieigne (Lestallum) 

Cleigne (Lestallum) 

Cleigne (Lestaltum) 

Leide 

Duscae 
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HINT 


"II Weeds Grow in the Night” (see page 138) 
These Alves await in the northern section of Altissia, at 
night time only. These Daemons are vulnerable to Firearms, 
Daggers, Ice, and Light. 


HUNT 


“A Nightmare Upon the Water” {ses page 139) 
You will find these Hecteyes at night, behind the Leville. 
They are weak to Polearms, Shields, Lightning, and Light. 


Fishing Spot (see page 306} 
Altissia is home to a fishing spot. You can reach it by 
selecting “Altissia Docks” as a gondola destination. 


Dock (see page 134} 

This photo opportunity triggers when you walk to the 
docks close to the Leville hotel during the day. The 
picture has to be taken from the Altissia Docks, which 
you can only reach via a gondola. 


“A Cactuar of Marble“ (see page 226) 

Though this is not a true sidequest, as it doesn't lead to 
a palpable reward, you can purchase a Cactuar Sculpture 
from the JM Market shop right outside the Leville hotel. 
Taking this figurine back to Cape Caem on your next visit 
there leads to a secret reaction from Talcott. 


“Symbol of the Peace” (see page 172) 

As you arrive in Altissia for the first time you will hear 
about Lunafreya's wedding dress, as you pass by 

the small bridge a short walk to the northeast of the 
immigration booth. Head to Vivienne Westwood's 
store, which this caption points to, to complete this 
assignment. 


Bar (seë pays 134) 

For this photo opportunity, simply visit the small plaza 
opposite Weskham's bar, Maagho, during daylight hours 
after completing the main quest that first leads you here. 


Hotel Leville 


‘ Secretary 's Estate Ee 
S 


er 


Eid 


\ 


Arena Galviano 


“Bewitched Blade Stains the Waters” 

{see page 138) 

This Daemon, a Ronin, raams at night in Listro Park. It is 
equally weak to Swords, Daggers, Lightning, and Light. 


Mini-Game: “Totomostro” 
If you head to the northeast section of the map, named 
Pareo Listro, you will find a gondola {under the Parco 
Listro Sud canopy} that can take you to the Colosseum. 
This location is home to a mini-game called Totomostro. 
The principle is simple: teams of monsters battle against 
each other, and you wager Galviano medals — the arena 
currency — on a selected team. If your prediction is 
right-you receive medal winnings equivalent to your 
wager multiplied by the odds. If you gamble well and 
accumulate medals, you can then trade them for prizes, 
including valuable auto parts. Turn to page 310 for a 
complete guide to Totomostro. 


rs 


PHOTO OP 


Park {see nage 1364} 

This is triggered when you enter the Parco Listro district 
in bread daylight, and leads to a photo spot on the 

main plaza. 


> . 
ee he 


Alessio 
A man named Alessio is seated at one of the tables of 
the restaurant opposite the Vía Palsino station. He will 
trade items (mostly accessories) against any Oracle 
Ascension Coins that you own. The most valuabie 
pieces require a large number of coins, though, so it 
makes sense to wait until you have a few dozen before 
you spend any. You can find the complete selection of 
his wares on page 227, 


. 
k 


“Back Alley Spook” 
{see page 138) 
Head to the back of the Leville at night to encounter these 
Mindflayers. They are vulnerable to Polearms, Daggers, 
Lightning, and Light. 


PHOTO OP 


Palace (see page 134) 

Prompto identifies this photo opportunity when you 
step on the round plaza behind Hotel Leville. It is only 
available during the day. The actual photo spot is only a 
few steps away. 


(B Walktrough Summary 


Í | 

| ‚ DESCRIPTION 

| Altissta, Gity on | Make your way to Altissia and find Weskham's café: 
| the Sea Maagho. 

| Î 

| The Summit ‚ Make a stop at Hotel Leville, then head to the 

| le | Secretary’'s Estate and discuss terms with Camelia. 
| | 

| Into the Fray | Make your way ta Leviathan. 

| | 

(_The Trial of | Defeat Leviathan. 


| Leviathan 


en EE 
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Debased Coin 


Beautiful Bottle 

Debased Silverpiece Chastar 08 
Shattered Timepiece 

Ee — Chapfer 09 
Broken Harmonica 
Glass Gemstone 
Debased Banknote 
Rare Coin 

Remedy 

Hi-Potion 
Maiden's Kiss 
Spirit ZX 

Verve WX 
Smelling Salts 
Gold Needle 
Mega-Potion 


Oracle Ascension Coin 
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STEP-BY-STEP WALKTHROUGH 


. Ì Sidequests 


SIDEQUEST CHECKLIST (ALTISSIA) 


Symbol of the Peace Ally 
A Cactuar of Marhle Ally 
Bewitched Blade Stains the Waters Hunt 
A Nightmare Upon the Water Hunt 


Ii Weeds Grow in the Night Hunt 
Back Alley Spook Hunt 
Photo Op: Palace Photo Op 
Photo Op: Park Photo Op 
Photo Op: Dock Photo Op 
Photo Op: Bar Photo Op 
Totemostro Mini-game 


Walk up the stairs and speak to Weskham {note that the interactive conversation is 
conducted purely for information), then to Camelia once she appears. This activates the 
The Summit quest; Weskham also provides Noctis with a map of the city. You can then 
take the gondola again, this time choosing “The Levilfe Station” as your destination. 


If you struggle to locate the Secretary's Estate, refer to the map on the previous double- 
page spread. The entrance is shown on this picture. Once you speak to the guard at the 
entrance there is no turning back, so make sure you complete any unfinished business 
beforehand. 


Your first task in Altissia is to go through immigration, where you have to decide 
whether to have Ignis or Cid do the talking; choose the former fot a free entry. Head to 
Hotel Leville to the northeast of your position. Board the gondola just a few steps to the 
north of the hotel and select “Floating Market Station — Maagho” as your destination. 
On arrival you will complete the initial quest: Aitissta, City an the Sea. 


Enter the hotel to encounter Gentiana. This unlocks a new feature that enables you to 
return to Lucis (with your current stats) while resting. Since you are close, consider 
visiting the local arms vendor, found behind the hotel: of particular interest, she sells 
the HP-draining Blood Sword, the Lightning-imbued Thunderbolt, and the Fire-infused 
Flame Gun. With this achieved, you may now head toward Camelia's office to the east. 
Climb up the stairs and follow the long walkways leading toward the waypoint. 


The next sequence is an interactive cutscene. Noctis has a critical conversation with 
Camelia, and it is up to you to decide what he says. There are various possible outcomes 
depending on your choices. See the page to your right for a complete presentation of 
the system. The Summit is completed when the negotiations end. 


Once you choose to enter the Secretary s Estate you begin a long interactive conversation in which each of your choices has a (hidden) point value. In other words, every time 
vou select an answer during the dialogue, you score a certain amount of points. The more points you accrue, the more you will earn Camelia's trust — and, as a fringe benefit, 
you can improve the final reward at the end of the conversation. 


The following diagrams present all the possible dialogue scenarios, including branching paths leading to different outcomes. If you wish to complete this challenge on your 
own on your first attempt, be aware that the best way to win the first secretary's unreserved trust is to choose to be truthful and show concern for Aktissis. 


ri ISR SHOIESSERPOINT VOIUSS Tl 
POSSIBLE OPTIONS POINTS 


Express gratitude BE 
Probe knowledge p EEN 
Pry into private affairs _ zn REN 


TRIGGER LINE A 
No sweat. First things first. 


| 
Ed 


POSSIBLE OPTIONS POINTS | 


Show cancer for Accordo KE Ë 
Doubt Luna's security _— EERS 
Demand to see Luna EE 


TRIGGER LINE B 


(The empire demands that 
Luna be handed over….) 


an OPTIONS POINTS K 
EEEN EE 
Answer SE? BEEK: ; 
_Tellhernothing 0 


TE eAS 
Ee aan 


POSSIBLE OPTIONS POINTS 


Be truthful zE ward ee, pen Bn 
5 ke BE TRIGGER LINE E] POSSIBLE OPTIONS POINTS 
Be Be, Eea Í — Cut to the chase |+ _R 


Question reliance on Leviathan _ | +2 | 
kie ANR hanging KE: 


KOINEOFTONS POINTS et | TRIGGER LINE E2 POSSIBLE OPTIONS POINTS} 
TE _t Indeed. We must be prepared { Cut to the chase +5 k 
Show C concern for the city Li to evacuate our citizens. Agree with her BEENB: 


Distance yourself wnm 


ä TRIGGER LINE E3 POSSIBLE OPTIONS POINTS 


TRIGGER LINE F POSSIBLE OPTIONS POINTS | (There's atimittowhatwe _ | Bepragmatic______ | 42 | 
{So she wants us to evacuate | Suggestfurthermeasures | +2 | can protect.…) enn 
her people. Agretohepevacate | +4 FP [ Withholdcomment | 0 | 


4 


TRIGGER LINE G GSSIDLE OPTIONS POINTS 


atd |+ | 
Emmen EE 


Act Ee 


TRIGGER LINE C 
„| Why does the Oracle seek to 
j_awaken the Hydraean? 


E TRIGGER LINE D 
You know better than most 
‚J what took place in Lucis with 
the Archaean. Tell me, what 

happened? 


(She needs help defeating the 
4 _empire…) 


TRIGGER LINE £ 
| don't care to host a battle 
on my soil, the gods and the 
empire be damned. 


(She expects us to deal with 
the empire by ourselves…} 


TRIGGER LINE H POINTS 


To review, you are to ensure 
our citizens’ safety and 
engage the empire. Do we 
have an agreement? 


TRIGGER LINE 11 POSSIBLE OPTIONS POINTS 


You're just like your father. Say thanks nl 
Reject the association BENE 
Askhermeaning ded 


TRIGGER LINE 12 POSSIBLE OPTIONS POINTS 


A leader must know when to_{ Show understanding REE: 
bring out the steel. Surely you { Put up a strong front [+3 | 
EE ir Brush the subject aside MIEERSS 


TRIGGER LINE 13 POSSIBLE OPTIONS POINTS 


You understand what | must Show understanding {Move to trigger line 11} 


TRIGGER LINE | POSSIBLE OPTIONS 


My duty is to my citizens. Empathize with her position 
Should any harm befall them, RES 
there will be & reckoning — for 


both king and Oracle. Remain silent 


TET CEE 


do. | will stop af nothing to Return the threat {Move to trigger line I2)f 


protect my people. Remain silent +4 after choosìng this} 
option again — E 


POINT TOTAL OUTCOME _REWARD 
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NAME 


Magitek Swordsman 


NAME 


Weak to Firearms, Shie 


Imperial Sniper 


Battery Soldier Leviathan 


mi =S 
ll EN 


” 
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Your next mission, Into the Fray, requires you to reach a rendezvous point. Follow the 
linear path, eliminating enemies you encounter on the way. When you face snipers, 
consider warping to them to instantly close the gap, or guard continuously as you 
approach them. Use the interaction point when you reach the waypoint to trigger the 
next sequence. 


During the event where you ride a small flying device with Prompto, be ready to guard 
with @/ then pary with @/8 whenever the corresponding prompts appear 
onscreen. 


After a while, you will have a chance to warp directly to the Astral's body by pressing 


The Trial of Leviathan begins when the creature hurls Noctis back to the streets of 
®/O, and thus complete Into the Fray. Note that there is only one way to eam a 


Altissia. During this sequence, focus primarily on defense. Your opponent outguns you 


reward during the interactive conversation with Leviathan: choose to “Demand her 
power”, then “Maintain a commanding tone” twice. This will reward you with 10 AP 
but will also make the Astral stronger in the upcoming battle, All other dialogue 
selections lead to no reward at all, 


and moves very quickly. Point-warp through the Astral's assaults using the various 
blue merkers around the arena, and blade-warp to her whenever she stands stifl, You 
need to inflict enough damage with warp-strikes to trigger the next cutscene. Royal 
Arms with multi-hit warp-strikes {such as the Blade of the Mystic) can prove very 
effective here. 


In the sequence that follows, Noctis is enhanced by the power of his ancestors. He can 
fly above Altissia and unleash devastating attacks. Attack relentlessly while Leviathan 
stands still, ideally using ranged projectiles while locked on to your target, 


When the Astral goes ìnto a fury, switch to defense. Survey your environment with @ 
to spot oncoming assaults. Her water projectiles are especially fast and dangerous. 
(fin doubt, stay on the move and hold ©/9 at all times. 
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Once this phase ends, go on the offensive again. Attack relentlessly, only stopping briefty When her health bar is depleted, Leviathan will provide you with a parry opportunity. Be 
when you face oncoming blows. Like before, be sure to lock on to your target by holding ready to press @/0 and @/@ on time ta deal the finishing blow. Defeating the Astral 
ED/EER. as this will imbue your projectiles with homing functionality. completes both The Trial of Leviathan and the-chapter. 


mn Umbra's Power _ 


Your brief encounter with Gentiana at the Leville unlocks a new feature: 
whenever you rest, whether at a haven or a lodging, you can now use the “Call 
Umbra” function to make trips back to Lucis. 


This can be a great way to make breaks in the main adventure and head back 
to complete any unfinished business. Your visit to Altissia so happens to have 
unlocked a number of light assignments in Leide, Duscae, and Cleigne — so feel 
free to make a quick break at the Leville to attend ta these missions if you so wish. 


SIDEQUEST CHECKLIST (LUCIS) 
— Chapter 09 


When You Believe Rescue 

Down On Your Luck Rescue Duscae 
The Verge of Despair Rescue Duscae 
In Low Spirit Rescue Duscae 
Weary and Wounded Rescue Duscae 
Injured and Introspective Rescue Cleigne 


Losing Heart Rescue Cleigne 


Keeping the Faith Rescue Cleigne 
Not So Easy Anymare Rescue Cleigne 
Careless in a Car Broken Car Leide 

Automotive Agitation Broken Car _{ Leide 

The Perpetual Passenger Broken Car Duscae 
Through a Rose-Tinted Windshield | Broken Car [| Duscae 
Hurrying Home Broken Car Duscae 
Tune-up, Shmune-up Broken Car _{ Duscae 
Pedal to the Metal Broken Car Cleigne 
Alone on the Road Broken Car _{ Cleigne 
A Manic Matorist Broken Car _{ Cleigne 


CARTANICA STATION 


Shopping Opportunities 

The arms vendor in this statian has a few interesting 
pieces on offer. The Thunderbolt Greatsword will be 

an excellent investment for future challenges. A Flame 
Gun may also prove useful. You should also make a bulk 
order of curative items (particularly Antidotes, Smelling 
Salts, and Remedies) to make your life easier in a 
forthcoming battle. 
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DESCRIPTION 


Off the Rails Walk around until the train arrives. 


| The Handofthe Use the elevator to go down to the mine. Clear the way to 
RS King the tomb at the bottom and retrieve the Royal Arm before 
ir LVO ei : returning to the train. 


we 


ER Sideguests 


There are no sidequests unlocked 
during this chapter. You are, of 
course, free to return to Lucis to 
complete existing challenges by 
using the “Call Umbra” function 
while resting. If you are aspiring 
to complete a 100% playthrough, 
this is probably a good time to 
consult our Sidequests chapter 
to leam more about optional 
activities and high-level challenges 
that are outside the scope of this 
walkthrough. We can't guarantee 
that you'lf be ready for all of them, 
and there are some missions that 
cannot be played until after you 
complete the main storyline, but 
anything you do to improve the 
levels and capabilities of your party 
at this stage will be a worthwhile 
use of your time. 


ICON | MEANING 


ait Chrome Bit 
€z5t  Mythril shatt 
genen 

ó LEN Laser Sensor 
en 

est Beautiful Bottie 
Enz; Broken Harmonica 
Ops! Debased Banknote 


Yost Rare Coïn 
Oost Ether 

rat Mega Phoenix 
Pat Remedy 
Opsi  Antcote 


(a od} Mega-Potion 


You begin this chapter with the Off the Rails quest active. Head to the rear of the The Hand af the King begins when you regain control of Noctis at the station. 
train, then walk all the way back to the front car, picking up collectibles and interacting Once you have explored the two platforms in search of collectibles and shopping 
with points of interest on your way. The quest is completed when the train arrives at opportunities, head to the elevator at the waypoint. 

Cartanica. 
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NAME 
Gurangatch 


Falxfang 
Gigantoad 
Malboro 
Malboro Sprout 


Once at the mine, follow the path shown on our map, ff night falls while you are 
exploring the dungeon, consider making camp at the nearby Plantagh Haven: navigation 
is much easier in broad daylight. The critical steps here are as follows: 


ÀP: Interact with the roadblock. 
&: Interact with the control panel. 
>: Retrieve the generator key from the shed. 


Note that Ignis cannot use his Techniques during this sectian of the story. The Blade 
of Brennaere (Greatsword) and Ice Brand (Sword) will suffice for almost every enemy 
you encounter. 


and Light 


FODINA CAESTINO MINE 


Legend 


ICON | MEANING 


Oes: Earth Gemstone 


Ten 
Os: Beautiful Bottle 
€\ps; Strong Bone 

Or! Rough Scales 

Aro: _ Splendid Building Stone 


Ruby Bracelet 
Titanium Bangle 
Star Pendant 
Megalixir 
Mega Phoenix 
Remedy 
Hi-Potion 
Mega Potion 


Generator Key 


From the lacation where you obtain the generator key, follow the path shown on our 
map and complete these necessary steps: 


$: Activate the first backup generator You will need to eliminate the Gigantoad in 

_ front of it: Polearms, Machinery, and Ice-based attacks are very effective here. 

@y: Activate the second backup generator. 

p: Interact with the cantrof panel again. 

9: Head down the slope and attempt to open the Royal Tomb at the bottom ta trigger a 
boss battle, Note that the choice that you make during the interactive conversation 
with Gladio just beforehand will lead to stat boosts: “Show frustration” causes 
Noctis to receive the Riled status, increasing his strength by 50%, while “Show 
resolve” grants him the Roused status, raising his vitality by 50%. 


The Malboro is weak to Greatswords, Machinery, and Fire (and resistant to Ice and 
Light}. The Blade of Brennaere, regularly enhanced by ignis, can be a good choice 
here, as its sweeping blows are likely to hit both the monster and its sprouts 
simultaneously. 


Matboro's Bad Breath is its most dangerous technique. Not only does it deal 
significant damage, it also inflicts multiple status ailments. To avoid it, your best 
option is to roll-dodge away. The good news is that this attack is telegraphed long ìn 
advance when the creature breathes in. The very moment that you notice this, you 
should start running away and prepare to rofl-dodge or warp — ideally sideways to 
flank your opponent. 


An alternative strategy involves wielding a Firearm (the Flame Gun being an obvious 
choice) and assailing the Malboro from afar. Staying at a distance makes it much 
easier to avoid the creature's attacks, but extends the duration of the battle. 


ME 


Spek, 
The Matboro Sprouts that regularly spawn in the arena are a minor threat individually, 
but groups can make the encounter far more chaotic than it needs be. Cutting a 
swath through crowds with Greatswords can be effective, but a powerful Firaga spell 
will be even more potent. 


Bad Breath aside, the Matboro mostly employs tradittonal physicaf assaults: a biting 
attack that can be parried, opening up a potential counter, and a dash attack that 
can be blocked. Most players will benefit by adopting a very aggressive strategy, 
pummeling the target relentlessly until there is a prompt to block or parry the 
monster’s standard blows, or a need to roll-dodge away from Bad Breath. 


Once the Malboro’s HP is reduced to 25%, it goes berserk and becomes more 
aggressive. When its HP is down to 0, the creature falls, but resurrects instantly; 
after you take it down a second time, an onscreen strategy objective directs you to 
regroup. Move to the marked location and use the opportunity that follows to finish 
off your target while it is vulnerable. Retrieve the Royal Arm in the tomb before you 
reboard the train to complete the chapter. 
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NAME 


Armored Axeman 

Armored Swordsman [5 ak to Polearms, Daggers, and Lightning; 
Armored Assassin ear aqgers, and Ice: resistant 
Imperial Rifleman 


Shack Trooper | Weak to Firearms, Machinery, and Lightning; 
t resistant to-Fire 


As the Express Train for Trouble quest is initiated, chase Ardyn until he hides in a 
compartment. Open the door with ®/@, then resume your chase. 


After the cutscene, retrace your steps with Prompto to the back of the train. You will In this sequence, your goal is to protect the train, with its current structural integrity 
need to eliminate an Armored Axeman on the way. Note that the enemies you will represented by the gauge at the top of the screen. The Shock Troopers are the primary 
encounter in this sequence are weak to Lightning, so prioritize weapons imbued with threat. They move slowly, but wilt inflict severe damage once within range. 

this element. Ï you purchased a Thunderbolt Greatsword from the Altissía or Cartanica 

arms vendor, now is a good time to equip it. Note that Ignís will not be with you to offer 

his essential element-inducing technique in this section of the story. 


92 


FINAL FANTASY. IV 


& Walkthrough 


As you also need to manage a steady stream of imperial troops, this encounter is a When an imperial tank enters the fray, immediately warp to it and press @/® to 
delicate batancing act. Focus on the most pertinent targets while always keeping track destroy it. You will then automatically warp back to the train. 

of the next Shock Trooper's advance, Whenever one gets too close to the train, eliminate 

it as an absolute priority. Powerful daggers can be a solid choice here, as almost alf of 

your opponents are weak to them. Weapons naturally imbued with Lightning can also 

wreak havoc, though Armored Assassins resist this element, In addition, make regular 

use of GD/E in conjunction with ®: this is the most efficient way to kaep tabs on all 

enemies in the arena. 


sk Darter OA 
6 Chapter 04 


When the imperial assault crafts begin firing at the train, look for blue markers that There are two ways to destroy the ships. The first is to eliminate Shock Troopers, asthe + 

indicate point-warp opportunities, To destroy these vehictes, you'll need to get up close. ensuing explosion is sufficientiy powerful to send the craft crashing down. Be swiftto | 
warp to a different ship when the one you're currently on begins to fall, If you fail to do 
so before the timer expires, the game will be over. 


€à Chapter 08 


LEE 


The second option is to man a turret on the side of a ship to take down other enemy When the imperial assault crafts have been destroyed, quickly warp back to the train, 

vessels within range, though this is not easy to achieve given the chaotic nature of Don't worry about intervening obstacles: if you can see a blue marker, Noctis will warp 

thís encounter. through solid surfaces to reach safety. This completes the Express Train for Trouble 
quest and brings the chapter to a close, 
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QUEST DESCRIPTION ICON, MEANING 


| No Turning |_Eliminate the Daemons on the train's rooftop. Tr 
| Back | Ow 


Earth Gemstone 


\ Where She Speak to the characters willing to help you in Tenebrae. À SE Or Sky Gemstone 


Lived Mega Phoenix 


Into the Arctic \ Explore the train. 


Crevasse Muscle Stimulant 


Breathofthe _; Wipe out the Daemons outside the train. U JQ5f Reflex Enhancer 
Glacian j 
Flesh Fortifier 


Magitek Booster 
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N Enemy Analysis (see page 231) 


NAME 5 
Gargoyle 


Wraith Weak to Sw 


Snaga 


Deathclaw N 
resistant to Ice 


After the cutscene, the Where She Lived mission begins. Your objectives here are 
very straightforward and all clearly marked by waypoints: follow Aranea, speak to 
Biggs, then head southwest and speak to Maria. You are then free to reboard the train 
to resume the adventure — but before you do so, be sure to pick up collectibles and 
check out the shopping opportunities. There's an arms vendor inside the aircraft close 
to where you meet Biggs and Wedge. You can also eat and rest inside the coaches 
opposite your train; a good meal will provide welcome boosts. Once you're ready 
to leave Tenebrae, speak to Biggs and Wedge at the waypoint. This completes your 
current quest. 


The battle becomes rather more demanding when a Deathclaw joins the fray. This 
dangerous adversary has & few very powerful attacks. First, the creature can send 
small detachable laser turrets in your direction that burn everything along straight 
vectors as they approach, then again as they return to the monster. The turrets cannot 
be phased through on their way back, so you need to sprint or warp away before they 
hit you, A second move is even more challenging: a large beam sweeps the entire 
area and cannot be phiased through. Your best option is to warp sideways through 
the beam, The Deatholaw can also make its detachable turrets swirt around its body, 
dealing damage to all within melee range. Finally, it can propel its claws out before they 
return along the same path. 


The chapter begins with the No Turning Back quest, in which you face large groups of 
Daemons on the train roof. You are outnumbered in this battle, with Daemons lowering 
your maximum HP whenever they hit you, so prioritize defense. Guard constantly when 
you are under pressure, then seize any opportunity to counterattack. Light-imbued 
weapons are recommended here as all of your opponents are weak to this element. The 
quest ends when you reach the station. 


The Into the Arctic Crevasse quest begins in the train and ends automatically after 
a set period of time, so take this opportunity to explore the coaches and pick up all 
available collectibles. As soon as you are out of the train, Breath of the Gfacian begins. 
Your objective is to defeat several waves of Daermons in the surrounding area. 


Given that defending isn't an easy task against the Deathclaw, your best bet ís to finish it 
off as quickly as possible. It is weak to Shields, Machinery, Fire, and Light. Any weapon 
naturally imbued with Light is a solid choice here. ff you opt for a Durendal or Radiant 
Lance, you can perform long aerfal combos, airdancing at the monster's back to inffict 
significant damage. As an added benefit, staving within melee range of the creature can 
make ít easier to avoid its special attacks; its close combat skills, such as tail swipes, 
ate much less of a threat and can be phased through or parrled. An alternative option is 
to equip the Star of the Rogue (the Royal Arm obtained at the Myrlwood): you can use 
this to attack from a safe distance, and regularly point-warp to blue merker positions 
when you're in danger. Warp-strikes from these vantage points are powerful, but they 
quickly deplete your HP so make sure you monitor this closely. Ássailing the Deathclaw 
with a Flame Gun from range ís also à vlable strategy, but will extend the duration of the 
encounter. The rest of the chapter is story-orlented and poses no difficulty. 
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Noctis is stripped of his weapons and magic as the The Imperial Gapitat quest 
begins, preventing him from fighting, This leavés you no choice but to sprint to the 
freight car at the back of the train. Hold the guard button at all times when in close 
proximity to Daemons; there are also instances where you can jump above them. Do 
not stop until you reach the Regalia. 


Once you're back on foot, head to the waypoint. When you are separated from your 
allies and ambushed by Daemons, quickly run away from them by jumping aboard the 
next train car. You are defenseless here, so escaping is the only option. Exit the train 
via the left-hand door and run up the stairs. The lmperial Capital ends when you 
enter the building. 


Note that your ability to manually save will be limited to occasional “safe rooms” 
throughout this chapter. in addition ta this functionality, these rooms also enable you to 
rest (and therefore restore Noctis's max HP) and to return to Lucis via the Call Umbra 
function. This latter feature can be especially important if you feet under-leveled. Many 
opportunities await you back in Lucis, and all the experience that vou can acquire will 
make the challenges that lie ahead that much easier. 


GRALEA 


UGH 


After the cutscene, a driving sequence begins. Your goal here is to make it into Gralea 
before the city gate closes — or, more specifically, before the onscreen timer reaches 
zero. The driving controls are the same as usual (hold @2/@ to accelerate and steer 
with €), so the challenge lies in your ability to avoid the dangers and obstacles on 
the way. An efficient approach is to remain in the center of the road by default, gently 
adjusting your course whenever you encounter a hazard, During the final phase of the 
ride, the Regalia becomes a little harder to drive. Try briefly lifting off the accelerator 
every once in a while to keep the car under control: drifting can lead to unpredictable 
consequences. 


As the A King’s Struggle quest begins, Noctis equips himself with the Ring of the Lucii, 
granting him three powerful commands: 


* Death (9/8) is your standard attack, sentencing enemies to annihilation after 
channeling for a few seconds. Defeating opponents with this move partly heals 
Noectis, making it an essential survivat tool. 

« Holy (@/69) enables you to counter as you phase through enemy attacks. This 
move cannot be used in exactly the same way as phasing, though, as holding the 
button constantly drains your MP This defensive move must be deployed sparingly, 
and ideafly executed a fraction of a second before an enemy attack hits Noctis. Each 
successful Haly restores a portion of your MP, however, making this a potentially very 
effective combat method with practice. 

* Alterna (®/Q9) is a charged attack that annihilates up to four targets in a small area, 
though you should note that it can onfy be used with a full MP bar and with a target 
locked on. This powerful last resort spell depietes all or most of Noctis's MP If you 
need to refill your MP gauge quickly, consider consuming an Ether (or any other item 
with an equivalent effect), or find an object against which you can take cover. 
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This level features various switches that control associated doors. The first of these 
(marked @ on our map) is just a few steps ahead of your starting position. Operating it 
unlocks the door to the'southeast. Head through it to operate switch ©, then activate 
the main control at © before you head to the elevator. The entire path is clearly marked 
on our map, so simply follow this if you need any visual guidance. Rest in the safe room 
on the way to restore your maximum HP 
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GRALEA — PART 2 


* Only available after upgrading your security clearance in 
the room to the south. 


% 


In this section you will encounter Rogue Axemen. As these foes are near-impervious 
to standard damage, you wil need to run away from them when they spot you, then 
hide in recesses in the walls until they depart. They patrol along set routes, so all you 
need to do is stay hidden until you see them pass in front of you, then quietly leave 
your hiding place and advance while their backs are turned. If you don't feel like playing 
hide-and-seek, simply obliterate the Rogue Axemen with the Alterna spell (hold ®/9 
while locked on to them at close range} once they have spotted you. This has a steep 
MP cost, but you can recharge your MP by taking cover for a moment. Alternatively, 
repeated use of the Holy counter (@/69) will make short work of them. Note that 
another Rogue Axeman appears when you pick up the security card in the northeastern 
room, close to the first safe room. This enables you to push deeper into the facility, as 
shawn on our map, following the waypoint to the west. When the path forks, eliminate 
the Rogue Axemen that appear, then continue traveling west to upgrade your security 
clearance to Level 2. You can now retrace your steps to where the path forks and head 
on to the next floor. 


To access this room, you need to squeeze through a small gap in the corner of the 
previous room. You are ambushed by an Uttu here. The Death spell takes a very lang 
time to operate, so we suggest you opt for Holy instead: hold ®/69 right before each 
enemy attack until all of your opponents falf. You can then squeeze through the gap 
between the crates, as shown here, then use the device to improve your card’s security 
clearance to Level 3. With that done, retrace your steps all the way back to the central 
room. You can find the elevator a short walk to the west. 


GRALEA — PART 3 


ICON. ‘ MEANING ICON | MEANING 


Or Chrome Bit Ort Megalixir 

Oel Mythril Shaft Ors Hi-Elixir 

el B9} Laser Sensor COPPES _ Potion 

Ooij Shattered Timepiece Ou Muscle Stimulant 

az: or Book ass  ReflexEnhancer 

Oos Debased Banknote Oes Flesh Forüfier 

Ons: Rare Goin Oa: Superior Restorative 

Ou Magnetron ss: Security Card 

Oui Magitek Core Ox Elevator Card 

Follow the waypoint and the path shown on our map. When you reach the room with 6u: Dame Terminal/Switch 


the Gargantua, walk alongside the wall to your left without making any moves that 
might invite unwanted attention. Once down the stairs, you should find the rest of the 
way uneventful. You can defeat the monster with the Death and Holy spells if you wish, 
though thís ís a rather long process with no palpable reward. 


® Tempered Shield 


Rogue Axeman 
Uttu Greatswords, Machinery, Fre, and Light, 
Gargantua | ds, and Light; 


Haywire Axeman } \W ) )aggers, and-Ice; 


With the key card in hand, retrace your steps all the way to the control panel, once 
again avoiding the Gargantua. A King's Struggle ends when you activate the control 
panel, 
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Chrome Bit Hi-Elixir 


Mythril Shaft Elixir 


Gralean Medal of Distinction Muscle Stimutant 


Metal Scrap Reflex Enhancer 


Rare Coin Ether 
Imperial Medal of Honor Mega-Potion 


Chobham Armor Superior Restorative 


Safety Bit Magitek Booster 


Megalixir Terminal/Switch 


The Zegnautus Keep quest is activated when you reach thís floor level. In addition to 
the Ring of the Lucii, you now also have access to the Sword of the Father. Moments 
after you pass the safe room, poison gas begins to spread through the area, reducing 
Noctis's HP. Follow the path on our map to reach a room where you can operate a 
device to decontaminate the air. Being spotted in this area will slow your progress, 
and the longer you take to cleanse the air, the weaker you become. Hurry forward, 
using the Death command to both defeat your enemies and heal Noctis. ff vou feel 
overwhelmed, consuming à Superior Restorative can prove handy to mítigate the drain 
damage caused by the gas. 


GRALEA 


The route to the next objective is rather straightforward. When you reach the terminal, 
upgrade your key card to security clearance Level 4, and don't miss the opportunity to 
stock up on consumable items at the adjacent vending machine. You can now head to the 
elevator to the north. A Foras attacks you while you wait for the elevator to arrive, This is 
a very dangerous opponent that you cannot defeat for now. Immune to Alterna, it attacks 
relentlessly and unpredictably, making ít hard to find openings. Focus on defending, though 
you should note that both your standard phase move and Holy are ineffective against some 
of the monster’s assaults, particularly one: when it vanishes and suddenly reappears, 
stiking from above (fully regenerating its health in the process). The best way to dodge 
this ís to roll-dodge away (you can keep track of the creature's movements on the mini- 
map). Rush to the elevator as soon as it is available. 
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NAME 
Snaga 


Rogue Axemen 


Shock Trooper Weak to Fi ery, and Lightning; Watkihrough 
resistant to Fire 
Foras Weak to Polgarms, Shields, Lighting, and Light; 
tt to Fire 
Uttu ak to Greatswords, Machinery, Fire/and baht: 
resistant to Lightning 


GRALEA — PART 5 


Chapter 13 


After you partially restore power at the waypoint, you are attacked hy the Foras again. You can now head to the second generator, shown here. You will encounter a few 
Ás the creature restores its HP every time it vanishes to strike from above, running Rogue Axemen on the way, but these fall easily to the Sword of the Father. When the 
away is still the most practical solution: the monster will give up as soon as you reach Foras joins the fray, however, fles and sprint straight to the elevator, following the path 
the stairs to the west. An Uttu will attack you in the next main room, ft should pose indicated on our map. Ît will once again replenish its health every time it vanishes, so 
little difficulty at this stage: parry its assaults and it will quickly succumb to combos there is little point in facing it at this stage. 

with the Sword of the Father. 
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After you partially restore power at the waypoint, you are attacked by the Foras again. 
As the creature restores its HP every time it vanishes to strike from above, running 
away is still the most practical solution: the monster wilf give up as soon as you reach 
the stairs to the west. An Uttu will attack you in the next main room. ft should pose 
little difficulty at this stage: parry its assaults and it will quickfy succumb to combos 
with the Sword of the Father. 


Snaga Weak to Polearms, Daggers, Fire, and Light, 
resistant to Ice 

Rogue Axemen Weak to Polearms, Daggers, and Ice; 
resistant to Lightning 

Shock Trooper Weak to Firearms, Machinery, and Lightning; 
resistant ta Fire 

Foras Weak to Polearms, Shields, Lightning, and Light; 
resistant to Fire 

Uttu Weak to Greatswords, Machinery, Fire, and Bight; 
resistant to Lightning 
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You can now head to the second generator, shown here. You will encounter a few 
Rogue Axemen on the way, but these fall easily to the Sword of the Father. When the 
Foras joins the fray, however, flee and sprint straight to the elevator, following the path 
indicated on our map. It will once again replenish its health every time it vanishes, so 
there is little point in facing it at this stage. 
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When you reach the nine adjacent square rooms, head to the centraf one, where you follow the path shown on our map until you reach the room depicted here. Interact 
will find a panel displaying which doors are open via green lights. Before you touch the with the device to upgrade your key card once more (to Level 5 this time), then head 
controls, retrieve the Panel B Key Card in the northwest room, then return to the to the back of the platform to the north and activate the switch. 

panel and activate the corresponding switch. You can now collect the Panel C Key 

Card in the northeast room. Back at the panel, deactivate switch A and activate switch 

C instead: only B and C should be turned on to open the way to the exit. (Note that you 

must turn on either switches A and G or À and B to access the west and southwest 

rooms respectively.) 


ee) Enemy Analysis (see page 231) 


NAME 


Snaga \ ners, Fire, and:Light; resistant to-lca 
Rogue Axemen Weak to Polearms, Daggers, and Ice; resistant to Lightning 
Shack Trooper | Weak to Firearms, Machinery, and Lightaing: resistant to Fire 
Foras | Weak to Polearr sg, Shields, Lightning,-and baht, resistant to Fre 


Wraith 


Gargantua Weak to Greatswords, Shields, and Light: resistant to Fire 
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wv) Enemy Analysis (see page 231) 


Rogue Axemen 
Shack Trooper We: : achinery, and Lightning; 


Foras We Î hightaing, and Light; 


Reaper | oC vords, Shields, Fire‚-and Light; 


Alberich | We Shields, Fire, and-bight 


After the battle against the Gargantua, retrace your steps to the security room filled with 
Ravus Weak to Light; resistant to Fire, Ice, and Lightning screens, then take the east corridor — but be prepared to face cohorts of Daemons on the 
j Greatswords, Shields, and tioht: way. Light-infused weapons and Holy (with the Ring of the luci} are very effective here. You 
5 ; will also find two vending machines, with the unit selling consumables offering a welcome 
opportunity to replenish your stocks of recovery items. Inthe room past the vending machines 
you will encounter the Foras creature one more time. With the help of your friends and your 
full arsenal, though, this is now a very different encounter, Foras is susceptibie to Polearms, 
Shields, Lightning, and Light, so a Radiant Lance will make a difference. Whenever the 
monster focuses on one of your allies, redouble your offensive efforts to finally take it down. 


Gargantua 
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Legend 


] 7 
| | 
ICON | MEANING | icon | 


| | MEANING 
«Shattered Timepiece | Sui | Bulletproof Suit 
| Oris meglir 

| Ore Eier 


Imperial Meda! of Honor | Ors _Hi-Potion 


Old Book 


‚Rare Coin 


As intimidating as he may look, Ravus is rather slow and has a tendency to telegraph his 
attacks; he either focuses before executing them, or he adopts a specific stance (such as 
raising an arm or kneeling down). Despite this, don't underestimate his capacity for dirty 
tricks. One of his blows can inflict Stop: the only way to get rid of this ailment is to wait until 
it wears off, though you can preemptively equip the party with accessories that prevent it, 
such as a Golden Hourglass or Ribbon. Ravus is also distinguished by his very large HP total, 
so defeating him is something of a marathon. To tip the odds in your favor, equip Light- 
imbued weapons (Ravus's only weakness), avoiding all other elements (which he resists). 
Royal Arms such as the Sword of the Father can also be solid choices. 


If you struggle to beat Ravus, one safe method consists of staying as far away from 
him as possible {the arena is quite large} and launching opportune warp-strikes with 
your strongest weapon before retreating; you can also use the blue markers around 
the arena to the same effect. This can be a bit of a grind, but maintaining a cautious 
distance between you and Ravus will mean that you are rarely in great danger. 
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' ICON | MEANING 

| Out | Muscle Stimulant 
| Oa: | Reflex Enhancer 
| Gass. resh roriier 


Some of Ravus's most dangerous attacks can be deceptive, as they require a charging 
time. You might be tempted to use this as an opportunity to attack while he is 
defenseless, but the price you will pay for your overenthusiasm will be high, as these 
attacks cannot be blocked or parried. So: when he kneels down, sprint or roll-dodge 
away from the imminent explosion of darkness that he unleashes as he stands up 
again. Likewise, when he charges for several seconds with a gray aura flowing from 
his body, flee. ft fires in a cone in front of Ravus, so if you can position yourself behind 
him, you will be compfetely out of harm's way. Point-warping can also be an effective 
way to escape. 


The battle against Ravus is immediately followed by a confrontation with an imposing 
army of foes, including Foras, Gargantuas, and various other Daemons. You can survive 
{and even defeat multiple enemies) relatively easily by keeping Holy active at all times 
with the Ring of the Lucii, but the flow of enemies is endless. To make things worse, 
the hangar’s gate soon begins to close, giving you very little time to leave. Against 
such adds, it's obviously necessary to take the elevator and just sprint to the exit. 
Rail-dodge or jump above enemies, and don't stop for a moment until yau go through 
the gate. Finally, head to the elevator and follow the linear platform to the end. The 
sequences that follaw are best enjoyed with no quidance whatsoever. 
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CHAPTER 14 


Safe Rooms 

There are two rooms where you can rest in Insomnia, 
both accessible via an underground entrance. Feel 
free to use these liberally to restore your HP and to 
tally up EXP 


iseultalen 
This is one of the more dangerous creatures roaming in 
Insomnia. You should be familiar with its attack patterns 
and timing from your earlier encounter with a Deathclaw 
in Chapter 12, If you feel sufficiently strong enough to 
eliminate it, we suggest a very aggressive strategy. The 
creature is weak to Greatswords, so choose your most 
powerful blade in this category and infuse it with Fire 

via Ignis’s Enhancement technique. Staying at melee 
range, execute sweeping blows to hit all body parts 
simultaneously and cause significant damage. Being 

so close to your target offers the benefit of keeping you 
out of range of its special attacks. For the rest, phase 
and parry consistently, and follow up with counters. 

If things go awry, seize any summoning opportunity 

that arises — an Astral can really tip the odds in your 
favor. 


Nagarani 

A single Nagarani is manageable, but they are 
extremely deadly in pairs. Equip a powerful Greatsword 
and regularly infuse it with Lightning through Ignis's 
Enhancement technique: this makes area attacks that 
hit multiple body parts incredibly effective. Whatever 
happens, focus all your efforts on one of the creatures 
to eliminate it rapidly. If you are propelled away, warp- 
strike back to the specimen you have already weakened. 
The Nagaranis can petrify a target (immediately use 

a Gold Needle item when this happens) or turn a party 
member into a toad (which can be cured with a Maiden's 
Kiss); they can also summon a series of water pillars, 
forcing you to abandon your offensive and phase until 
the attack sequence ends. 


INSOMNIA 


Ariadne 

Relatively weak compared to the other monsters in 

the area, Ariadne can technically petrify your party 
members. Îf you immediately assail it with a Greatsword 
imbued with Fire via the Enhancement technique, 
though, it probably won't have the time to inflict any 
harm. é 


Yajimbo 

This foe is also easy to defeat. 
Equipped with a Sword boosted 
with [gnis's Enhancement 
technique, arry its blows then 
counter immediately. It should pose 
little resistance. 


MEANING [ICON | MEANING 


Megalixir ó 14 }__Imperiel Medal of Honor 


Mega Phoenix 13 f__Dynamo 
Hi-Elixir Sus: Fire Crest 


Mythril Shaft NJ Qat  Uric's Kukris 


% Ulric's Kukris: 

To obtain this powerful weapon, you first need to take 
the elevator up after defeating Ifrit. Now take the 
elevator back down to the ground floor and eliminate 
the two Red Giants that spawn where you fought 

Ifrit (aeriat combos with the Sword of the Father or 
other Royal Arms work well here, as the creatures 
resist traditional weapon types). Finally, dispatch the 
Psychomancer that spawns at the location marked by 
this icon. This is a very difficult challenge, requiring 

a high-level party: phase and parry consistently, 
countering with Light-imbued weapons enhanced by 
\gnis. When the monster falls, it will drop the weapon 
on the ground, which you can then pick up. 


After the first twa boss battles, head up the stairs, open the buildings door and take 
the elevator (you will find a button by the elevator door). Once upstairs, a corridor wilf 
take yau to the throne room, as shown on the image above. Follow your nemesis up 
the stairs and then warp back at street level to trigger the game's finale (see page 
110 for details). 


v) Enemy Analysis (see page 231) 
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During the opening section of the chapter (World of Ruin), the objective is to reach the 
top of the hill overlooking Galdin Quay. The Ring of the Lucii's Death spell can make 
short work af many of the Daemons you will encounter on the way, while Holy excels 
against groups. Light-irnbued weapons are also effective. The harder creatures are 
immune to the effect of the ring, however, and will only fall to advanced strategies and 
a high-level Noctis. Feel free to use the local haven to rest between bouts of fighting or 
to call Umbra. If your current level is less than 45, we strongly recommend a trip back 
to Lucis to earn EXP through sidequests. Stock up on recovery items when you reach 
Hammerhead, then interact with the gate when you are ready to head to Insomnia. 
Once at the Crown City, your objective in the first section of the map is to reach the 
entrance shown here. Though the Eternal Troopers are insignificant, there are multiple 
dangerous creatures roaming in this area. Befer to the captions linked to this map for 
more details. If you feel under-prepared, this location can be exploited to farm EXP by 
repeatedly eliminating the enemies within your level of proficiency, then resting in the 
underground safe room cfose to your starting position 


Once underground, open the closed gate by activating the switch to the left, then 
proceed along the corridor to your left where you will encounter more opponents. 
Eliminate the troopers equipped with guns in priority. Once afl foes are down, open the 
gate at the other end of the passage to reemerge at ground level. Head to the waypoint 
to trigger a first boss battle (see overleaf for details). Once thís is over, open the gate 
and walk to the Citadel to engage a second boss. 


NAME NOTES 
Goblin | Weak 
Tonherry 0 Dag hi nd-Light; stant to Hahtning 
Naga Weak to Greatsword: sice, and Light; ra ta Fire 
Lich Ee Swords, Firearms, lee, and bioht, ant to-biohtning 
Skeleton to: 


Garchimacera } Weakt is, Shields, Fire, and:Light; resistant ta Lightning 
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Hobgoblin 


Iran Giant 
Eternal Trooper 
Iseultalon 
Nagarani 
Yojimbo 
Artadne 


Salpinx 
Black Flan 


Machinery Fire, and-aht 


tant ta Hire 


d-Fire, resistant ta Lightning 


stields, Are, and-Light: resistant ta Lightning 
stant to alt ottertypes ofdamage 
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This monster is waak to Greatswords and Shields, and immune to Ice. Shields are 
perfect for defensive purposes but inflict limited damage. Greatswords, on the other 
hand, are optimal to deal damage but lead to protraeted reaction times that ere 
hardly compatible with this creature’s ferocious rate of attack at melee range. One 
effective solution, though, is to opt for a Greatsword-based strategy that revolves 
around warp-strikes. Blade-warp to the monster, then immediately point-warp to 
a blue marker position, and repeat. This will leave you out of range of most of the 
Behemoth's attacks, while enabling you to deal significant damage. 


The monster's most dangerous attack is when it jumps high în the air then dives 
back, freezing everything around the point of impact. Make sure you successfully 
parry thìs blow, or point-warp to a blue marker position to avoid it. 


If you have unlocked the Airstep line of abilities in the Combat Ascension tree (ideaily 
all the way to the Airdance nexus), equip a powerful Sword or Polearm and unleash 
aerial combos: while airborne, you will be clear of many of the Behemoth's assaults 
(including the ones that freeze the ground), leaving you free to attack with impunity. 
Tiling ® in the relevant direction will enable you to follow your foe closely and 
maintain a constant barrage of strikes. With suitable bonuses to your Strength, and 
any debuffs that you can inflict, this strategy can deal enormous amounts of damage. 


The Behemoth King will also regularly lift one of its forelegs and hit the ground with 
it, again freezing everything in the vicinity. This is afso a blow that cannot be phased 
through, so move away from the area of effect whenever you notice the telitale signs 
that it is imminent. 


If you struggle with melee combat, consider using a firearm instead. This will enable 
you to stay clear of most of the manster's attacks — though, as usual, you wilt deal 
less damage and extend the overall duration af the battle. if you have retrieved 
the Star of the Rogue from the Myrlwood's Royal Tomb, you 
wilt be surprised by its efficiency as a ranged weapon: lower Ss 
the monster's defense with Prampto's Piercer technique, then 
attack fram a safe distance. This strategy limits your exposure & 
to enemy assaults while offering solid damage output. You can ad 
occasionally point-warp to blue marker positions then blade- 
warp to your opponent from there, though this will take a toll 
on your HP. 


Whenever you manage to topple the Behemoth, attack it relentiessly with your best 
weapon until it stands back up again. This is where a powerful Greatsword can make 
a reat difference. B 


1st Phase: During the opening section of the battle, Ifnit remains seated on his throne. 
His main offensive technigge is to regufarly cast a stream of fire in your direction. You 
can phase through the entire attack via a lateral warp (with a brief tap on ®/9) or 
a standard warp-strike through the flames. Attacking Hfrit with melee weapons at 
ground level is complicated as he is hard to reach, and his flames regularly stop your 
assault. However, warp-strikes and aerial combos can be very effective, particularly 
with lee-imbued Swords or Polearms. |f you have unlocked the Ascension nexuses 
enabling you to perform longer combos while in midair {the Airstep line of Combat 
abilities), this method works well. Hfrit is likely to grab you and hurl you away after a 
while, but this trade in damage works very much in your favor. 


2rd Phase: Once Ífrit stands up after Bahamut's intervention, he beëomes much 
more dangerous. He walks around the arena, often performing sword blows that 
emit fire waves. You can phase through these, or warp through them just as you 
did during the first section of the battle. Aerial combos are again recommended, 
particularly if you equip an Ice Brand or Ice Spear, or strengthen any powerful Sword 
or Polearm with Enhancement. The key aspect to take into account is that Ifrit is- 
practically immune to damage when his body is abfaze. This means that you needto” 
time your attacks accordingly. An efficient approach is fo point-warp to a blue markèr” 
position and observe your opponent: the moment the flames disappear, warp-strike 
then follow up with a combo. 


2"! Phase: Ifrit's most dangerous techniques oecur when he jumps-in the air, ff he 
dives back towards you, make sure you parry the assault. Kf he throws vou in the 
air, follow the onscreen button prompts to defend. yourself, or at vary least warp 
before hitting the ground to mitigate the fall damage. Other Astrals will offer you their 
assistance after you deal enough damage. Feel free to summan them immediately by 
holding C@/ B to end the confrontation. 
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1st Phase: Alternatively, you can opt for a Firearm or the Star of the Roque. Staying 
at mid-range from your opponent you can shoot him relentlessly. To escape the 
flames coming your way, you will need to either roll-dodge or perform a lateral warp. 
After you have dealt sufficient damage, you will be given the opportunity to summon 
Bahamut. 
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Being a former king of Lucis, Ardyn uses the exact same techniques as Noctis: 
he can change weapons on the fly and warp-strike from any position. This 
“mirror match” means that you should be familiar with all of his attacks and, in 
particular, the exact timing and length of his combos. Ardyn has no weaknesses, so 
wield whatever weapon type you are mast comfortable with, The Ring of the Lucii 
can be a viable option: activate Holy every time Ardyn strikes and you will both dodge 


his assaults and deal damage. Players who struggle with Ardyn's attack patterns 
might find merit in this defense-oriented strategy. 


ki 


After taking enough damage, Ardyn will start launching warp-strikes 
more frequently and in rapid succession. You can take advantage of 
this hy triggering “duels” between Noctis and his nemesis, during 
which vou are invited to press the attack hutton frenetically, 
These can happen when vou successfully parry an enemy 
warp-strike, when yau hit your opponent with a warp-strike 

of your own, or when both combatants perform a warp- 

strike simultaneously. 4 


: Ee 
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When Ardyn performs a longer, sword-based combo, be patient and phase through 
alt blows (or, even better, use the Ring of tha Lucii's Holy spell}, only counter 
attacking after his comba ìs over. You shouid be familiar with the number af hits in 
hìs combos based an the weapon type he's currently wielding, If in doubt, wait for 
the final attack, which is usually sìgnposted by a slightly tanger preparation time. 


The ultimate way to defeat Ardyn consists of defending against each of his attacks 
with shield blocks. This will enable you to regularly interrupt his combos and push 
him backwards, creating quick counter possibilities. This is a technically demanding 
strategy, as it requires you to constantly juggle weapons. If executed flawlessly. 
however, it will enable you to take down your opponent quickly. 


The second stage of this grand showdown begins when Ardyn's HP is down by one 
third. At this point, Noctis will fly while wielding the weapons of his ancestors. The 
most important thing during this entire phase is to stay on the offensive. Keep Ardyn 
locked-on at all times, and either maintain him under a constant storm of homing 
proiectiles from afar, or warp-strike to him to close the distance. Your speed and 
power should be sufficient to keep Ardyn stun-locked for entire barrages. 


Ardyn will regularly cast spells during the battle. This is foreshadowed by an 
area-of-effect cloud appearing around Noctis. Accessories with elemental 
resistances can be a boon here. Alternatively, point-warp to any blue marker 
position to avoid the blast completely. 
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Whenever Ardyn attacks you (which is signposted by the movements of the weapons 
around him), briefly phase to avoid damage, then switch back to your offensive 
strategy immediately. If you stay at a distance and use homing missiles, though, you 
will often be out of range of his assaults, leaving you free to attack with impunity. 


After sustaining significant damage, Ardyn adopts a new behavior and 
starts using two special attacks: he summons a field of purple energy, or 
focuses with purple energy around him and follows up with a wide slash 
attack, Both of these can be parried, creating counter openings. 


p Post-Credits Play 


The final cutscenes do not mark the end of your journey through Final Fantasy XV s adventure. After the credits roll, you are offered the opportunity to save your game. 
\f you later load this save file from the title screen, it will enabie you to restart in Insomnia's underground safe room — in what is technically considered as a Chapter 15. 
By taking a rest, you can then use the “Call Umbra” function to return to Lucis or Altissia and resume your exploration of the world. In addition to sidequests that you have 


When both fighters hit the ground again, phasing is no longer an option, so focus 
one more time on attacking. After a quick exchange, you will see onscreen prompts 
inviting you to press the attack button. Do so as requested to bring the battle to 
an end. 


yet to complete, there are various challenges and missions that are only avaitable during this Chapter 15 “epilogue”. Simply turn the page to read about these endgame 


activities … 
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RESCHES 5 


These short and simple assignments require you to locate individuals in assorted states 
of despair as you explore, then save them with a specified recovery item: either a potion 
or an antidote. You should therefore always ensure that you have a healthy stock of these 
restoratives at hand, as it's not uncommon to stumble upon these mini-missions while 
involved with other pursuits. 


Rescue sidequests are not flagged within the game world until you move inside the 
boundaries of a small invisible perimeter that surrounds each person in distress. At this 
point, you can select the assignment as your active quest and search within the highlighted 
area to locate them, then provide the requested item. 


These mini-missions can be a lucrative source of EXP during earlier chapters if you know 
exactly where to look and approach them in an efficient order (especially so if tackled In tours 
that also encompass the similar Broken Car missions, and Hunts). Whenever you set out to 
a new destination, make a habit of referring back to this section to learn which rescues you 
can complete during the journey. 


© Rescues: Leide 


WHEN YOU BELIEVE 

« Unlock Condition: Reach Chapter 09 and complete “Palpable 
Pain”. 

* Reward: 1,000 EXP 5,000 Gil 


PALPABLE PAIN 
« Unlock Condition: Beach Chapter 02 and complete “Tired of 
Running”. 
« Beward: 350 EXP 900 Gil 


TIRED OF RUNNING 
+ Unlock Condition: Available from the start. 
+ Heward: 300 EXP 500 Gif 


DIETRESS IN THE DESERT 

» Unlock Condition: Reach Chapter 02 and complete “Lost 
Without a Potion”, 

* Reward: 350 EXP 900 Gil 


LOST WITHOUT A POTION 

© Unloek Condition: Reach Chapter 02 and complete “Search 
änd Hescue”, 

» Reward; 350 EXP 900 Gil 
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SEARCH AND RESCUE 
* Unlock Condition: Complete The Mutant Marauder. 
+ Reward: 300 EXP 500 Gil 


Rescues 


A CRY FOR HELP 

«+ Untock Condition: Visit the Longwythe Rest rea and speak to 
the motel owner to advance The Errand Prince. 

+ Reward: 300 EXP 500 Gil 


AN EXAGGERATED INJURY 

* Unlock Condition: Reach Chapter 02 and complete “Scared 
and Stranded”. 

+ Reward: 350 EXR 900 Gi 


SCARED AND STRANDED 

+ Unlock Condition: Reach Chapter 02 and complete “A Cry for 
Help”. 

« Reward: 350 EXP 900 Gil 


CONEEAL, DONT FEEL 
® Untoek Candition: Complete CA Cry for Help”. 
* Reward: 300 EXP 500 Gil 


iN LOW SPIRITS 

* Unlock Condition: Reach Chapter 09 and complete, “ARB 
Myself”, 

+ Reward: 350 EXP 900 Gil 


THE VERGE DF DESPAIR 

* Unlock Condition: Reach Chapter 09 and complete “In Low 
Spirits”. 

+ Reward: 1,000 EXP 2,500 Gil 


ALL BY MYSELF 
+ Untoek Condition: Reach Chapter 03. 
* Reward: 350 EXP 900 Gil 


WRADKED WITH ANXIEI 
+ Untock Condition: Reach Cape Caem in Chapter 06. 
« Reward: 350 EXP 900 Git 


DOVEN DM YOUR LUCK 
* Unlock Condition: Beach Chapter 09. 
« Reward: 1,500 EXP 6,000 Gil 
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TREMBLING WITH FEAR 

* Untock Condition: Complete the ‘A Behemoth Undertaking” 
hunt (see page 166). 

* Reward: 350 EXP 900 Gil 


ACCURSED GURIOSHEY 

« Uniack Condition: Reach Chapter 03 and complete “All By 
Myself”. 

«+ Reward: 350 EXP 900 Gil 


THE FANT OF HEART 
* Unlock Condition: Complete the ‘A Behemoth Undertaking” 
vn hunt {see page 166} and reach Cape Caem in Chapter 06. 
oe » Reward: 350 EXP 900 Gil 


A HUBTING HEART 
«+ Untiock Condition: Reach Chapter 03. 
* Reward: 350 EXP 900 Gil 


WEARY AND WOUNDE 

* Unlock Condition: Reach Chapter 09 and complete “A Hurting 
Heart”. 

© Reward: 1,000 EXP 2,500 Gil 
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Rescues: Cleigne 


NOT SO EASY 

« Unlock Condition: Beach Chapter 09 and complete “Blame the 
Beasts!” 

* Reward: 1,000 EXP 2,500 Gi 


BLAME THE BEASTS! 
® Unlock Condition: Reach Chapter 08. 
« Reward: 500 EXP 1,500 Gil 


KEEPING THE FAITH 

* ntock Condition: Reach Chapter 09 and compiete “A Little 
Sfip-Up”. 

« Reward: 1,500 EXP 6,000 Gil 


INJURED AND INTROSPECTIVE 

© Unlock Condition: Beach Chapter 09 and complete 
the Faith”. 

» Reward: 1,500 EXP 6,600 Gi 


ALAS, POOR HUNTER. 
* Unlock Condition: Visit Cape Caem, 
+ Reward: 500 EXP 1,500 Gil 
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ALMOST CUT OF HOPE 
* Untock Condition: Reach Chapter 03. 
«+ Reward: 500 EXP 1,500 Gil 


Rescues 


PGOR. MISFORTUNATE SOR, 

« Unlock Gonditian: Clear the Glacial Grotto dungeon in Chapter 03 
and complete “Almost Qut of Hope”. 

« Reward: 500 EXP 1,500 Gil 


SCARER AND LONELY 
« Unlock Condition: Reach Chapter 06. 
« Rewart: 500 EXP 1,500 Gì 


SING HEART 
* Unlock Gonditian: Reach Chapter 08 and complete “Ales, Paar 
Hunter.” 
« Reward: 1,500 EXP 6,000 Git 


A URTEE SLIP-DP 
* Unlock Condition: Visit Cape Caem. 
« Reward: 500 EXP 1,500 Gìl 


BROKEN CARS 


In these missions your objective is to assist stranded drivers found by roadsides. They 
all need you to provide a repair kit — an item categorized as a treasure and available for 
purchase at Hammerhead's Mini-mart, as well as Mini-marts at all three Coernix Stations. 


As with potions and antidotes for rescue missions, we suggest that you carry several repair 
kits with you at all times to enable you to complete chance encounters immediately. 


 TRANDED ON TRE SAND 

» Untock Condition: Reach Chapter 02 and complete “Highway 
Helper”. 

© Reward: 500 EXP 900 Gil 


AUTOMOTIVE AGHTATIGH 

© Untock Condition: Reach Chapter 09 and complete “Stranded 
on the Sand”, 

+ Reward: 1,500 EXP 5,000 Gil 


UNEUGKY DRIVER 
* Únfock Condition: Available from the start. 
« Reward: 300 EXP 500 Gil 


GARMEG BETRIBUTION 

« Unlock Condition: Reach Chapter 04, visit Cape Caem, and 
complete “Braken-Down”. 

© Reward: 500 EXP 4,500 Gil 


WEALTING FOR HELP 

Unlock Condition: Reach Chapter 04 and complete “Car-mic 
Retribution”. 

Reward: 350 EXP 900 Gii 
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ROADSIDE ASSISTANCE 

+ Unlock Condition: Reach Chapter 03 and complete “Stranded 
on the Sand”. 

« Reward: 500 EXP 900 Gil 


Broken Cars 


HIGHWAY BELPER 
« Untock Condition: Available from the start. 
+ Reward: 300 EXP 500 Gil 


GARELESS IN A CAB 

* Unlock Condition: Reach Chapter 09 and complete “Highway 
Helper”. 

* Reward: 1,500 EXP 6,000 Gil 


ONE TUNE-AIP TOG NIANY 

+ Untack Condition: Reach Chapter 03 and compiete “Unlucky 
Driver”. 

« Reward: 350 EXP 900 Gil 


BROKEN-DOVVN 
& Unloek Condition: Availabie from the start. 
« Reward: 300 EXP 500 Gil 


Broken Cars: Duscae 


SROULDA BEEN SERVIGED 

* Unlaek Gandition: Head ta Coemix Station 
Chapter 06. 

+ Reward: 350 EXP 900 Gil 


PM LATE! 8 

* Unlock Gonditian: Retrieve the Regalia during Chapter 05 and 
compiete “New to the Road”, 

© Reward: 500 EXP 1,500 Gil 


MEW TG THE ROAD 
* Untack Condition: Reach Chapter 03. 
« Reward: 350 EXP 900 Gil 


THE JOLLY JOFRIDER 
Urtoek Condition: Reach Chapter 03. 
Reward: 350 EXP 900 Gil 


TUNE-UR 

Uatock Condition: Reach Chapter 09 an 
Been Serviced”. 

Raeward: 1,500 EXP 6,000 Gìt 
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WILD BEASTS ON THE OPEN ROAD 
* Unlock Condition: Reach Chapter 03. 
« Reward: 500 EXP 4,500 Gil 


Broken Cars 


THAT BRAND-NEW CAR SMELL 


® Unlock Condition: Retrieve the Regalia during Chapter 05 and 
complete “Shoulda Been Serviced”. 


* Reward: 350 EXP 900 Gil 


TRE PERPETUAL PASSENGER 


* Unlock Condition: Beach Chapter 09 and complete “The Jolly 
Joyrider”. 


« Reward: 1,500 EXP 6,000 Gil 


THROUGH A ROSE-TINTED WINDSHIELD 


+ Untoek Condition: Reach Chapter 09 and complete “The 
Perpetual Passenger”, 


* Reward: 1,500 EXP 6,000 Gil 


HURRVING HOME 


© Reward: 500 EXP 1,500 Gil 


« Unlock Condition: Complete “Through a Rose-Tinted Windshield”, 


© Broken Cars: Cleigne 


KEEP CALM AND KEEP DRIVING 

* Untock Condition: Reach Chapter 08 and complete “Dude, 
Where's My Car?” 

« Reward: 800 EXP 2,500 Gil 


A DRIVER IN DESPAIR 

« Unlock Condition: Reach Cape Caem during Chapter 06, 
complete “Vehicie Vexation”. 

* Reward: 400 EXP 1,500 Gil 


MV BELOVED CHARIOT 
© Unlock Condition: Visit Cleigne. 
* Reward: 400 EXP 1,500 Gil 


* Unlock Conditian: Reach Chapter 09 and complete” 
Chariot”. 
® Reward: 1,500 EXP 5,000 Gil 


A MANIC MOTOBIST 

* Unloek Condition: Reach Chapter 09 and complete “My Beloved 
Chariot”. 

* Reward: 1,500 EXP 6,000 Gil 


GUDE, WHERE S MY CAR? 
* Unlock Condition: Reach Chapter 06. 
„* Reward: 800 EXP 2,500 Gi 


BIG HEAD BEHIND TRE WBEEL 
+ Unlock Condition: Reach Cape Caern during Chapter 06. 
« Reward: 400 EXP 1,500 Gil 


OH MY GREASE-MONKEY GODDESS? 

« Uniock Condition: Reach Cape Caem during Chapter 06, and 
complete “Big Head Behind the Wheel", 

« Reward: 400 EXP 1,500 Gi 


VERIGLE VEXATION 
* Úntoek Condition: Visit Cleìgne. 
+ Beward: 400 EXP 1,500 Gil 


PEDAL TO THE METAL 
® Unlock Condition: Beach Chapter 09 and complete “À Manic 
_ Motorist”, 
p Reward: 1,500 EXP 6,000 Gìl 
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> Broken Cars 


This extensive series of secondary sidequests is a giant treasure hunt that takes you on a 
near-complete tour of Lucis. Individual “Mystery Maps” that trigger numbered Scraps of 
Mystery quests are hidden in very specific locations, with no prompt or highlight to draw 
your attention unless you are standing right next to them. They are, therefore, very difficult 
to find without prior knowledge of where to look. 


Once you have a Mystery Map and select the assignment as your active quest, a search area 
will appear on in-game maps. You must then head to the location in question and scour the 
terrain until you find the corresponding Sylvester's Map Piece. 


SCRAPS OF MYSTERY Ht 
« Points To: Sylvester's Map Piece B 


SCRAFS OF MYSTERY IN 
« Points To: Sylvester's Map Piece C 


SYEVESTER'S MAP PIECE & 
« \nlack Gendition: Find Mystery Map V 


SCHAPS OF MYSTERY} 
« Points To: Sylvester's Map Piece Â 
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SARESTERS MAP PIEGE A 
* Untosk Condition: Find Mystery Man } 
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SYLVESTER'S MAP PIECE B 
+ Unlock Condition: Find Mystery Map Il 


SYIVESTER'S MAP PIECE GC 
© Untoek Condition: Find Mystery Map Il 


E 
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SCRAPS Of MYSTERY U 
« Points To: Sylvester's Map Piece £ 


SCRAPS OF MYSTERY IV 
* Points To: Sylvester's Map Piece D 


SHVESTERS MAR DIEGE D 
» Unlock Condition: Find Mystery Map IV 
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& Scraps of Mystery 
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SCRAPS GE MYSTERY X 
+ Paints To: Sylvester's Map Piece } 


SYLVESTER S MAP PIEGE Jd 
© Untoek Gandition: Find Mystery Map X 


FER'S MAP PIEGE K 


hd Vatock Condition: Find Mystery Map Vil 


SCRAPS OF MYSTERY Vil 
* Paints To: Sylvester's Map Piece H 


SCRAPS GF MYSTERY IX 
« Points To: Sylvester's Map Pisce t 
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| SYLVESTER S MAP PIEGE F 
* Unlock Condition: Find Mystery Map VI 
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3 SCRAPS Of MYSTERY Yi Scraps of Mystery 
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ze NE * Unlock Condition: Find Mystery Map VII 
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« Points To: Sylvester's Map Piece G 
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Û NN En Unlock Condition: Find Mystery Map IX 
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SCRAPS CF NIYSTERY Xit 
« Points To: Sylvester's Map Piece L 


SVLVESTER'S MAP PIEGE N 
* Unlock Condition: Find Mystery Map XIV 


SCRAPS OF MYSTERY XIV 
« Points To: Sylvester's Map Piece N 


SCRAPS OF MYSTERY X1if 
* Points To: Sylvester's Map Piece M 


KX MARKS THE-SPOT 
«Unlock Condition: Find id Sylvester older Peres 
*_Reward: ithrt lngot. 5000 EXP-5 000 Gi 
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SYLVESTER'S MAP PIECE L 
« Unlock Conditian: Find Mystery Map XI 


& Scraps of Mystery 


SCRAPS OF MYSTERY Xf 
« Points To: Sylvester's Map Piece K 


SYLVESTER'S MAP BIEGE K 
+ Unlock Condition: Find Mystery Map Xt 


SYLVESTER'S MAP PIEGE Nl 
+ Unlock Condition: Find Mystery Map Xill 


EO ORSDS 


Photo Ops are short quests that invite you to head to a specific location where Prompto can take a memorable picture. Each of these missions is activated 
during daylight hours when you enter “trigger zones” that we illustrate over the pages that follow. Once you cross the perimeter of these areas, a short 
interactive conversation occurs and officially triggers the quest. If you choose not to interrupt your journey and take the picture immediately, the Photo Op 
will thereafter appear in your list of available quests. 


To complete a Photo Op, select it as your current assignment and head to the waypoint. Each Photo Op quest that you complete rewards Prompto with 
skill points and the entire party with a modest EXP bonus. 


PHOTO OP: MOUNTAIN 


e Unlock Condition: Beach Chapter 03 
« Reward: 200 EXP 


PROTO OP: GUARRY 


* Unlock Condition: Reach Chapter 04 
e Reward: 200 EXP 


PROTO OP: QUAY 
« Untock Gondition: Reach Chapter 03 


« Reward: 200 EXP 


PHOTO OP: BATTLEFIELD 
Unlock Condition: Reach Chapter 05 


« Reward: 200 EXP 


PHOTO OP: DISG 

Unlock Condition: Reach Chapter 03 (must 
be completed before the end of Chapter 04} 
Reward: 250 EXP 


PHOTO OP: RANCH 

Unlock Condition: Complete the “A Behemoth 
Undertaking” hunt and reach Cape Caem ìn 
Chapter 06 

Reward: 250 EXP 
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PHOTO OP: LESTALLUN 


« Unlock Condition: Complete the “A Stroll For 


Twa” tour in Chapter 03 


® Reward: 250 EXP 
Sidequests 


FHOTO OP: CRAG 


« Untock Condition: Beach Chapter 08 


Reward: 250 EXP 


PHOTO GP: VOLGANG 


* Untock Condition: Reach Chapter 03 
* Reward: 250 EXP 


PROTO OP: BEACON 

Untack Condition: Reach Chapter 08 and go 
through Cape Caem's parking area on foot 
Reward: 300 EXP 


PHOTO OP: LAKEFRONT 
Unlock Condition: Reach Chapter 07 


Reward: 350 EXP Photo Ops 


PHOTO OP: WATERFALL 


« Untock Condition: Reach Chapter 03 
e Reward: 300 EXP 


PHOTO OP: MASCOT 


* Unlock Condition: Reach Chapter 08 
e Reward: 300 EXP 


Pl OPS ONT 
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PHOTO OP: PALAGE 
« Unlock Condition: Reach Chapter 09 
* Reward: 400 EXP 


PHOTO OP: PARK 
© Unlock Condition: Reach Chapter 09 
« Reward: 400 EXP 


PHOTO OP: DOCK 
* Untock Condition: Reach Chapter 09 
* Reward: 400 EXP 


PHOTO OP: BAR 
* Unlock Condition: Reach Chapter 09 
 Beward: 400 EXP 
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Hunts are sidequests that you can accept from tipsters — the owners 
of the many restaurants and diners scattered around the world of Eos. 
Each tipster has a list of hunts available for you to choose from, and may 
offer additional opportunities as you take down more and more targets. 
After you accept a hunt and complete the objective, you must report to 
any tipster (not necessarily the individual who originally commissioned 
your services) to formally complete it and claim your reward. 


Ás you can only have one hunt active at a time, you can cut down on 
travel time by completing these sidequests alongside other activities 
whenever possible. So before you accept a hunt, always take the time 
to consider all relevant criteria: 


© Type: The nature of the hunt — either standard (| or hard (} Asa 
general rule, all hunts tend to feature far more challenging targets than 
those you encounter in the main storyline or most other sidequests. 


& Target: The creature(s) you need to hunt, which can be anything 
from a single foe to a large group of enemies. 


© Rank: The Hunter Rank required to accept the mission — a topic we 
will explain shortly. 


© Level: The recommended level to face the target. 


© Stars: The number of stars awarded to you for completing the hunt. 
Stars are the “currency” used to reach higher Hunter Ranks. 


© Conditions: The time of day at which the target can be encountered. 
Specific weather requirements are also listed when applicable. 


© Gil Reward: The amount of money you receive for completing the 
assignment. 


© Item Reward: The item you receive in addition to the Gil reward. 


& Subsequent Reward: The Gil payment you obtain every time you 
undertake a hunt after initial completion. Hunts differ from all other 
sidequests in that you can replay them as many times as you wish, 
though your fee will be substantially reduced, and there will be no 
further items in the subsequent reward packages. 


Hunter Rank 


You begin the adventure at Hunter Rank 1, and can gradually increase your 
standing by completing hunts. Each hunt awards you with a fixed sum of 
stars. Every time your total tally of stars passes a specific threshold, you 
level up and reach the next rank. Reaching higher ranks has two benefits: 
it grants you one-time rewards and, secondly, unlocks access to restricted 
hunts that are only accessible after you reach a specific rank. 


Hunter Ranks 


TITLE STARS REQUIRED 


REWARD 


Apprentice - 

Trapper Silver Bangle 
Chaser Sapphire Bracelet 
Ranger Gold Bangle 
Slayer Champian's Ankiet 
Officer Black Choker 


Biue Diamond Bracelet 
Centurion Bangle 
Legatus Bangle 

Dark Matter Bracelet 


Guardian 
Grandmaster 
Hand of Mercy 
Alleyway Jack 
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General Tips 


OO 


The following advice applies to all hunts. While some of it may seem 
a little straightforward, it's easy to forget the fundamentals of stress- 
free hunting after a sequence of relatively easy encounters. and 
then suffer the consequences in a frustrating grind against a more 
redoubtable adversary. 


© As a general rule, prioritize hunts with a reasonable recommended 
level compared to yours. If you attempt to defeat a target that 
significantly outranks you, the challenge will most likely be very 
steep. 


© Restat a haven and prepare a meal before attempting difficult hunts. 
Advanced dishes can have a profound effect on the stats of all party 
members. 


© When the battle begins, you can often stay at the outer perimeter of 
the combat area before you engage. This enables you to fill your tech 
bar, and thus begin the battle with a noteworthy advantage. You can 
then exploit this to buff Noctis with elemental properties via Ignis, 
or to start the confrontation with a technique that lowers a target's 
defense. This works particularly well against large and ponderous 
creatures that struggle to keep up with the party. 


©& Once you unlock them later in the story, save your summons for 
harder enemies. You can only call Astrafs on an occasional basis, so 
always try to make their interventions count. 


© Whenever you face groups of enemies, crowd control is absolutely 
essential. Employ the area-of-effect attacks of a Greatsword or a 
powerful spell to eliminate or weaken multiple targets simultaneously. 
It's also possible to isolate enemies from their allies for easy kills. 


© Always exploit vulnerabilities, and ideally more than one at a time. 
Taking advantage of favorable damage modifiers leads to optimal 
results and is the key to overcoming the hardest challenges. To do 
so, you can either wield weapons that are naturally imbued with an 
element, or make use of Ignis's pivotal “Enhancement” technique. 
This staple combat tactic becomes increasingly important as you 
progress through the main story — and it's just as relevant with 
hunts. 


© Against the toughest creatures, don't forget that you have powerful 
magic at your disposal. By crafting advanced spells, you can 
potentially annihilate multiple targets in the blink of an eye. Consult 
our section on spell customization for more details (see page 274). 


© Use “Finishers” liberally. These attacks deal significant damage, they 
regularly interrupt enemy actions, and they are capable of breaking 
body parts. You can perform them after one or two blows in a 
combo, enabling you to employ them at frequent intervals. 


& Stock up on recovery items. For the harder hunts you should always 
take numerous potions of all kinds, as well as a good range of cures 
for status ailments (particularly antidotes). 
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5 Hunt Directory 
Dd 
The following table lists all available hunts. You can find the positions where specific targets are found by looking up the appropriate numbered icons on the maps that begin on page 140. 


_|rvpe | NAME | TiPSTER [TARGET PE | WeAKNESSES NOTES 


1 63 | HowtingWindefunger | Hammerhead Sabertusk Daggers, Firearms, \ce Resistant to Fire and Light 

2 El Varmints of the Wastelands Hammerhead Greatswords, Daggers, Fire Resistant to lee and Light 

3 Gorgers in the Dust Hammerhead Daggers, Firearms, lce Resístant to Fire and Light 

Hammerhead Light Resistant to all standard weapon types; employs HP-draining attacks 
Hammerhead Greatswords, Palearms, Lightning Resistant to ice and Light 

Hammerhead Greatswords, Polearms, Lightning Resistant to Ice and Light 

Hammerhead Polearms, Shields, Fire Resistant to Ice and Light 

Hammerhead Greatswords, Shields Resistant to Fire and Light 

Hammerhead Swords, Daggers, ice Ernploys Fire-elemental attacks; immune to Fire 

Hammerhead Greatswords, Machinery Immune to Light 

Lengwythe Rest Area Polearms, Daggers, Fire, Light Capable of stealing Potions; resistant to Ice 

Longwythe Rest Area Greatswords, Daggers, Fire Redert to Ice and Light 

tongwythe Rest Area Light Employs HP-draining attacks; resistant to alt standard weapon types 


Langwythe Rest Area Shieldshears Polearms, Firearms, Ice Employs attacks that bypass defense; resistant to Fire and Light 
Longwythe Rest Area Saphyrtail Swords, Greatswords, Lightning Employs attacks that bypass defense; resistant to Ice and Light 


Longwythe Rest Area Grandhorn, Dualhom Polearms, Shields, Fire Resistant to Ice and Light 

8 8 May invoke Stalwart status; employs fixed-damage (1,000 HP} 
Longwythe Rest Area Greatswords, Machinery attacks; resistant to Fre and Light | 
en ee Plana wieams: bitte lt hd it olde attacks capable of causing Instant Death: 


Peace to the Beach Galdin Quay Greatswords, Shields, Ice Resistant to Fire and Light 
20 Pe] The Gourmands of Vannath Galdin Quay Greatswords, Shields, Ice Resistant to Fire and Light 


21 & Stealers of Lives Galdin Quay Glamhoth Polearms, Daggers, Fire, Light Capable of stealing Potions and Hi-Potions; resistant to ice 


22 Faotfalls in the Dark Galdin Quay Hobgoblin Greatswords, Machinery, Fire, Light One. Tenacious status; may steal ingredients, resistant to 
23 | À Nightmare Came by Ferry Galdin Quay Swords, Firearms, Ice Resistant to Fire and Light 


ol 


Raindrops in the Night 
Wild Beauties 


Bounty-Hunted Beauties 


art 


Rookie Hunter Tragedy 
The Pride of the King 


een 


Serpent of the Abyss 


Lonely Rumblings in Longwythe 


Mineside Mischief Makers 


The Hunter-Slaying Herd 


Squash the Squirmers 


Cranky Crustaceans 


Sting in the Tait 


Beast over Brawn 


In the Drylands, It Rains Spines 
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Galloping Garulas Coernix Station - Alstor Green Garula, Garula Greatswords, Firearms, Fire Resistant to Ice and Light 
Coernix Station - Alstor Yellowtooth Polearms, Shields, Ice Capable of inflicting Potson status; resistant to Fire and Light 


25 Untamed Wild Horses 
21 | BÀ | Reign Triumphant 


Caeriix Station - Alstor Swords, Shields, Fire Resistant to Ice and Light 


Coernix Station - Alstor Garulessa, Garula Greatswords, Machinery, Fire Resistant to Ice and Light 


Coernix Station - Alstor Cackatrice Greatswords, Machinery, Fire Capahle of IN ficting Compromised and Poison statuses; resistant 
to Ice and Light 
7] Marsh Madness! The Giant Awakens Coernix Station - Alstor Catoblepas Polearms, Machinery, Ice Resistant to Lightning 


& 
ma 
= 
® 
sl 
5 
= 
| 
® 
“ 
[-] 
A 
z 
5 
5 
> 
aad 
5 
hed 


ed 
kind 


Wiz Chocobo Post Polearms, Shields, Ice Capable of inflicting Poison status; resistant to Fire and Light 
Wiz Chocobo Post Fire, Greatswords, Shields Resistant to Ice, Lightning, and Light 

: 5 Ô ole. Employs Ice-elemental attacks; capable of inflicting Mollified and 
Wiz Chocobo Post Mindflayer Polearms, Daggers, Ligntning, Light Confusion statuses: resistant to Fire 


Wiz Chocobo Post Thunder Bomb Swords, Daggers, Light Employs Lightning-elemental attacks; absorbs Lightning 


Wiz Chocobo Post Behemoth Tyrant Greatswords, Shields Resistant to Fire and Light 
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A Most Behemoth Undertaking 
Secure the Mountain Pass Lestallum (Thoroughfare) Firearms, Machinery, Ice Resistant to Fire and Light 


Cool Callatein Mist Lestallum (Thoroughfare) Swords, Daggers. Fire, Light Employs Ice-elemental attacks: absorbs Ice 
31 TI To Sting in Anger Lestalium (Thoroughfare) Brutal Bee, Killer Bee Swords, Firearms, Fire Capable of inflicting Poison status; resistant to Lightning and Light 


fast (horovohtarl Swords, Shields, Fre, Light Mij En Tough status; may steal Potions and Ethers; resistant 


Lestalium (Thoroughfare) Hekatontoad Polearms, Machinery, Ice Resistant to Lightning and Light 


38 | BÀ | Help Needed in EXINERIS 


39 TI To Catch a Frog 


40 | Leng Necks on the Plains Lestallum (Thoroughfare} Swords, Machinery, Lightning Resistant to Ice and Light 


Lestallum (Thoroughfare) Megaloclaw Firearms, Machinery, lce Resistant to Fire and Light 


42 LT Rainstorm Duell Poison Frog of Wennath Lestallum (Tharoughfare} Polearms, Machinery, Ice Resistant to Lightning and Light 
43 Aecquit Nat Evil Lestallum (Thoroughtfare} Alphagin, Sahagin Polearms, Shields, ice Resistant to Fire and Light 


44 No Stopping the Great Stink Lestallum {Thoraughfare) Greatswords, Machinery, Fire Resistant to Ice and Light 


Lestallum (Thoroughtare) Polearms, Shields, Lightning, Light Capable of inflicting Stop status; resistant to Fire 


They Came Back from the Mountain 


Trembling Killers 


46 An Omen Grawls Upon the Ground Lestailum (Thoroughfare} Swords, Daggers, Ice Resistant ta Fire and Light 
47 Bones Seek an Offering Lestalium (Thoroughfare) Shields, Machinery, Fire, Light Employs Dark-elementat attacks; resistant to Ice 


Resistant to Greatswords; immune to Fire, Ice, and Lightning; 
Dead General Strikes Down the King Lestallum (Thoroughfere) Ayakashi Polearms, Light employs ice-elemental attacks and Dark-elemental attacks capable 
of causing Instant Death 
Avenge the Anglers Lestallum (Market) Polearms, Shields, lce Resistant to Fire and Light 
Ruter of the Brave Skies Lestailum (Market) Polearms, Daggers, Fire Resistant to Ice and Light 


Off with Their Reads! testaifum (Market) Arbagadol, Arba Swords, Machinery, Lightning Resistant to Ice and Light 
Disquieted Queens Lestallum (Market) Killer Queen Swords, Firearms, Fire Capable of inflicting Poisan status; resistant to Lightning and Light 


; 7 5 EI Employs Lightning-eiemental attacks; capable of inflicting Stop 
Lestallum (Market) Ariadne, Kokyangwuti Greatswords, Machinery, Fire, Light status; can summon minions; resistant to Lightning 
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he Weaverwilds 
The Weaverwilds 
Ostium Gorge 
Weaverwilds 

The Weaverwilds 
The Weaverwilds 
The Weaverwilds 
Keycatrich Ruins 
Crestholm Channels 
Longwythe Peak 
The Caltaegh Steps 
Longwythe Peak 
Longwythe Peak 
Longwythe Peak 
Longwythe Peak 


The Weaverwilds 


Longwythe Peak 
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Hunter Rank: 2 
Hunter Rank: 3 
Hunter Bank: 3 
Hunter Rank: 4 


Hunter Rank: 6 


“Crestholm Channels” sidequest completed (see page 180) 


“Let Sleeping Mountains Lie” sidequest started (see page 174) 


Hunter Rank: 2 
Hunter Rank: 3 
Hunter Rank: 3 


Hunter Rank: 5 


“Balouve Mines” sidequest completed (see page 178) 
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Rydielle Ley 


The Matacchi Hills 
he 


The Nebulawood 
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ebulawood 

The Malacchi Hills 
The Nebulawood 
Pallareth Pass 
Callatein's Punge 
Coernix Bypass 
EXINERIS Power Plant 
Pallareth Pass 
Kelbass Grasslands 
Coernix Bypass 


Upper Wennath 


Upper Wennath 


Kelbass Grasslands 


Kelbass Grasslands 
Kelbass Grasslands 


Kelbass Grasslands 
Kelbass Grasslands 


Calfatein's Plunge 
Kelbass Grasslands 
Kelhass Grasslands 


Coernix Bypass 


Greyshire Grotto 


“Friends of a Feather” sidequest started (see page 166) 


Hunter Rank: 3 


“A Behemoth Undertaking” hunt completed; Hunter Rank: 8 


Reach Chapter 08 
Hunter Rank: 3 
Hunter Rank: 3 
Hunter Rank: 4 
Hunter Rank: 4 


Hunter Rank: 4 
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Reach Chapter 15 (game completed) 
Reach Chapter 15 {game completed) 
Reach Chapter 15 {game completed) 


Reach Chapter 15 (game completed) 


Reach Chapter 15 (game completed) 


Hunter Rank: 4 


LEVEL 
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STARS | CONDITIONS 


All Times 
Daytime 

All Times 
Nighttime 
Daytime 

Daytime 

All Times 
All Times 
All Times 
All Times 
Nighttime 
Daytime 

Nighttime 
All Times 
All Times 


All Times 


8 
12 
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All Times 


Nighttime 


All Times 


Daytime / Rainy 
Daytime 
All Times 
Daytime / Rainy 
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“Burden of Expectation” main quest completed (Chapter 03) 


Nighttime 


es 


2 
3 
3 
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All Times 
All Times 


Daytime 


740 
980 
1,570 
2,390 
3,350 
4,220 
7,330 
10,020 
16,560 
50,000 
1,740 
1,830 
2,280 
3,160 
3,720 
4,010 


GIL REWARD | TEM, REWARD 


Hi-Elixir 
Hi-Elixir 

lran Bangle 
Magalixir 
Megalixir 
Megalixir 
Mega Phoenix 
Mega Phoenix 
Ruby Bracelet 
Adamantite Bange 
Hi-Elvar 
Hi-Elixir 


Hi-Elixir 
Megalixir 
Megalixir 


Megalixir 


7,550 Rainbow Pendant 
17,450 Anti-darkness Inners 


3,250 


4,250 


Megalixir 
Carbon Bangle 
Hi-Elixir 


Warriors Anklet 


| 650 Blue Choker 
3,020 Amethyst Bracelet 


Moon Pendant 


3,330 


2,270 Hi-Elixir 


Megalixir 


Gold Bangle 


3,380 Megalixir 
3,390 Green Choker 


Nighttime 3,540 Megalixir 
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Megalixir 
Megalixir 
Mega Phoenix 
Mega Phoenix 
EEN Knight's Anklet 
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6,780 


Golden Hourglass 


16,480 Safety Bit 
26,840 Red Choker 


33,790 


42,000 Ribbon 


Dark Crest 


Megalixir 

Mega Phoenix 
Lightning Crest 
All Times Mega Phoenix 


All Times 7,950 Mega Phoenix 
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Hunt Directory (continued) 


#_|mvee | NAME 


|TiPSTER 


54 rm in a Heat Haze of Glory Lestallum (Market) Swords, Daggers, Lightning, Light 
55 LI] Hammer the Cannibals Cauthess Rest Area Skarnbulette, Bulette Shields, Machinery, ice 


| TARGET TYPE | WEAKNESSES 


56 Tr Things from the Past Greatswords, Shields, Ice, Light 


57 T Baby Snatchers Cauthess Rest Area Bussemand, Hobgoblin { Greatswords, Machinery, Fire, Light 


58 mr A Daemonie Orchestra 


Cauthess Rest Area 


Ereshkigal Swords, Shields, Fire, Light 


59 T Cruel Giants of Duscae Cauthess Rest Area Greatswords, Shields, Light 


66 LL] Fiend of the Fallgrove Cauthess Rest Area Jabberwock Polearms, Machinery, Ice 
Cauthess Rest Area 


61 e Devils Cry Curses 


Molokujata Greatswords, Shields, Fire 


62 1 Horned Hunting Hazards Taelpar Rest Area Polearms, Shields, Fire 
63 mn Hunters of Secullam Pass Taelpar Rest Area Swords, Daggers, Fire 


65 | B | Rectaiming Schier Heights 
65 8 A Raaring in the Night 


Taeípar Rest Area 


Taeipar Rest Area 


Redlegs, Hundiegs Swords, Greatswords, \ce 
lron Giant Greatswords, Shields, Light 


66 rm Old Denizens of the Woods Taelpar Rest Area Swords, Daggers 
67 LI The Last Spiracorns Old Lestallum Duplicorn, Spiracorn Swords, Shields, Fire 
68 BB | shearForee | Old Lestallsm Mightyshears Polearms, Firearms, Ice 


70 


es Herald from the Depths 
72 @ Malmalam Mirage 


Old Lestallum 


Old testallum Swords, Polearms, Ice 
71 TJ Starving Beast Seeks Food Old Lestallum Aspidochelon Daggers, Machinery 


Old Lestallum 


Polearms, Machinery, Lightning 


13 LI Scrap It Naw! Old Lestallum Swords, Shields, Fire 
74 rm Rulers of the Banks Old Lestalium Coraldevil, Seadevil Swords, Firearms, Ice 
15 8 Voltage Fluctuation Meidacio Hunter HO Swords, Polearms, Fire 


76 ee Threat from the Thicket Meldacio Hunter HO Killer Wasp 


71 rm Softly Now, Mighty Foes 


78 e Mission: Invincible 
79 T] Divine Beast of the Underwarld 


80 Hunter RQ Line of Defense 
51 | WJ | Lovable Lite Glattons 


82 e Felling the Mad, Old Trees 
83 EI] Serpent of Risorath Basin 


84 Breeding Season: Hen Extermination 
85 mr Breeding Season: Raoster Extermination 


6 | B | Peopie-Eating Snake Has Gat ta Go 


87 A Wall in Our Way 


88 rn Deadly Exterminatian 

ga Verinas Mart Under Threat 

80 TI] Red Lightning of Bavatogh 

91 | B | Pointiest Pins in the Volcano 

o2 |W | Featnered Giant of the Firasmoke 


93 Bewitched Blade Stains the Waters 
LI] A Nightmare Upon the Water 


94 
95 Ut Weeds Grow in the Night 
96 Back Alley Spaak 


97 The Case of the Disappearing Hunters 
98 Will-o'the-Wisps out on the Town 


em À Last Painting 
100 Tourists Fade into the Night 
HOE 


1 & The Tragic Facts 


102 | King of the Graat Escape 


Meldacio Hunter HO 


Meldacio Hunter HO 


Meldacio Hunter HO 


Meldacio Hunter HÒ 


Meldacio Hunter HO 
Meldacio Hunter HQ 
Meldacio Hunter HO 
Meldacio Hunter HO 
Meldacio Hunter HO 
Meldacio Hunter HO 


Meldacio Hunter HO 


Verinas Mart - Ravatogh 


Verinas Mart - Ravatogh 
Verinas Mart - Ravatogh 


Verinas Mart - Ravatogh 


Verinas Mart - Ravatogh 
Altissia (Maagho} 
Altissia (Maagho) 
Altissia (Maagho} 
Altissia (Maagho) 
Altissia (Maagho} 
Altissia (Maagho) 


Altissia (Maagho) 


Altissia (Maagho} 


Altissia (Maagho} 


Altissia (Maagho) 


Polearms, Daggers, Fire 


Lich Swords, Firearms, Ice, Light 


Black Han Light 


Quetzalcoatl 


Mushmahhu, 
Mushussu 


Polearms, Daggers, Ice 
Polearms, Shields, Ice 


Regaltrice Daggers, Firearms, Lightning 


Treant Greatswords, Machinery, Fire 


Midgardsormr Swords, Daggers, Ice 


Royalisk Polearms, Shields, Fire 


Kingatrice, Basilisk Greatswords, Machinery, Fire 


Hvitrormr Swords, Daggers, Ice 


Daemonwal! 


Soldier Wasp, Killer 
Wasp 


Wyvern 


Polearms, Machinery, Light 


Polearms, Daggers, Fire 


Firearms, Shields, Ice 
Copperoe, Thunderoc Swords, Polearms, Fire 
Reaperking Swords, Greatswords, Lightning 


Zu Palearms, Machinery, Fire 


Ronin Swords, Daggers, Lightning, Light 


Hecteyes Polearms, Shields, Light 


Alv Firearms, Daggers, ice, Light 


Mindflayer Polearms, Daggers, Lightning, Light 


Tonberry Daggers, Firearms, Ice, Light 


Grenade Firearms, Machinery, Ice, Light 


Chadarnook Fire, Light 


Salpinx Swords, Shields, Fire, Light 


Master Tonberry Swords, Greatswords, ice, Light 


Bavargis lee, Lightning 


ores 


Employs Dark-elemental attacks capable of causing Instant Death; 
resistant to Fire 


Resistant to Fire and Light 

Empioys Dark-elemental attacks capable of causing Instant Death; 
summons Skeletons; resistant to Lightning 

May invoke Tenacious status: may steal ingredients, resistant to 
Lightning 
May invoke Tough status; may steal Potions and Hi-Potions; resistant 
to Lightning 


Employs gravity-based (attractive) attacks; may invoke Tenacious and 
Stalwart statuses; resistant to Fire 


Capabie of inflicting Stone status; resistant to Fire 


Performs unblockable attacks, requiring you to stay behind it and at 
mid-distance; resistant to Ice and Light 


Resistant to Ice and Light 


Employs Lightning-elemental attacks; immune to Lightning; resistant 
to Light 


Capable of inflicting Poison status; resistant ta Polearms, Fire, and Light 


Employs gravity-hased (attractive) attacks; may invoke Tenacious 
and Stalwart statuses; resistant to Fire 


Employs Lightning-elemental attacks; capable of causing Instant 
Death; immune to Lightning; resistant to Fire, Ice, Lightning, and Light 


Resistant to Ice and Light 


Employs attacks that bypass defense; resistant to Fire and Light 


Employs HP-draining attacks; resists all standard weapon types; 
absorbs Fire and Ice 


inereased damage resistance until appendage is broken; resistant 
to Fire and Light 


Capable of inflicting Poison status; resistant to ice and Light 

Capable af inflicting Compromised status; resistant to Fire and Light 
Besistant to Ice and Light 

Resistant to Fire and Light 

Employs Lightning-elemental attacks: resistant to Lightning and Light 


Capable of inflicting Confusion status; resistant to Lightning and Light 


Resistant to Lightning; capable of inflicting Disenchanted and 
Poison statuses 


Employs Dark-elemental and HP-draining attacks; resists all damage 
types other than Light 


Employs Lightning-elemental attacks; immune ta Lightning 
Capable of inflicting Poison status; resistant to Fire and Light 


Employs attacks that reduce HP to 1; resistant to Fire and Light 


Capable of inflieting Mollified and Confusion statuses; resistant to 
Lightning and Light 

Capable of inflicting Poison status; resistant to Fire and Light 
Capable of inflicting Mollified and Poison statuses; resistant to 
Lightning and Light 

Capable of inflicting Compromised and Poison statuses; resistant 
to Ice and Light 

Capable of inflicting Poison status; resistant to Fire and Light 


May invoke Tough status; may steal Potions and Hi-Potions; resistant 
to Fire, Ice, and Lightning 


Capabie of inficting Confusion status; resistant to Lightning and Light 


Besistant to Lightning and Light 
Employs Lightning-elemental attacks; resistant to Lightning and Light 
Employs attacks that bypass defense; resistant to Ice and Light 


Resistant to Firearms and Lightning; immune to Light 


Employs Dark-elemental attacks capable of causing Instant Death; 
resistant to Fire 


Capable of inflicting Compromised and Confusion statuses 
Employs Ice-elemental attacks; capable of inflieting Mollified and 


Poison statuses; resistant to Fire 


Employs Ice-elemental attacks; capable of inflicting Mollified and 
Confusion statuses; resistant to Ice 


Employs Fire-elemental attacks; capable of inflicting Stop status: 
resistant to Lightning 
Employs Fire-elemental attacks; absorbs Fire 


Employs Dark-elemental attacks; capable of inflicting Mollified, 
Compromised, and Confusion statuses; resistant to Lightning; very 
resistant to all standard weapon types 

May invoke Tough status; may steal Potions and Hi-Potions; resistant 
to Lightning 

Employs Fire-elemental attacks; capable of inflicting Stop status and 
Instant Death; resistant to Lightning 


Employs HP-draining attacks; resists all weapon types; absorbs Fire 
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| HABITAT [UNLOCK REGUIREMENT ___{revet | stars | CONDITIONS | GiL REWARD| ITEM REWARD —_ | SUBSEGUENT REWARD (GL)| # 


EXINERIS Power Plant Reach Chapter 08 52 8 14,490 Silver Bangle 2,890 E 54 


| iahtti Ï 5 
Kelbass Grasslands Hunter Rank: 7 14,800 2,960 58 kdianid 


Kettier Highland Hunter Rank: 8 Nighttime 23,730 
Costiemark Tower “Costlemark Tower” sidequest completed {see page 186) All Times 


® |t | 


Secullam Pass 


Mega Phoenix 


Mega Phoenix 4,140 53 


24,020 Mega Phoenix 4,800 60 


35,940 Black Choker 


7,180 61 


3,480 Megalixir 


34 Daytime 5,600 Earth Pendant 1,120 63 


Schier Heights Hunter Rank: 4 


[9%] 
md 


3 All Times 6,220 Mega Phoenix 1,240 64 inder 


Schier Heights Hunter Rank: 4 3 Nighttime 6,310 Mega Phoenix 1,250 65 


Hunter Rank: 8 


lep] 
10) 


Thommels Glade Daytime 22,540 Fire Crest 4,500 56 


kel 
band 


Lower Wennath 29 Daytime 4,610 


0 
md 
me 
berd 
md 


Megalixir 


Lower Wennath 34 3 All Times 5,730 Mega Phoenix 1,140 68 


3 
Cn 


Malmalam Thicket 3 Nighttime 5,920 Titanium Bangle 1,180 63 


Leirity Seaside Hunter Rank: 5 3 All Times 7,730 Mega Phoenix ‚240 70 


Lower Wennath Hunter Rank: 6 3 All Times 11,780 Mega Phoenix 2,350 11 


Malmalam Thicket 51 4 All Times 13,500 Mega Phoenix 


el 


“Malmalam Thicket” sidequest completed (see page 188) 2,700 72 ant 


inrd 
EN 


Coernix Bypass Hunter Rank: 7 Daytime 18,330 Mega Phoenix 3,660 73 


Hunter Rank: 8 


imp 
Lass 


The Maidenwater All Times 20,550 Towel 4,110 14 > Hunts 


Ld 


Pallareth Pass Daytime 4,650 Megalixir 1,210 15 


The Vesperpool Reach Chapter 08 3 Daytime 5,550 Mega Phoenix 1,110 76 hibst 


Gad 
en 


Steyliff Grove Reach Chapter 08 4 3 All Times 6,060 Mega Phaaenix 
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The Vesperpaool Reach Chapter 08 3 Nighttime 7,020 Mega Phoenix 1,400 18 


Steyliff Grove Reach Chapter 08 38 3 All Times 7,110 Mega Phoenix 1,420 79 Cid 


= 
De 


Risorath Basin Reach Chapter 08 3 All Times 8,560 Ice Crest 1,730 80 


44 3 


EN 
nl 


The Vesperpool Reach Chapter 08; Hunter Rank: 5 Daytime 8,980 Mega Phoenix 1,790 81 


The Vesperpool “The Myrlwood” sidequest completed {see page 188} 46 3 Nighttime 9,900 Mega Phoenix 1,980 82 Did 


Land 
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The Vesperpool Reach Chapter 08; Hunter Rank: 7 4 Ali Times 15,690 Mega Phoenix 3,130 83 


The Vesperpool Reach Chapter 08; Hunter Rank: 8 Daytime 21,120 Mega Phoenix 4,220 84 


Risorath Basin Reach Chapter 08; Hunter Rank: 9 5 Daytime 30,320 Mega Phoenix 6,060 85 


The Vesperpoo! Reach Chapter 08; Hunter Rank: 9 5 All Times 36,070 Mega Phoenix 7,210 86 


Steyliff Grove Reach Chapter 08; Hunter Rank: 9 5 Alt Times 38,000 Emerald Bracelet 7,600 87 Navsth 


Ravataghan Trail 3 All Times 6,440 Mega Phoenix 1,280 88 


Ravatoghan Trail 3 All Times 7,290 Sapphire Bracelet 1,450 89 


Hunter Rank: 5 


Len] 


Ravatoghan Trail Daytime 9,140 Mega Phoenix 1,820 90 


Hunter Rank: 6 


Dl 
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Ravatoghan Trail 3 All Times 12,090 Mega Phoenix 2,410 a1 


The Rock of Ravatogh “A Perfect Cup“ sidequest completed (see page 173) 67 4 All Times 25,300 Champian's Anklet 5,060 92 Husiy 
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2 Nighttime 3,450 Megalixir 
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Altissia First four hunts at Altissia completed 2 Nighttime 4,740 Red Choker 340 97 


3 


== 


Altissia “The Case of the Disappearing Hunters” hunt completed 3 Nighttime 5,120 Black Choker 1,020 98 


Altissia “The Cursed Canvas” sidequest accepted (see page 161) 3 3 All Times 5,480 Handkerchief 1,090 99 


Altissia 3 


en 


“The Case of the Disappearing Hunters” hunt completed 3 Nighttime 5,140 Adamantite Bangle 1,220 106 


Altissia “The Case of the Disappearing Hunters” hunt completed 41 3 Nighttime 8,360 Amethyst Bracelet 1,670 101 


Altissia “The Case of the Disappearing Hunters” hunt completed 50 4 Nighttime 13,190 Diamond Bracelet 2,630 192 


Pendokan 


139 


Geographic Hunt Overview: Leide 


You can find a directory of all hunts on pages-136 to-139. 
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B Geographic Hunt Overview: Duscae 
You can find a directory of all hunts on pages 136 to 139. 


Pm Geographic Hunt Overview: Cleigne 


Es You can find a directory of-all hunts-on-pages 136 to.139. 
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You can find a directory of all hunts on pages 136 to 139. 
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TOURS 


Tours are short sidequests that involve unique 
moments shared by Noctis and his friends 
when they stay at specific havens. Resting at 
these camping sites will lead to an interactive 
conversation with a party member, who will 
usually ask a favor. All of these side stories 
are available once you can physically reach the 
appropriate havens 


In terms of gameplay, Tours are simple and 
generally involve a straightforward task, such 
as following onscreen prompts or collecting 
resources in a small area. Perhaps as an 
illustration of the growing bond between the 
prince and his retinue, these sidequests are 
noteworthy in that they offer a generous 20 AP 
towards party development on completion. 


CASE OF THE STOLEN SPECS (PECTRICHE HAVER): 

This tour takes place in the middle of the Myrlwood and features 
Noctis and Ignis. To find your friend's glasses, head to the 
designated waypoint by the Royal Tomb. When the mini-game 
begins, sneak toward the tree without being noticed-while the 


chacobo takes the bait. Every time it turns around and Jodl 
your direction, hold ©®/9 to remain silent until it resume: 
meal. Once you have the specs, you can return to the-campsite. 


LUIEGE OF TRE LAKE (CAPIRIS HAVEN): 

In this scene, Gladio invites you to fish a legendary creature, the 
elusive Liege of the Vesperpool. This is a very difficult challenge, 
reguiring the best possible equipment, as well as the Giant 
Needle 10,000: Gold Gigantuar lure. Noctis’s Skill should be at 
Level 10, and you will need sharp reflexes and a lat of focus as 
you battie against the Liege for several intense minutes. The key 
to victory lies in your ability to reel in only when your ling is not 
under tension, which means that you always need to alm in the 
current swimming direction of the fish, Consult our caverage-of 
fishing mechanics on page 304 if you are not vet familiar web the 
mini-game. Completing this Tour rewards you with the Big Blaze 
Bahamut lure. 


A FLOWER FOR WS (LAMBATH HAVEN): 

This time it's Gladio who needs a favor. He asks you to help him 
find a flower for his sister. Look for it in the northwest part of the 
designated area. When you reach a cliff, Gladio will boost you up 
to the plateau above where the flower awaits. 


A STROLL FOR TWO: 

When you arrive in Lestallum during Chapter 03 and spend the 
night at the Leville, Iris asks you to explore the city with her. This 
simple task only requires you ta follow a few waypoints as you 
visit Lestallum's districts. Unlike with the haven-based tours, 
though, you will not receive 20 AP on completion. 


THE CHOPPING BLOCK (FALLAUGHNS HAVEN): 

Your task here is to press ©@/O repeatedly as prompted. The 
quicker you are, the more Ignis will praise you — but you receive 
the reward no matter what his reaction might be. 


R 1 POBENISPELCRAY RAVEN). 

For this light assignment, Prompto recruits you as a photo model. 
Head to the specified spot on the nearby pier, and strike a pose 
every time Prompto is ready to take a picture. 


UP CLOSE AND PERSONAL (PULLMOOR HAVEN): 

In this tour, travel with Prompto to the designated area and scour 
the ground for mushrooms. Once you have all three, go the spot 
hy the lake. Wait for the Catoblepas to move close, then strike a 
pose before you run away (though you can attempt to defeat the 
creature if you feel strong enough to do so without the support 
of your other allies). Completing this Tour unlocks the Vintage 
photo filter; 


RISE AND SHINE AND RUN (LACHYRTE HAVEN): 

In this scene, follow Gladio to the beach. When the race begins, 
sprint constantly and employ the stamina refresh technique when 
the bar is almost empty to reach the finish line first. You obtain 
the AP reward irrespective of how well you perform. 
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STIRRED, NOT SHAKEN (COTISSE HAVER): 

Your task here is to stir a dish by moving ® laterally or in steady 
circles. As with real cooking, maintain a consistent pace without 
overdoing things. lgnís’s reaction will vary in accordance with 
your performance, but you receive the full 20 AP no matter the 
denouement. 


Sidequests 


THE HALLGWED Hit GF HAM 

(PALMAUGR HAVEN): 

in this sequence, all you need to do is head to the waypoint with 
Prampto to take a picture of the Grease-Mankey Goddess and 
her garage. 


DavesPosítion: © Sidequest: € PE 


GONE HUNTING 
Untock Condition: Complete “The Errand Prince” during Chapter 04. 

« Notes: After you've made the delivery to the motel owner in the 
Langwythe Rest Area, speak to the man right in front of Noctis 
at the end of the cutscene, opposite the main reception booth, 
You then need to deliver the envelope he gives you to Dave, 
who can be found across the highway, just outside the smalf 
building adjacent to the diner. With the quest accepted, inguite 
about it by speaking te the tipster, then head to the waypoint. 
Examine the campfire, then chase and defeat the Sabertusks that 
appear (Gladiolus’s Tempest technique can really help here}. After 
the battle, pick up the dog tag and take it back to Dave at the 
Longwythe Rest Area to complete the míssion, 

« Reward: 500 EXP Hi-Potíon x10 


DUST FO DUST 


Unlock Condition: Reach Chapter 02 and complete “Gone 


Hunting”. 
Nates: Speak to Dave at the Prairie Outpost, clase to where. 


you originally encounter Monica. You wilt find the dog tag'in ag: 


abandoned car directly to the south of the Prairie Oufpost. 
Reward: 500 EXP Mega-Potion x5 


FINAL RESTING PLANS 
Untock Condition: Reach Chapter 03 and complete “Dust to Dust”. 
« Notes: Speak to Dave at Coernix Station — Alstor, outside a 
small building to the northeast. Inquire about your mission with 
the tipster at the station’s restaurant. The Rusted Dog Tag is 
located to the northwest of the Disc of Cauthess, in a field of 
grass. Take it back to Dave to complete the assignment. 
Reward: 800 EXP Elixir x10 


Â ROCKY END 

Unlock Condition: Complete “Final Resting Plains”. 

Netes: Speak to Dave at the Cauthess Rest Area, outside the 

building opposite the diner. Once the mission is active, inquire 

about it by speaking to the diner’s tipster. You will find the dog 

tag behind a large rock inside the designated area to the south. 
« Heward: 1,000 EXP Hi-Elixir x10 


DAVE 


SWALLOWED BY SHADOWS 
Unlock Condition: Complete “A Rocky End”. 
Notes: Dave now moves to the Taelpar Rest Area, Once he's 
given you this assignment, inguire about it with the diner’s 
tipster to unlock the waypoint. You can then head to the search 
area to the southeast of the Cauthess Rest Area. The Twisted 
Dog Tag is found on the floor inside the storehouse. You will be 
ambushed by Hundiegs before you can pick it up and return it 
to Dave. 

* Reward: 1,200 EXP Hi-Elixir x10 


A BACKWOODS BURIAL 

« Unlock Condition: Complete “Swallawed by Shadows”. 

« Notes: Dave is now found in Old Lestallum, under a canopy 
by the easternmost yellow house. Speak to the tipster at the 
local diner then head to the designated waypoint to the north, 
where the river brancttes into two streams. The Scratched Dog 
Tag lies near an abandoned wooden barn. Take it back to Dave 
ta end the missíon. 

+ Reward: 1,500 EXP Phoenix Down x10 


WASHED AWAY 


* Unlock Condition: Complete "A Backwoods Burial”. 
« Notes: Stil in Old Lestalfum, Dave now needs yau to retrieve 


& dog tag just to the north of Mynbrum Haven, ín the northern 
part of Cleigne. The ftem lies on large rocks by the fiver, though 
you will need to elimínate tocal Sahagins before you can pick it 
up. Heturn the Crushed Dog Tag to Dave when you're done. 


® Reward: 1,800 EXP Phoenix Down x10 


MOUNTAINS OF NISFORTUNE 


« Önloek Condition: Complete “Washed Away" ard reach 


Chapter 07. 


« Notes: Having moved to Meldacio Hunter HO, on the terrace 


of a house with potted plants, Dave requires your services vet 
again. Inguire about this mission at the Meldacio restaurant, 
then head to the specified destination fo the northwest of your 
current position, close to the entrance of the Steytiff Grove 
dungeon. After clearing the location of enemies, retrieve the 
Polished Dog Tag at the foot of the ruins, then defiver it to Dave. 


+ Reward: 2,000 EXP Megalixir x5 


EN ACS EN STE CEN DOS SE EPOS DEE CAD £ 


THE WITCH OF THE WOODS 

Unlock Condition: Complete “Mountains of Misfortune”. 
Notes: For this finaf quest in the series, go to Verinas Mart — 
Bavatogh and obtain information from the locat restaurant, Travel 
to Mafmatam Thicket and look for Dave on the dirt path leading to 
the forest. Take the smal path that branches off to the left of the 
main trail: this leads to a wooden hut where Kimya awaits. She 
sends vou to a new waypoint ät the end of Malmalam Thicket, in 
front of the Royal Tomb. The Suilied Dog Tag lies a few steps to 
the left (west) of the tomb, at the foot of à tree and a large rock, 
Return to Kimya to obtain an explanation once you have the tag, 
then to Dave at Meldacio Hunter HO to complete the quest. 


© Reward: 2,500 EXP Mega Phoenix x5 
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Sidequests 


From the beginning of Chapter 02, you can speak to Cid outside the 
garage to trigger the “Cid Sophiar, Master Mechanic” sidequest. 


This is actually an entire set of secondary missions. Cid will offer you 
a sidequest to upgrade each weapon that bears the distinctive “+” 
upgrade icon. For example, giving him the Engine Blade will initiate the 
“À Better Engine Blade” assignment. 


Your goal each time is to retrieve both a weapon and the part required 
to upgrade it. His work will be complete after you fulfil a specific 


QUEST 


A Better Engine Blade 


A Better Engine Blade II 


A Better Engine Blade Hit 


Gid Sophiar, Master Mechanic 


A Better Drain Lance Il 


A Better Auto Crossbow 


A Better Bioblaster 


A Better Gircular Saw 


A Better Gravity Well 


À Better Noiseblaster 


A Better Drillbreaker 


A Better Force Stealer 


A Better Pair of Plunderers 


Â Better Valiant 


Â Better Absorb Shield 


number of quests or hunts, as revealed in our diagram below. You may 
then rest at a camp or lodging and Cid will call you in the morning to 
inform you that the upgraded weapon is ready. 


The following diagram lists all of these sideguests and reveals how 
to complete them. Note that Cid moves from his position outside 
Hammerhead's garage to Cape Caem's beacon from the end of 
Chapter 06 to the beginning of Chapter 09. 


—__—— INITIAL WEAPON: AVAILABILITY 


Engine Blade: 
Ávailable from the start 


Engine Blade |I: 
Obtained when upgrading the Engine Blade 


Engine Blade ill: 
Obtained when upgrading the Engine Blade || 


Drain Lance: 
Final battle of Chapter 01 


Drain Lance Il: 
Obtained when upgrading the Drain Lance 


Auto Crossbow: 
Collectible inside Keycatrich Irench 


Biobtaster: 
Collectible outside Keycatrich Trench {see page 45) 


Circular Saw: 
Obtained from MA-X Cuirass (final battle of Chapter 02, against Logi) 


Gravity Well: 
Collectible in Aracheole Stronghold (see page 66) 


Noiseblaster: 
Collectibie in Fort Vaullerey (see page 190) 


Drillbreaker: 
Collectible in Formouth Garrison (see page 182} 


Force Stealer: 
Available from Tony in Cape Caem by trading Caem Carrots (see page 171) 


Plunderers: 
Available from Tony in Cape Caem by trading Caem Carrots (see page 1/1) 


Valiant: 
Available from Tony in Cape Caem by trading Caem Carrots (see page 171) 


Absorb Shield: 
Availabie from Tony in Cape Caem by trading Caem Carrots (see page 171) 
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Rusted Bit: 
Common collectible 


Glass Gemstone: 
Common collectible 


Sturdy Hetixhorn: 
Enemy drop (break appendage): Leukorn (75%) (Old Lestallum hunt: 
Scrap It Now!), Spiracorn (75%) (Old testallum hunt: The Last Spiracorns) 


Metal Scrap: 
Common callectible 


Coeurt Whiskers: 
Enemy drop: Coeur! (50%) (Duscae, southwest region), Elder Coeurl (100%) 
(Taelpar Rest Area hunt: Old Denizens of the Woods) 


Cactuar Needle: 
Collectible (south of Lake Vesperpool); Enemy drop: Slactuar (100%) (very rare monster, 
{can appear in the morning in the following places: southwest of Perpetouss Keep, northwest 
of Hammerhead, north of Longwythe, east of Stevyliff Grove, north of Fort Vaullerey} 


Dynamo: 
Collectible (Callatein’s Plunge, outside Glacial Grotto); 
Enemy drop: MA-Veles (50%) [main quest: Engaging the Empire), MA-Veles-Bis (60%), 
MA-Hoplomachus (95%) (sidequest: Formouth Garrison) 


Sky Gemstone: 
Sidequest reward (À Feline Feast) 


Hydrautie Cylinder: 
Collectible (north of Fort Vaullerey}; Enemy drop: MA-X Patria (97%), (dropped 
by landing crafts in random encounters on the world map from Chapter 05) 


Magnetron: 
Collectible (Gralea); Enemy drop: MA-Hoplomachus (5%) 
(sidequest; Formouth Garrison) 


Magitek Gore: 
Coliectible (Gralea); Enemy drop: MA-X Dux (100%) (sidequest: 
Formouth Garrison), MA-Patría (3%) (sidequest: Formouth Garrison) 


Monster Glaw: 
Enemy drop: Bandersnatch (100%) (Malmalam Thicket} 


Barhed Scythe: 
Enemy drop: Killer Wasp (75%) (Malmalam Thicket] 


Earth Gemstone: 
Common collectibie 


Spiked Armor: 
Enemy drop (break appendage): Skarnbulette (75%) 
(Cauthess Best Area hunt: Hammer the Cannibals} 
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Engine Blade Îl 
& 500 EXP (available immediately) 


Engine Blade II 
& 800 EXP (available after completing one quest or hunt) 


Ultima Blade 
& 1,000 EXP (available after compteting three quests or hunts) 


Drain Lance ÌÌ 
& 500 EXP (available immediately} 


Drain Lance Il 
& 800 EXP (available after completing one quest or hunt} 


Auto Crosshow Plus 
& 2,000 EXP {available after completing two quests or hunts) 


Bioblaster Plus 
& 2,000 EXP {available after completing two quests or hunts} 


Gircular Saw Plus 
& 2,000 EXP (available after completing two quests or hunts) 


Gravity Well Plus 
& 2,000 EXP (available after completing two quests or hunts) 


Noisehlaster Plus 
6 2,000 EXP (available after completing two quests or hunts) 


Driilbreaker Plas 
& 2,000 EXP (available after completing two quests or hunts} 


Force Stealer Il 
& 800 EXP (available after competing one quest or hunt) 


Plunderers il 
& 800 EXP (available after completing one quest or hunt) 


Valiant il 
& 800 EXP {available after completing one quest or hunt} 


Absorb Shield if 
6 800 EXP (available after completing one quest or hunt} 
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After you have retrieved your first Royal. Árms 
during Chapter 02, speak with Takka (the owner 
of Hammerhead's diner) to begin a sequence of 
sidequests. Note that you need to move 500 feet 
away from Takka after completing a quest for the 
next one in the series to unlock. 


EVERYONE LOVES BEANS LESTALLUM'S FINEST 

© Unloek Condition: Cornglete “Emergency Delivery”, Untoek Condftion: Complete “Évergons Loves Beans”, 

+ Notes: After speaking to Takka, head to the designated area in Notes: Once you receive the quest from Takka, head to 
Cleigne, a short distance to the north of Old Lastallum. Eliminate Lestallum and speak to Furlach, one of the market’s merchants. 
the Havocfangs that appear, then retum to Takka for your Now head to the mission waypoint, to the north af Coernix 
reward. Station … Cauthess. The shipment is guarded by a Garulessa 

« Reward: 1,500 EXP Leiden Pepper xb, Hulldagh Nutmeg xb, and a horde of Garulas, which are all weak to both Greatswords 
Killer Tormato x6 and Fire, Ônce the creatures fall, retrieve the shipment and 

deliver it to Furloch. You can then take the ingredients to Tekka 
to conclude the mission, 

« Reward: 2,000 EXP Griffon Breast x2, Saxham Rice x5, Schier 
Turmeric x5 


EMERGENCY DELIVERY 

« Unlock Condition: Reach Chapter 03, complete “Hunters and 
Gatherers”. 

» Notes: Talk to Takka ta trigger this mission, then head to the 
mission area. Eliminate the horde of Garulas in Alstor Slough, to 
the southwest af Coernix Station — Afstor, then take the Garula 
Sirloin back to Takka. 

* Reward: 1,000 EXP Cleigne Wheat x5, Killer Tomato x5, 
Saxham Rice x5 


HUNTERS AND GATHERERS 
„* Unlock Condition: Complete “Scenic Delivery”, 

* Notes: Talk to Takka to activate the mission, then head to the 
designated area to the northeast to find a horde of Daggerguills. 
Eliminate them all (ignoring the Bandersnatch if you run into 
one}, then return the Daggerquilt Breast they yield to Takka. 

* Reward: 500 EXP Cleigne Wheat x5, Dualhorn Steak x5, Leiden 
Pepper x5, Hammerhead Hot Sandwich (new restaurant dish 
that yau can eat to learn a cooking recipe} 


A MEAT KROST MAGNIFICENT 

* Unlock Condition: Complete “Lestallum’s Finest”, 

« Notes: For his final assignment, Takka has a big task far 
you — obtaining a Catoblepas Brisket. To do so, head to Goernix 
Station — Alstor, and accept the “Marsh Madness! The Giant 
Awakens” hunt from the diner owner (which ís only possible 
if you have reached Hunter Rank 4). The Catoblepas is weak 
to beth Polearms and ice, so be sure to prepare accordingiy. 
infusing a Polearm with Ice with (gnis's Enhancement technique 
is extremely effective. Focus on defending and parrying 
consistently and you should emerge victorious. Altematively. 
staying at a safe distance and firing constantly with the Ster of 
the Rogue (enhanced by ignis) can work amazingty well, warp- 
strikes with this weapon can prove deadly, but the attendant HP 
cost makes this a hìgh-risk/high-reward strategy. Once you have 
a Catoblepas Brisket (which might require multiple attempts if 
you're not lucky in terms of item drops), retum to Takka. 

+ Reward: 3,000 EXP Allural Shallot x5, Kettier Ginger x5, Sizzling 
Humango-Steak (new restaurant dish that you can eat to leam a 
cooking recipe) 


SCENIG DELIVERY 

« Unlock Condition: Complete ‘The Power of Kings” during 
Chapter 02, 

« Notes: Accept the quest at Hammerhead's diner, head to the 
shop at Galdin Quay to buy a Lucian Tomato, than deliver it to 
Takka, Yau can actually buy this ingredient when you visit Galdin 
Quay during Chapter 01 to complete the quest immediately. 

« Reward: 300 EXP Gighee Ham x2, Leiden Potato x2, Sheep 
Milk x2, Punguar X2 
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To begin these quests, speak to Dino at his usual spot on a bench NO PAIN, NO GEM BELIABLE ROVALTY 

overlooking the dock at Galdin Quay. Unlock Condition: Complete “Reliable Royalty”. « Unlock Condition: Complete "A Stone-Studded Stunner”, 
Notes: In this new treasure hunt you have Îittle onscreen help. « Notes: This time, Dino sends you to locate a Sapphire Stone 
The Ruby Stone you seek is hidden inside the Myrlwood (which on the banks of Cleigne's main river. You can find it an à smal! 
can only be accessed from Chapter 07 onward). When you beach at the very edge of the accessible area. Deliver it to Dino 
anter the forest’s first clearing, hug the stone wall an your left to complete the assignment. 
and continue moving forward, You will soon spot a cluster of red * Reward: 1,500 EXP Sapphire Bracelet x1 
ore containing the precious stone. You can find a detailed map 
of this dungeon on page 188. As usual, deliver this to Dina to 
collect your reward. 

« Reward: 2,000 EXP Ruby Bracelet x1 
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A TREASURE BEYOND MEASURE A STONE-STUDDED STUNNER THE ASPIRING ARTISAN 

« Unlock Condition: Complete “No Pain, No Gem”. © Unlock Condition: Complete “The Aspiring Artisan”. ® Unlock Condition: Aeach Chapter 02. 

« Notes: For his final challenge, Dino asks you to retrieve an « Notes: After receiving this quest from Dino, head to the south « Notes: Talk to Dino. Once the mission is active, retrieve the 
Emerald Stone hidden in the depths of the Costlemnark Tower. of Wiz Chocobo Post (which can only be done from Chapter 03 Amethyst Stone found to the east of Longwythe Peak, then 
This is a late-game dungeon that you should visit only with a onwards). You need to find and collect three Heliodor Stones in retum it to Dino. 
very developed party (see page 186). Note that you can only the designated area, then take them back ta the jeweler. * Reward: 500 EXP Amethyst Bracelet x1 
enter it at night. + Reward: 1,000 EXP Heliodor Bracelet x1 

« Heward: 3,009 EXP Emerald Bracelet x1 


Once you complete “The Power of Kings” during Chapter 02, you can later visit Cindy at Hammerhead to 
begin a collection af sidequests that will furnish you with upgrades for the Regalia. Though some of these 
are purely cosmetic, others offer tangible improvements to the car’s performance. 


d 


To initiate each of these quests, talk to Cindy at her usual position 
outside Hammerhead's garage. 


TRE EVER VALORGUS BEGALIA THE EVER GLEAMING REGALIA INTO UNKNOVIN FRONTIERS 

« Unlock Condition: Complete “The Ever Gleaming Regalia”, ® Unlock Condition: Complete “The Ever Elegant Regatia”. Unlock Condition: Complete “The Ever Ilustrious Regalia” and 

* Notes: Once this quest is active, head to the specified area in « Notes: Speak to Cindy and head to Alstor Slough, a short “Formouth Garrison” (see page 182) and reach Chapter 15, 
the west part of the Vesperpoo! (which is only possible from distance to the southwest of Coernix Station — Alstor (a location Nates: After clearing Formouth Garrison, explore the base to find 
Chapter 07 onward) and collect the component that lies by the only availabie fram Chapter 03 onward). The Fiberglass Coating a Strange Engine collectiole. If you haven't done so already, retum 
dirt road, clase to a car wreck. Return it to Cindy at the next lies close to an old car, next to à small house by the lake, Once to Aracheole Stronghold (see page 65) and pick up the Warped 
opportunity, then install ít via her Customize menu to upgrade you have i, return it to Cindy. Wings. With all three unusual parts retrieved (you obtain the 
the Regalia. « Beward: 600 EXP Fiberglass Coating component (keeps the Unstable Stabilizer automatically when you clear Fort Vaullerey 

* Reward: 1,000 EXP Supercharger component (increases the Regalía clean) during Chapter 06}, speak to Cindy and she will implement a 
Regalia's top speed) remarkable Regalia upgrade that grants it the ability to fly. 

Reward; Regalia Type-F 


THE EVER REGAL REGALIA 


* Unlock Condition: Reach Chapter 02 and complete "The 


Power of Kings", 

« Notes: Speak to Cindy, then retrieve the Aero Wax inside the 
tunnel that you can access from the south of the Prairie Outpost. 
Eliminate the Goblins on the way, pick up the item, and then 
return it to Cindy. You can then install it from Cindy's Customize 
menu. 


«+ Reward: 150 EXP Aero Wax component for the Begalia 


(improves fuel efficiency) 


The Regalia Type-F is equipped with-tight capabilities. To take-off, 
press @/O after reaching the required speed. You can then adjust 
vour altitude with €® and-tand- with ®/@. Note that you need to 
carefully adjust your trajectory-so as to land on_a road: emergency 
landings on- rough terrain will inevitably lead to the Game Over 
screen. The Regalia Type-f has another noteworthy feature: it has: 
unlimited fuel, removing the need to-ever refuel at gas pumps. 


THE EVER ELEGANT REGALIA 

Unloek Condition: Complete “The Ever Regal Regalia”. 
Notes: Talk to Cindy, then head to the Balouve Mines. Retrieve 
the Redstone Shard at the dungeon’s entrance, right next to the 
elevator, before you return it ta Cindy to compiete the quest. 
Reward: 500 EXP Hammerhead Decat, Racing Stripes | Decal, 
Basic Color Samples 


THE EVER ILLUSTRICUS REGALIA 

Unlock Condition: Complete “The Ever Valorous Regalia”, 
Notes: This time, Cindy needs you to retrieve a component 
hidden in the depths of the Crestholm Channels. This is a 
dungeon that can only be explored, let alone cleared, with 
a high-level party. The item lies in the room to the north of 
the second control panel, as described in step of our 
walkthrough of the dungeon (see page 180). Once you have it, 
take it back to Cindy. 

Reward: 3,000 EXP Enhanced Headlights component (drive 
away Daemons when you take the Regalia out at night) 
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Sania's Position: O Sideguest: € Den 


When you reach Duscae for the first time, you can 
start this chain of quests by speaking to Sania at 
Coernix Station — Alstor. These require that you 
collect passive fauna, or obtain biological samples 
from reluctant and (perhaps understandably} 
belligerent owners. Like Dave, Sania moves to 
different locales on completion of each mission. 


THE PROFESSOR'S PROTÉGÉ 

Unlock Condition: Reach Chapter 03. 

Notes: Speak to Sania at Coernix Station — Aistor, then head 
to the waypoint in Alstor Slough. Retrieve all the frogs (ses 
screenshot), then return them to Sania, 

Reward: 3,000 EXP Star Pendant x1 


THE FROFESSOR'S PROTÉGÉ — YELLOW FROGS 

Untoek Condition: Complete “The Professor's Protégé'”. 

Notes: Speak to Sania at the Cauthess Rest Area, on the 
upper floor of the house adjacent to the diner. Head to thé 
specified area to the east and look for yellow frogs around. 
the pond {they're all inside the fenced area, as shown in -th 
accompanying screenshot}, then take them back to Sania. 
Reward: 4,000 EXP Rainbow Pendant xí 


THE PBGFESSOR'S PROTÉGÉ — GIGANTOAD 

Unlock Conditian: Complete “The Professor's Protégë — 
Yellow Frogs”. 

Notes: Sanía now moves to Old Lestallum, near the towns east 
entrance. She asks yau to bring her oil from Gigantoads. Head to the 
designated area and slay the creatures (exit the dungeon and retum 
to the designated spat once more to fight another Gegantoad if vou 
do not receive the Slimy Oil on your first attempt), then return their 
ol to Sania. 

Reward: 5,000 EXP Moon Pendant x1 


THE PROFESSOR'S PROTEGÉ — WVVERN 
Unlock Condition: Complete “The Professors Protégé — 
Gigantoad”. 
Notes: Now based ín Verinas Mart — Bavatogh, Sana asks you 
to slay a Wyvern and obtain its wing. Head to the specified area 
in the Rock of Ravatogh dungeon (see page 190) and defeat the 
beast, then take its drop back to Sania. 

« Reward: 8,000 EXP Earth Pendant xt 


a 


THE FROGS GE LEGEND 
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« Unlock Gondition: Complate “Th 
Myrlwood Firefly”, 
« Notes: Back in Duscae, at Coernix Station « Cauthess, Saria 


* Unlock Condition: Complete "The Professor 
Wipvern” talk 
© Notes: For this quest you can find Sania at Meldaëlò Hunter HO 


© Unlock Condition: Complete "The Profgssor's Protegé — 
Griffon”, 
+ Notes: Sania, now stationed at Meldacio Hunter HO, 


on the wooden terrace closest to the tunnel, Sha sends vou on an 
errand to catch three fireflies in the Myrlwood (see page 188). All 
three are available in the dungeon's final area, outside the Royal 
Tornb, but there's another requirement: fireflies only appear at 
night. Take them back to Sania to complete the assignment. 


* Reward: 10,000 EXP Golden Hourglass x1 


asks you to slay a Griffon for her. To do so, you must first 
accept tha “Ruler of the Brave Skies” hunt from Lestallum’s 
marketplace tipster. Head to the monsters habitat, to the 
northwest of Goerni Station = Cauthéss, choosing equipment 
that wilt exploit its weakness to Greatswords and Fire, Best at 
the nearby haven to enjoy a stat-boosting teal, then create 
a manual save, À defeated Griffon can yield multiple items, 
so there is no guarantee that you will find the feather that you 
need for Sana. if you get another drog, you can either load 
your previous save file to try again, or return to the tipster 
in Lestallum, report your successful hunt, then immediately 
restart the quest. Ás for the battle itself, fous on defending 
and parrying when the Griffon flies around tha hattie zone, then 
go on the offensive once ìt lands, The Star of the Rogue can be 
an excellent choice of weapon thanks to the homing effect of 
its projectiles. After you obtain the feather, deliver it to Sania. 


* Raward: 12,000 EXP Safety Bit xt 


challenges you to accompfish a saemingiy impossible task — to 
find five Raìnbow Frogs hidden in Lucis with no waypoint or 
information to guide you, This is, naturally, far less challenging 
when you know exactly where to took. Once you have all five, 
take them to Santa. 


« Reward: 15,000 EXP Ribbon x4 


NAVYTE 


You can first encounter Navyth when you reach 
Duscae for the first time during Chapter 03. The 
fisherman is initially found close to the Alstor 
Slough fishing spot, near the cabin to the south 
of the main lake. Later on, he moves to different 
fishing spots as you complete missions for him, 
each time challenging you to catch particutar 
specimens. 


To complete these quests you will need a solid 
understanding of the fishing mini-game. This 
includes concepts such as using a lure suitable 
for the species you're trying to catch, knowing 
at what time of day your target is more likely to 
be caught, and so forth. Before you attempt to 
fulfill these assignments, we recommend that 
you take the time to read our presentation of 
the fishing system, along with all key concepts 
and parameters, on page 303. 


NAUYTH'S CHALLENGE 

Untoek Condition: Complete “Fishing, Naturally”, 

reach Chapter 07, 

Fishing Spot: The Vesperpool - West Bank (Cleigne) 

Fish to Cafch: Vesper Gar 5 
Recommended Lure: Stinker: Malboro or Stinker: Malbodoom 
Nates: Your target is identified by a large yellow dot if your 
skill level is at 10; you will need the best possible equipment 
(Dragon's Beard, Death Spin, Nereid); be patient, reeling in only 
when your line is not under tension and always aiming in the 
direction that the fish is currently swimming. 

Reward: 3,000 EXP Invincible fron Giant x1 


FISHING, NATURALLY 

Unlock Condition: Complete “Fishing Buddies”, 

Fishing Spot: River Wennath (Cleigne) 

Fish to Catch: Cherrycomb Trout 

Recommended Lure: Whiskers: Crystal 

Natas: This fish ìs most easily caught at dawn or dusk; we 
recommend a skill level of at least 5, 

Reward: 2,000 EXP Butterfty Edge xt 
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_ FISHING BUDDIES 
* Unlock Condition: Reach Chapter 03. 
Fishing Spot: Neeglyss Pond (Alstor Slough} 
Fish to Catch: Crag Barramundi 
Recommended Lure: Sweet Jamming: Custard or Bomber: 
ice Bomb 
Notes: Refatively easy fish to catch. 
Reward: 1,500 EXP Knife T. Tonberry x1 


ANGLER'S NIGHTMABE 
Untoek Condition: Complete “Navyth's Challenge”. 
Fishing Spot: Vannath Coast (Gafdin Quay) 
Fish to Catch: Murk Grouper (aka Devil of the Cygillan} 
Recommended Lure: Burrower: Abyss Worm 
Notes: This is the ultimate fishing challenge. Your target ís 
identified by a large yellow dot if your skill level is at 10, which 
is really indispensable here. Take the best possible equipment 
(neluding the Liymlaen reel from the Totomostro mini-game). 
You will need to be extremely patient, changing your aiming 
direction on the fly to constantly match that of the fish, and 
reeling in with brief and controfled bursts, but never when the 
fish changes direction. The optimal time to inflict damage is 
right after the fish struggies for several seconds, causing your 
controlter to vibrate. This is a very difficult and demanding duel 
between Noctis and the fish that will easily take 15 minutes. 

» Reward: 5,000 EXP Tranquility x1 
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After you go on a tour of Lestallum with Iris 

during Chapter 03, you can meet a man called. 

Vyv. This journalist asks youto take very specifie. 

photos for him — which can only be achieved. 
during the day. Though the EXP rewards are 

welcome, it is perhaps the substantial Gil 

payments that make these travel-oriented 
missions worthwhile… 


side he 


To begin each of these quests, talk to Vyv at Lestallem s lookout — — 
as shown here. zE 


THE PEN IS MIGHTIER THAN THE SWORD 4 

* Unlock Condition: Complete “À Place to Calt Home”, 

« Nates: After accepting this assignment from Vyy, 
you have three photos to take of imperial bases in 
Lucis: Farmauth Garrison in Leide (clase to the Prairie 
Outpost), Tollhends Stronghold ìn Cleigne (north of Old 
Lestallum}. and Perpetouss Keep in Duscae (te the 
sauthwest ot the Cauthess Rest Area). Note that each 
individual picture is part of a specific sub-quest that you 
need ta select manualty în the main menu to activate 
the corresponding waypoint. You may be attacked by a 
large number of imperial troops ìn each lacatian, so be 
prepared ìn advance — and save beforehand. When vou 
have all three pictures, report back to Vyv. 

* Reward: 4,000 EXP 20,000 Gil 


AFTERMATH OF THE ASTBAL WAR 

© Unlock Condition: Complete “An Eye for islands”, 

« Notes: This time Vyv needs two shots of Taelpar 
Crag: one from the lookout tower close to Tolihends 
Stranghold, and ane from the bridge to the east of Old 
testallum. Once you have both pictures, retum to Vyv. 

« Reward: 2,000 EXP 10,000 Gil 


WYWS VOLGANIG INSPIRATION 


« Unlock Condition: Complete “Of Gods and Kings”. 

© Notes: Once Vyv has given vou thìs new assignment, head 
to the Rock of Ravatogh and go up the stope that leads to the 
lava waterfall fthe tong dead-end to the west of the map). The 
heat will take a heavy toll on yaur health, so pay attention to 
HP gauges. Eliminate the Thunderocs on the way: they're weak 
to both Fire and Firearms. Once at the top of the slope, take & 
picture at the photo spot. Yau can then report back to Vyv. 

« Reward: 3,000 EXP 15,000 Gil 


ep 


TRE PERFECT LANDSCAPE 


* Unlock Cendition: Complete "A Strolt fer Twa” during 


Chapter 03, 


« Notes: Speak to Vw, then head to the two waypoints — 


one to the north of the Disc of Cauthess and one by the 
ehscobe racing courses. Retum to Vyv to complete the 
assignment. 


* Reward: 1,000 EXP 5,000 Gil 


THE CURSED CANVAS 


* Unlock Condition: Complete “The Pen is Mightier than the Sword”, reach Chapter 09. 

» Notes: For this final assignment from Vyv, head to Altissia after accepting the mission. Visit Maagho 
and begin the “A Lost Painting” hunt, then travel to the hunt waypoint in the basement of the 
Secretary's Estate. Once in the basement, Prompto will automatically take a picture of the painting. 
Whether you complete the hunt or not is irrelevant here: afl you need is the photograph. Retum to 
Lucis using the “Cali Umbra” feature while resting at the Leville, then report back to Vyv one finaltime. 


 Reward: 5,000 EXP 25,000 Git 


QF GODS AND KINGS 

» Unlock Condition: Complete “Aftermath of the Astral War”. 

« Notes: Speak to Vyv. Head to the designated area in the 
southeast of Duscae and photograph the gate of the Royal Tomb, 
then the tomb itself. Report back to Vyv. 

« Reward: 2,500 EXP 12,500 Gif 


AM EYE FOR ISLANDS 

© Unlock Condition: Complete “The Perfect Landscape”. 

* Notes: Speak to Vyv, then head to Galdin Quay to take a 
photograph. Either site will suffice. Return to Vyv. 

» Reward: 1,500 EXP 7,500 Gil 


A PLACE TO CALL HOME 

Untoek Condition: Complete “Vyv's Volcanic Inspiration”. 
Notes: This new assignment from Vyv will take you to a 
familiar place — the hill overlooking insomnia, where you ended 
Chapter 01 many hours before. This should all be very familiar 
to you, so take the shot at the edge of the cliff before you retum 
to Vyv. 

Reward: 3,500 EXP 17,500 Gil, Time photo filter 
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LESTALLUM MERCHANTS 


After you complete a tour of Lestallum with Iris during Chapter 03, four merchants will 
subsequently offer you sidequests. One of them is the owner of the city's Arms Vendor. 
The other three are all found in the market: Furloch, Prissock, and Veenon’s grandson. 


VAN, INTERRUPTED 

Vendor: Prissock (first quest) 

Unlock Condition: Complete “A Stroll for Two”. 

Nates: Speak to Prissock, then head to the designated area 


ta the northeast of the Glacial Grotto. Eliminate the Killer Bees 
surrounding the vehicle, retrieve its cargo and take it back to 


Prissock. 
Reward: 2,000 EXP 


ACE DF CAHAPAGE 

* Vendor: Arms Vendor (first quest) 

* Unlock Condition: Complete “A Stroll for Two”, 5 

« Notes: Speak to the Arms Vendor, then head to the wayp 
Eliminate the Bulettes at the base af the antenna pylon to the 
south of Lestallum, then deliver their carapaces to the Arms 
Vendor. 

« Reward: 1,500 EXP: discount applied to all articles sold by this 
vendor 


STING YOUR PRAISES 

Vendar: Arms Vendor (third guest). 

Untock Condition: Complete “Tais Spit”. 

Notes: For his final mission, the Arms Vendor asks you to bring 


him stingers from Saphyrtails. Head to the specified area, to. 


the north of the road that leads to the Rock of Ravatogh, and 
efiminate the beasts before making fhe delivery to your client. 

Reward: 4,000 EXP; discount applied to al} articles sold by this 
vendor 


TAILS SPIN 

® Vendor: Arms Vendor (second quest} 

« Unisek Condition: Complete “Ace of Carapace”. 

« Notes: Speak to the Arms Vendor then head to the designated 
waypoint, on the beach where Cleigne's main river branches. 
Slay the Spiracorns that appear these, then take their Supple 
Tails back to your client. 

« Reward: 2,000 EXP 


ON THE HUNT FOR A HARVEST 

+ Vendor: Furloch (first quest) 

+ Unfoek Conditien: Complete ”A Strait for Two’. 

© Notes: Speak to Furloch then head to his farm, to the south of 
Coemix Station — Cauthess. Talk to Fuloch's nephew before you 
slay the beasts in the nearby field. Harvest green beans and check 
in with the nephew afterwards, then return to Furloch ín Lestallum, 

* Reward: 2,000 EXP; discount applied to all articles sofd by this 
vendor 


MIND THE TRAP 

Vendor: Veenon's grandson 

Unlock Condition: Complete “A Stroll for Twa”. 

Notes: Speak to Veenon's grandson, then head to the Taelpar 
Rest Area and talk to the designated hunter. Dísarm the traps 
in the marked area to the south, then report back to the hunter 
before you later claim your reward from Veenon’s grandson. 
Reward: 1,500 EXP; discount applied to all articles sold by this 
vendor 


VEGGING GUT 

« Vendor: Furloch (third quest) 

* Unlock Condition: Complete “Wild about Onions”. 

« Notes: This tire, Furloch needs you to collect an aromatic root 
from a position to the south of the Cauthess Rest Area. Once 
you have completed the harvest, take the requested items back 
to the merchant. 

* Reward: 3,000 EXP; discount applied to all articles sold by this 
vendor 


WILD ABOUT ONIONS 

* Vendor: Furloch {second quest} 

© Unlack Condition: Compiete “On the Hunt for a Harvest”. 

* Notes: Speak to Furloch, then head to the designated farm to 
the east of the Disc of Cauthess. Harvest the bulbous onion and 
deliver it to Furloch to complete the assignment. 

« Reward: 2,500 EXP 


VAN, INTEBRUPTED AGAIN 


« Vendor: Prissock (second quest} 


+ 


Unlock Condition: Complete “Van, Interrupted”. 

Notes: Once you have received this assignment from Prissock, 
head to the specified area, to the southeast of Wiz Chocobo 
Post. The abandaned van is clearly visibfe by the road, though 
you will need to defeat the local fauna to retrieve the cargo. Take 
it back to Prissock when you're ready to do so. 

Reward: 2,500 EXP; discount applied to all articles sold by this 
vendor 
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After you reach Cape Caem during Chapter 
08, you can begin this series of sidequests by 
speaking to Holly. 


A De dn 


EP) 


To begin each of these quests, talk to Holly. She can be found in 
front of the entrance to Lestallum's power plant, as shown here. 


STEAM VALVE INSPECTIGN 

Untock Condition: Aeach Chapter 08. 

Notes: For her first assignment, Holly asks you to check 
eight valves in a designated area (broadiy, the eastern half of 
Lestallum}. You're looking for sets of three vertical blue pipes 
with a trio of valves aligned horizontaliy — one per pipe. Scour 

the streets slowly and methodically, including the outer edges 

of the specified area. If you struggle to locate them all, refer to PA 
the accompanying screenshot. Return to Holly once you've fixed / 
all valves. / 
Reward: 2,000 EXP 2,500 Gil 


N 


POVJER TO THE PYLONS 

« Unlock Condition: Complete “Steam Valve Inspection”. 

« Notes: After accepting this assignment from Holly, head to the designated areas and search in each one for a pylon with a ladder {the correct pylons can be identified from a distance by the presence of 
an orange cable car nearby}. The one close to Lestalium (“Power to the Pylons [°) stands in the western half of the specified area. The one close to Old testallum (“Power to the Pylons 1") is found ín the 


northern half of the search zone. The one to the north of Fort Vaullerey (‘Power to the Pylons HI”) stands in the northern part of the specified area. Once you have checked the valve at the top of each pylon, 
retum to Holly. 


« Reward: 3,000 EXP 5,000 Gil 
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HOLDING BACK THE DARK 

« Unlock Gondition: Complete “Power to the Pylans”. 

* Notes: This time, Holly ask you te check lights in three completely different focations in Lucis: one in Cleigne (Burbost Souvenir Emporium), and two in Duscae (Coernix Station — Cauthess and Cauthess 
Rest Area). Each device is marked with a clear waypoint, but feel free to refer to our screenshots for visual help. Yau are ambushed by monsters after the third inspection, but this should be & routine battle. 
Report back to Holly once you've completed afl three steps. 

* Reward: 4,000 EXP 10,000 Gil 


GHOEOBOS 


There are numerous quests and activities that relate to chocobos, 
generally found in and around Wiz Chocobo Post. 


Friends of a Feather 


Ät the beginning of Chapter 03, your party automatically makes a stop at 
Coernix Station — Alstor. After Noctis receives a phone call from Iris, there 
is an interactive conversation with Prompto. Accept his suggestion to visit 
the Chocobo Post: this sets "Friends of a Feather" as your active sidequest. 


There are two steps that you must complete to finish this assignment: 


© First, you need to speak to Wiz at the Chocobo Post. From Coernix 
Station — Alstor, it's a short journey in the Regalia. 


© Once the conversation with Wiz is over, speak to him again and 
select “À Behemoth Undertaking” from his list of hunts. Complete 
this noteworthy hunt (see page 52 for details) and return to Wiz to 
also finish “Friends of a Feather”. 


Your payment is 1,500 EXP and a Chocobo Whistle. The real reward, 
though, is that you also unlock the Rent-a-Bird service. From now on, you 
can use any of these terminals to rent chocobos for your party, which 
makes it far less time-consuming to explore the vast expanses of Lucis. 


Rent-a-Bird 
OR 
After you have completed the “A Behemoth Undertaking” hunt, all Rent- 
a-Bird terminals (&) in Lucis become active. This is a major feature 
that expands your traveling options. 


For long-haul trips, the Regalia remains the best choice. It's fast, 
reliable, and practically free given the negligible cost of gas. For 
journeys where you leave roadways and car-friendly dirt trails behind, 
however, chocobos cut down travel time substantially. Their speed is far 
greater than moving on foot, while their agility makes it easier to bypass 
combat encounters that you are not inclined to take part in. 


To rent a chocobo, interact with any Rent-a-Bird station and purchase a 
rental ticket. The greater the duration, the higher the price — but don't 
let this dissuade you from long bookings, as the fees are relatively 
nominal. Rental chocobos return to the post when the lease expires. 
If this should end mid-ride, the chocobo will depart after you dismount. 


With your ticket in hand, you can whistle for your bird at any time. To 
do so, open the Items window with @2/@, then press €} and select 
“Call Chocobo“. Your mount will appear almost instantly and take you 
wherever you please. Refer to the section that follows for a complete 
overview of chocobo controls. 


By default, your chocobos have the 
following stats: running speed of 17 mph; 
sprinting speed of 25 mph; jumping height 
of 5’ 5'; stamina of 60. The more time you 
spend riding chocobos (staying idle does 
not count — you need to be on the move), 
the more they level up, as shown in the 
Chocobo Levels table. Each additional level 
that you reach improves your chocobos’ 
attributes or grants them a new ability. 


Chocobo Levels 


New ability: Dash de Chocobo 
{you can summon your chocobo to flee once per battle) 


3 Max stamina +10, running speed increased (20 mph) 

fi New ability: Kick de Chocobo (your chacobo can join 
you in battles and deliver a devastating kick) 

5 Max stamina +10, sprinting speed increased {28 mph) 

6 New ability: Dance de Chocobo (your chocobo can 
buff you) 

1 Max stamina +10, jumping height increased (8° 8") 

8 New ability: Rush de Chocobo 
(your chocobo can unleash a flurry of attacks) 

] Max stamina +10, stamina recovery rate x2 

10 Link de Chocobo: your chocobo can perform 


Blindside-link attacks with Noctis 


Chocobo Races 


Omen nn RK 


Once you have completed “A Behemoth Undertaking”, you can take part 
in chocobo races by speaking to the man inside the small cabin across 
the highway south of Wiz Chocobo Post. 


General information 
There are up to seven races available in total, though not all are 
immediately available — as revealed in the table on the right-hand page. 


Controls 
Controls during chocobo races are very straightforward. 


Controls; Overview 
SUMMARY 


Walk and steer 
Control camera 
Jump 
Dismount 


Sprint (only possible 
while trotting) 
Trot 


Tap to slide, 
hold to halt 


® 
8 
© 
® 
® 


Chocobo Races: Overview 


UNLOCK 
CONDMION _ | COURSE 


REWARD 


Complete 
Vs. Prompta “A Behemoth Rounsey Medal 
Úndertaking”. 
Vs. Gladio 0 Ar&CENS. | Mediam | Destrier Medal 
rompto. 
isa Win a race vs. Short Course 
Oops: WIANGP { Gladio, Medal 


Gallap 


Win a race of 


Chocobo Hoops: 

Vs. Ignis Grange Gallop, Corser Medal 
and reach 
Chapter 05. 

5 Win a race vs. Fat Chocobo 
det Ignis. Medal 
Chocobo ' 

‚ Win a Full Field Long Course 
Hoops: Rocky race. Medal 
Road 
g Jennet Medal 
Win a race of E {you also obtain the 
Chocobo Hoops: Jockey Master Medal 
Vs. fris Rocky Road, and { Medium 4 


from the man at the 
reception after obtaining 
all other medais} 


reach Chapter 
06. 


As a rule, you should be trotting with R2/@ at all times, adjusting ® to 
either side whenever you need to turn (and leaving the stick alone the rest 
of the time). To boost your overall speed, you have two methods available, 
which you should use alternately: 


© Press @/6 to sprint at regular intervals. Doing so enables you to 
reach maximum speed for a few seconds, but depletes your stamina. 


© Briefly tap (2/8 as you trot to perform a forward slide, then tap it 
again right after the chocobo jumps. Not only does this give you a small 
burst of speed, but both taps refill a portion of your stamina bar. You might 
find it useful to watch the gauge, not the chocobo, to master the timing of 
the second {more profitable) button press. You can also use this stamina 
recharge trick while riding chocobos during general exploration. 


On 


“Vs,” Races 

In all “Vs.” races, you compete against at least one of your 
friends. Your goal Is to pass through each checkpoint and reach 
the finish line first. ; 


© Stamina: The key to succeeding in races is to optimize your 
use of stamina. Your chocobo's stamina bar appears in the 
bottom-left corner of the screen. Every time that you press 
@/E to sprint, a small chunk is removed from the bar. 
The bar only replenishes when you are not sprinting. The 
ideal strategy, then, is to initiate a sprint every time a 
previous dash comes to an end to remain at maximum 
speed at practically all times. 


© Slide: When the stamina bar is almost empty, perform a 
few consecutive slides by briefly tapping C2/D (once to 
initiate a slide, then again just after the chacobo jumps). This 
will maintain you at a higher speed than the basic trot, while 
refilling your gauge incrementally. As soon as it is sufficiently 
regenerated, you can go back to sprinting. 


& Greens: To win the more difficult races, consider resting at the 
nearby Killiam Haven. This will enable you to feed Greens to your 
chocobos, temporarily boosting their abilities. You can purchase 
these vegetables from the Chocobo Salon at Wiz Chocobo Post. 
Leveling up your chocobo by running around on the world map 
will also help by improving its attributes and speed. 


Ò Mini-Map: You can view the position of your rivals on the 
mini-map — they‘re all represented by the initial of their 
name (except for Iris). This useful visual aid makes it easier 
to pace yourself and manage your chocobo's stamina. If they 
are far behind, you can ease off and take fewer risks. 


“Hoops” Races 

In the “Hoops” races, Noctis is alone on the course. You compete against 
the clock in what is essentially a “time attack” mode, where the challenge 
lies in passing through all checkpoints and jumping through all circular hoops 
on the track. 


© Vegetables: Every time you grab a vegetable, Noctis enjoys a temporary 
but significant speed boost. Collect as many as you can: these make it 
much easier to reach the finish line within the allotted time. Ideally, you 
should try to sprint whenever you are not under the effect of a vegetable 
to maintain maximum speed. 


© Jumps: To successfully pass through the hoops you need to perform 
timely jumps. You will also need to hop over obstacles such as crates. 
Familiarize yourself with this move to get a sense of its timing. Leaping a 
couple of steps before each object is usually the best approach. 


& Obstactes: Most of the obstacles on your way are relatively easy to 
navigate. Adjust your trajectory in advance to slalom between them or 
jump over them. Note that holding the jump button lets you glide for a 
few yards: this can be a useful way to adjust the distances you cover 
when leaping. 


© Elaborate Obstacles: In the second Hoop race {Rocky Road}, multiple 
stacks of crates sometimes form a stair-like obstacle, and you have to 
climb to the highest “step” to be able to jump through the hoop. In these 
cases, the most important factor is your preparation. Try to make your 
approach so that the obstacle and the hoop beyond are aligned: this 
way, you can focus on the timing of your jumps without worrying about 
steering. 
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After you complete the “A Behemoth 
Undertaking” hunt, Wiz offers a sequence 
of assignments. Note that you need to 
move 1,000 feet away from Wiz after 
completing a quest for the next one in the 
series to become available. 


SAVIOR OF THE SPEGIES A FEATHERY FEAST BIRD ON THE BRINK 
Untoek Condition: Complete “Chase That Chocobo!” and « Untoek Condition: Complete “Bird on the Brink”. « Unioek Condition: Complete "Where the Wild Chocahos Are". 
reach Chapter 07. + Notes: Wiz now sends you to find a specific ingredient — Aegir « Notes: This time, Wiz asks you to save an ailing chocobo. Go 
Notes: Wiz's final mission requires vou to retrieve a chocobo Root — to the west of the Cauthess Rest Area, a few steps from to the designated area, to the south of the Cauthess Rest Area, 
egg by the Vesperpoot lake in Cleigne. You will need to eliminate Fatlaughns Haven. Pick it up and deliver it to Wiz. and heal the bird with a potion before you report back to Wiz. 
a large horde of Sahagin monsters to achieve this. Once you « Beward: 1,500 EXP Fat Chocobo Triple-Decker (new restaurant + Reward: 1,000 EXP 
have the egg, return it to Wiz. You then need to wait for the egg dish that you can eat to learn a cooking recipe) 
to hafch, so attend to other quests untit you receive an invitation 
to return. 

« Reward: 2,500 EXP 


WHERE TBE WiLD CHOCOBOS ABE 

Unlock Condition: Complete “A Behemoth Undertaking”. 
Notes: For this first quest, Wiz asks you to take a picture of a 
chocobo located in what used to be Deadeye’s lair. Return to the 
field where you tailed Deadeye in the fog and took for the bird, 
as shown here. Press @/Q while in close proximity to have 
Prompto take a photo, then retum to Wiz. 

Reward: 500 EXP Xelphatal Apple Seeds x1, Doman Plum Pits 
x1, Mamoak Pear Seeds xt 


CHASE THAT CHOCOBO! 

« Unlock Condition: Complete "A Feathery Feast”, 

« Notes: For this new assignment, Wiz sends you to the Three 
Valleys region in Leide to rescue a chocobo. The bird is hiding 
behind the big wreck in front of the largest bern. Heal it with a 
pation, then report back to Wiz. 

« Reward: 2,000 EXP Vaifruit Seeds x1, 

O'Ghomoro Berry Seeds x1, Cieldalaes Pineapple Seeds x1, Han 
Leman Seeds x1 


FINAL FANTASY. IN 


Sidequests 


ALLES & IFSCE LL ANY 


Gladio: Training 


Each haven offers an option to partake in a training session. At first, 
sparring with your party members is a great way to practice your basic 
combat skills. As your proficiency increases and you advance in the 
adventure, however, this becomes a challenge in and of itself. 


Gladio: Training — Overview 


Basic Drills (Level 5) Gladio 


Serious Practice (Level 10) Gladio 5 
Vs. Gladio and Ignis (Level 17) | Gladio & !gnis 5 
Vs. Gladio and Prompto 

(Level 25} Gladio & Prompto 5 
Vs. Everyone (Level 45) Gladio, Ignis & Prompto | Gold Bangle 5 
Final Trial (Level 90) Gladio, Janis &Prompto |EVebiamönd |, 


Bracelet 


ignis: Pilgrimage 
Oe 


This sidequest is only available during Chapter 03. Look for a man a 
short walk to the west of Wiz Chocobo Post; he's highlighted by a 
quest marker. If you interact with him, Ignis initiates an interactive 
conversation where you can accept or refuse his suggestion. 


f you accept, head to your destination {the entrance gate to the Disc 
of Cauthess) however you see fit; taking the Regalia with Ignis as the 
driver is probably the easiest option. 


The mission is completed (with a 500 EXP reward) when you get close 
to the gate. An imperial attack force will appear simultaneously. You 
should be able to defeat these adversaries without too much trouble 
if you are Level 16 or thereabouts, but if in doubt, just sprint out of the 
combat area. 


Friendly Cat: Kitty Catering 


TG nn 


This sidequest becomes available after you meet Dino for the first time 
in Galdin Quay during Chapter 01. Follow the steps below to complete it: 


© Interact with the cat on the pier that leads into the main building at 
Galdin Quay. 


& Head to the fishing cabin on the nearby beach and purchase a 
handful of Spider Silk fishing lines and lures. (Alternatively, note that 
you can purchase a Giant Trevally Filet from the local general store 
and return to the cat immediately if you do not wish to fish.) 


© Fish from the adjacent pier until you get a bite. Aim with ® and cast 
your line with 6O/@. You can then reel in with R2/E, tilting ® in 
the relevant direction when corresponding prompts appear on the 
screen. If you would like additional guidance, refer to our quide to 
this fishing mini-game on page 303. 


& Once you have the required fish, interact with the cat a second time. 


& Consult the chef, Coctura, at the nearby Mother of Pearl restaurant, 
inside the main building. 


& Take the dish she prepares to the cat. 


Your reward for completing this task is 600 EXP and Dragon Scales. 


Iris: Living off the Land 

Ot 
Speak to Iris at Cape Caem after you reach Chapter 08 to trigger this 
quest. After the introduction, head to the plot next to the house and plant 
the seeds you received from Iris. Rest one night (you can sleep upstairs 
in the house) and come back the next day to harvest the carrots and 
complete this short task for 500 EXP Note that the number of vegetables 
obtained after each harvest can vary in accordance with the weather, as 
described in the accompanying table. 


Harvest Yields 


CARROTS 
HARVESTED 


RAINY 
WEATHER 


SUNNY CLOUDY 
WEATHER WEATHER 


Your first harvest triggers the arrival of a local restauranteur named 
Tony, who will exchange the Caem Carrots you grow for valuable 
items. You can then plant a new batch of seeds immediately. 
However, you must complete one quest (of any type: main story 
or optional) each time before you can plant subsequent crops and 
repeat the process. 


Tony's Trades 


NAME POSSIBLE ITEM COST 


Gil 500 Gil 1 carrot 
Vegetables { Ulwaat Berries 2 carrots 
Auto Parts { Decal (Gladio, Noctis, Prompto, Ignis, or Umbra) 3 carrots 


Weapons Force Stealer, Plunderers, Valiant, or Absorb Shield } 4 carrots 


Friendly Cat: A Feline Feast 


Pe 


This sidequest becomes available during Chapter 08 if you have 
completed “Kitty Catering” and “Living off the Land”. The steps required 
to fulfill it are as follows: 


& Interact with the cat behind the lighthouse at Cape Caem. 


& Speak to Monica inside the house. 


& Fish a Dark Allural Seabass from the local fishing spot (Caem Shore), 
just below Spelcray Haven. You can use the Deadly Waters: Coraldevil 
lure to achieve this, available at the JM Market — Caem shop. 


© Take the fish back to Monica. 


& Deliver the cat food made by Monica to the cat. Note that you can 
skip most steps in this quest by purchasing an expensive can of 
Luxury Cat Food from the JM Market — Caem shop, and deliver this 
directly to the cat. 


Your reward for completing this task is 1,200 EXP and a Sky Gemstone. 


Coctura: Berried Memories 


mensenn ennn ons ne 


This sidequest becomes available after you complete “Living off the Land”. 


& Talk to Coctura, the chef behind the counter at Galdin Quay. 
& Grow and pick Caem Carrots in the crap plot at Cape Caem. 
& Trade two Caem Carrots with Tony for Ulwaat Berries. 


© Deliver the berries to Coctura. 


Your reward for completing this task is 5,000 EXP 3,000 Gil, Leiden 
Sweet Potato x1, Fine Cleigne Wheat x1, Ulwaat Berries x1. 


E 
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Nm Crazy about Cactuars 
Pa 


Once you reach Cape Caem during Chapter 08, Talcott will permanently © “A Cactuar of Mortar” is completed when you buy the Cactuar 


reside at the house. Talk to him to begin this two-step mission, then set Model from the antique shop in Lestallum's market. 
out to find the figurines. If you have already purchased one or both of 
them, quest steps will be completed automatically. Formally completing this quest is not quite the end of it, however. There 


are two additional steps you can take to elicit secret reactions from 
© “A Cactuar of Wood’ is completed when you buy the Cactuar _ the boy. 
Statuette from the shop at Wiz Chocobo Post. 


© “A Cactuar of Marble’ is completed by buying the Cactuar © “A Cactuar of Mythril” is completed when you collect the Cactuar 


Sculpture from the shop right outside the Leville hotel in Altissia. Effigy from the position shown here in Formouth Garrison (which 

Taking this figurine back to Cape Caem leads to a secret reaction is only possible after clearing this imperial base — a challenge that 

from Talcott. requires a very strong party). This leads to another secret reaction 
from Talcott. 


Prompto: Symbol of the Peace 


During your stay in Altissia in Chapter 09, you will hear about Lunafreya's 
wedding dress when you approach the small bridge a short walk to the 
northeast of the immigration booths. Head to Vivienne Westwood's 
store, shown here, to complete this assignment. It is easy ta find from 
the Secretary’s Estate: if you follow the street to the south, you'll soon 
see it. Completing this short objective rewards you with 1,000 EXP. 
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Gladio: The Perfect Cup 


This mission becomes available after you reach Chapter 08 and trigger 
the “A Brave New World” main quest. Following a brief introduction 
cutscene called “A Need for Noodles”, it is automatically triggered 
when you walk by the Cup Noodles truck in Lestallum, and begins with 
an interactive conversation where Gladio asks you about your favorite 
ingredient. Your answer really matters here, as it determines where you 
will go to acquire the foodstuff in question. There are three scenarios that 
lead you to either look for a slab of Behemoth meat, an enormous egg 
from the Zu's nest atop the Rock of Ravatogh, or a crustacean carapace 
from the gigantic Karlabos. After you have made your choice, inquire 
about this mission from the local tipster (the owner of the restaurant in 
the city's main thoroughfare), then head to your chosen hunting ground. 
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Keep in mind that you can only complete one scenario per playthrough 

(receiving 4,000 EXP and a new Cup Noodle recipe in the process). index 
Make a note of your choice to enable you to pick another when you 

return in a different playthrough. 


Meat Scenario: Head to the designated area in Leide, just south of the Prairie Outpost. Defeat the Behemoth to obtain its meat, then make camp at a nearby haven to dine on Cup 
Noodles. The monster is weak to Greatswords and Shields, but resists Fire and Light damage. Choose your favorite weapons and focus on defending and parrying, making every 
counterattack possibility count. Try to target its legs as “breaking” them can topple the creature, offering you a chance to inflict massive damage. Greatswords can prove useful here 
thanks to their range and area-of-effect properties, enabling them to hit multiple body parts with a single, sweeping blow. 


Egg Scenario: Head to the summit of the Rock of Ravatogh in Cleigne. Take the small path to the right of the haven at the top until you reach the giant nest. Interact with one of 
the eggs ín the nest, then leave the area via the tunnel on the other side. Rest at a haven to compiete the assignment. 


Allies & 
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Shrimp Scenario; Head to the designated area, a little to the west of Cape Caem in Cleigne. Eliminate the Karlabos and make camp at a haven to savor your hard-earned meal. 
This species is weak to Swords, Polearms, and fce, and resistant to Fire damage. Ignis’s Enhancement technique is useful here. 
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Cindy: Let Sleeping Mountains Lie 


If you return to Cape Caem via the Call Umbra feature after reaching 
Chapter 09, you will automatically receive a phone call fram Cindy that 
triggers this quest. Here are the steps required to complete it: 


© Head back to Hammerhead and speak to Cindy. 
& Go to the Longwythe Rest Area and talk to Dave. 


& Speak to Dino inside the diner. Note that various sidequest vendors 
will also be available if you have taken part in assignments involving 
them. They will each give you a consumable if you speak to them. 


& Interact with Monica, who you will find to the east of Longwythe 
Peak. 


Ò The quest is completed as you automatically leave the premises 
after the Adamantoise appears, rewarding you with 1,000 EXP 


© To defeat the Adamantoise, you will need to accept the “Lonely 
Rumblings in Longwythe” hunt. This is the most resilient creature 
in the game. For most players, defeating it will take a very long 
time, or seem impossible. The key to toppling this monster is to 
warp-strike to one of its body parts (preferably an eye or the neck), 
and perform endless aerial combos (tilt ® in the direction of your 
target to begin a new combo every time one ends). This requires 
the Airdance nexus in the Combat Ascension tree. Whenever 
you fall fram a great height, perform a forward warp or point- 
warp just before you hit the ground to avoid damage. You should 
also stock up on recovery items in advance, using them liberally 
throughout the fight, and seize any summon opportunity to speed 
up the process of emptying the monster’s gigantic health bar. Both 
Armiger Freechain (an Ascension ability) and Magíitek Boosters 
(a consumable) can also help you to temporarily enjoy infinite MP 
enabling long aerial combos. 


Stealing the Past 
0, 


After you have completed the main storyline and have unlocked the 
Regalia Type-F, you can activate this sidequest in Lestallum. 


1. At night time (between 21:00 and 05:00), head to Lestallum's eastermmost back 
alley, shown here, and listen to a conversation between two thieves by interacting with 
a window. This invites you to obtain additional information at Verinas Mart — Ravatogh, 
which you can do by talking to the local tipster. 


2. Making your approach with the Regalia Type-F (see page 155), land in the volcanic 
area shown here, to the northwest of Verinas Mart — Ravatagh. Flying at a low altitude, 
you will notice a dirt path that acts as a {short} landing track: this is easier to spot 
during daylight hours. 


3. Finaly, make your way to the Pitioss Ruins dungeon entrance and interact with the 
crate on the right to complete thìs assignment. This rewards you with a Magitek Core 
and 50.000 EXP Thaugh it is entirely empty of enemies, this dungeon — which can only 
be entered at night — is undoubtedly the most complex tabyrinth in the entire game. 


Pitioss 


Id 


EREN 


Te reach thìs dungeon you must complete Cindy's final 
assignment and untoek the Regalia Type-F (see page 155 
for details}. Now fly to the north of the Rock of Ravatogh 
and fand in the otherwise inaccessible area beyond the 
rocks. Make your way up the slope until you reach the 
strange building. If you approach at night, the walt with 
the mysterious symbol wilt open, revealìng the entrance 
to the game's most efaborate dungeon. This is a three- 
dimensional, mind-bending, enemy-free maze that wil 
seriously challenge your navigation and platforming skilis, 


Everything in Pitioss revolives around your ability to 
accurately controf Noctis. You will need to perfectly adjust 
your leaps to land on tiny ledges, carefully avoid hazards 
such as falling boulders and spikes, and more generally 
perform assorted physical feats with impeccable timing. 
Furthermore, you wilt need no small measure of wit to solve 
the dungeon’s puzzles — for example, by identifying how to 
reach a boulder that can fall in a specific position to trigger 
a switch, which wilf in turn open a door, 


Inside the dungeon, there are various devices that you 
need to interact with to create shortcuts or solve physical 
puzzles. Slashing colored blocks with your weapon is one 
of them, but expect many others, from boulders that need 
to be moved to destroy objects or open up a path, to giant 
mechanisms that you have to explore from all angfes. 


Given the complexity of this structure's rooms, the 
size of the dungeon, and the low level of light in these 
environments, a walkthrough relying on traditional text 
and screenshots would be of very little help (and trust 
us; we fried), We have therefore prepared a full video 
guide showing how to clear each of Pitioss's rooms. 
For details simply scan the QA code above or visit 
www.piggyback.com/en/ffxv/pitioss. 
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ROYAL TOMBS & DUNGEONS 


In addition to those that you visit during the main storyline, 
there are numerous optional dungeons and tombs to find and 
explore. 


Dungeons 


0 


There are multiple optional dungeons to be found in tucis: 
When you enter one of them, a sidequest of the same name 
begins: to complete it, you need to defeat the boss guarding 
the dungeon and/or explore the local Royal Tomb. 


You will find a map showing their locations on the right, and 
walkthroughs to complete each one over the pages that 
follow. Though you can enter certain dungeons at an early 
stage in the story, it's wise to leave them until you at least 
meet the recommended level requirements. 


There are a few general tips that will increase your chances 
of success: 


© The recommended level requirements are merely 
suggestions. If you wait until you comfortably exceed 
them, the dungeons will be far less challenging. 


& Light-imbued weapons (sold at Meldacio Hunter HO} prove 
very effective against the denizens of these dungeons:== 
more precisely, all Daemons. If you do not own them vet, 
make this a top priority before you proceed. 


© On a related topic, make the most of Ignis's element- 
inducing Enhancement technique. This is an amazing tool 
for exploiting enemy weaknesses, and can be combined 
with additional weaknesses to specific weapon types to 
maximize your damage output. 


& This may sound obvious, but don't forget that eating a 
stat-boosting meal prior to a dungeon craw| will give you 
a significant edge. Reserve your most powerful dishes for- 
the hardest dungeons and you will be surprised by how 
much of a difference this can make. 


(Prono of tre ciever: EN ) 
‚ B . R it 


© Tomb of the Wise: 


The home to the Sword of the Wise, this tomb is where you 


Technically accessible during Chapter 02, this tomb, home‘ 
meet Cor for the first time during Chapter 02 (see page 44). B 


of the Bow of the Clever, is best cleared much later, when 
your party members’ levels are in the late 50s or higher. It is 
found inside the Balouve Mines {see page 178). 


EE 


Tomb of the Conqueror: 

This is the second tomb you visit during Chapter 02, found 
at the end of the Keycatrich Trench tunnels (see page 45}. 
Exploring it grants you the Axe of the Conqueror. 


Ö Tomb of the Just: 


This optional destination lies to the southwest of Coernix 
Station — Cauthess. You can enter it at any tme, as early as 
during Chapter 03. Interacting with the tombstone inside will 
reward you with the Shield of the Just. 


Tomb of the Tall: 

This tomb, found in the southeast region of Duscae, can be explored at any time from Chapter 03 onwards. The Sword of the Tall is 
supposed to be contained within, but has actually been stolen and must be retrieved by defeating the boss of the Costlemark Tower 
dungeon (see page 186 for details). This is a late-game challenge that you should leave until your party is suitably prepared — well over 
Level 50. 


Tomb of the Miystic: 


This is the tomb you visit automatically during Chapter 04 en 


_— 


at the Disc of Cauthess (see page 60). It contains the Blade 
of the Mystic. 


Tomb of the Roque: 

This tomb awaits at the heart of the Myrlwoad forest. 
Exploring this dungeon to its end {see page 188 for 
guidance) will reward you with the Star of the Roque. 


Tomb of the Wanderer: 

This is the tomb found at the end of the Glacial Grotto 
dungeon, visited during Chapter 03 (see page 56). It yields 
the Swords of the Wanderer. 
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Tomb of the Fierce: 2 Batouve Mines (Dungeon): See page 178. ’ The Rock of Ravatogh (Dungeon): See page 190. 
This tomb is hidden on the heights of the Bavatoghan 18 
volcano. You can find a walkthrough for this dungeon on 
page 190. The Mace of the Fierce is the prize awarded to 
those who visit it. 


EEE 


Keycatrich Trench (Dungeon): See page 45. 
The Myrlwood (Forest): See page 188. 


Grestholm Channels (Dungeon): See page 180, ® 


Tomb of the Pious: 

This tomb, which contains the Scepter of the Pious, rests 
deep in Malmalam Thicket, a dungeon that we cover 

on page 189. 


13 
Ti Glacial Grotto (Dungeon): See page 56. 
© Fociaugh Hoflow (Dungeon): See page 64. Royal Tombs 


® Dungeons 


Steyliff Grove (Dungeon): See page 75. 
Costlemark Tower (Dungeon): See page 186. 22 


Formouth Garrison (Imperial Base): See page 182. _ 


Dauref! Caverns (Dungean): See page 184. 


Tomb of the Warrior: 

One Royal Tomb isr't found in Lucis, but instead in 
Succarpe. You visit it automatically during Chapter 10, 
and are rewarded for your efforts with the Katana of 


Kad _ wa mk me 
mn et Kl el > 


the Warrior. ® 
Malmalam Thicket (Forest): See page 189. De Pitioss Ruins (Dungeon): See page 1/5. 
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Legend 


ICON | MEANING 


Chrome Bit 
Mythril Shaft 
Busted Bit 

lron Shavings 
Friendship Band 
Circlet 

Emerald Bracelet 
Rainbow Pendant 
Megalixir 

Elixir 

Hi-Potion 

Silver Ore 


Prismatic Dust 


Gold Ore 


Oracle Ascension Coin 
Bow of the Clever 


Champion’s Anklet 
{25%}, Prismatic Dust 
(25%), Silver Ore (50%) 


Ruby Bracelet (25%), Gold 
Ore (25%). Elixir (50%) 
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Weak to Polearms, Daggers, Fire, and Liaht; resistant to lee 
Aramusha Weak to Swords, Daggers, Lightning, and Eight; resistant to Fire 
Sidequesis 

Go through the open gate and walk up the hill. Once inside the cave, take the elevator. When you make it to this position, a set-piece ambush causes you to fall down to the 

Exit at the first floor yau reach {B1F) and follow the path represented on our map, which lower level. Use area-of-effect moves to keep the crowd of Daemons under control, 

is fairly linear and leads to a few encounters with Goblins. When you reach the apparent Once they have been neutralized, untock the door at the bottom of the slope. 

dead-end, take the small path to the left to reach the level below; the presence of a Fire 

deposit should make it relatively easy to identify. 

When you reach the metaf platform, use the easy-to-miss ladder shown here to climb À boss battle against an Aramusha awaits you in this large room. Despite the manster’s 

down to the level below. Keep going down when you reach the rails. high level, this battie is not as difficult as it might seem. This is a decidedly ponderous 
enemy, and the key to defeating it is simple: parry all of its blows. Assuming you do 
this, you will have numerous counter opportunities where you can unleash your most 
lethal combos without consequence. Quickly eliminate the Goblins at the start of the 
battle, then focus on parrying and countering as consistently as you can. To help tip the 
odds in your favor, equip Noetis with a Duranda! Sword and augment it further with the 
Enhancement technique. Be particularly wary of your opponent’s Dark-elementa! area-of- 
effect attack: whenever you notice a purple perimeter appearing around the Aramusha, 
sprint, warp, or roll-dodge away, as this cannot be phased through and wilt kil all affected 
characters instantiy. This foe has other moves that inflict Instant Death, making defense 
of paramount importance throughout the battle. 

Dungeons 


After you defeat the Aramusha, climb to the position shown here to find a very narrow The branching path beyond the narrow gap in the wall leads to this sealed door, 
gap in the walí. You finally reach the Royal Tomb on the other side. The reward for behind which a very dangerous threat awaits. This challenge, covered in its dedicated 
completing this quest is 10,000 EXP and the Bow of the Clever from the tomb itself. sidequest section (see page 194), is one that you will face much, much later. 
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e, to the east of Hammerhead, 
(enture, w 


you detay your visit until your party reaches Level 5 


tough, so cautious players may prefer to leave it until even later. 


SREST 


To enter the dungeon, faok for this opening in the fence, to your 
right after yau pass the checkpoint. Go down the staircase to find a 
hole in the ground leading to the Crestholm Channels. Once inside, 
your objective ìs to find and activate four control panels that open 
a gate to the dungeon's final boss. Note that it is very easy to get 
disoriented in this dungeon at first, with navigation complicated by 
the presence of one-way routes between levels, plus doors and 
shortcuts that can only be opened or activated from a specific side 
or elevation. 


NAME 


Bussemand 
Gelatin 
Yajimbo 
Nagarani 
Ereshkigal 


Black Flan 


would recommend that 
ge. Fhe fmal boss 15 very 


Jermungand 


The first control panel is just a few steps from your starting 
position. If you intend to plunder the dungeon of its treasures, 
now is a good time to make a methodical sweep of this main floor 
level. Avoid the slope with running water close to the first panel: 
this will propel you to a lower level and necessitate a rather tong 
return journey. There's no pressure to píck up absolutely everything 
immediately, though, as you can backtrack to this floor from the 
lower reaches of the dungeon. Once you're ready, reconvene with 
the path shown an the map. When you reach a set of railings 
northeast of the contro} panel (at which point you ere literally a few 
steps away from Sylvester's Map Piece D), jump over to reach a 
tunnel that leads to the next level down, 


| Weak to Swords, Daggers, ant 


o Greatswe 


htning and tant; resist 
| 5 and Ica 


Wypes 


e;-resistant-to.Fire 


The second control panel is to your right as you head through this 
linear corridor section. If you are visiting to complete Cindy's “The 
Ever Iliustrious Regalia” sideguest, the object that she requires 
can be found in the first room. When you reach the ledge to the 
south, interact with the raised ladder to create a shortcut. You are 
then safe to climb down. {Incidentally, if you are wondering how to 
reach the collectible on the opposite ledge, it can be accessed via 
a tunnel in the southeast of the level above.) 
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Follow the path to the third control panel and activate it. Our 
route takes you to the next dungeon level down via a semi-hidden 
hole in the floor, which enables you to pick up an otherwise 
inaccessibie collectible. Making the one-way drop means that you 
won't be able to return to this level until later, so yau may wish to 
make a detour to find a handful of collectibles beforehand. On the 
next level, grab the items within easy reach and approach the slope 
with running water. 


Before you take the plunge, take a moment to prepare your party 
for the confrontation that awaits. The {entirely necessary} plummet 
to the bottom level of the dungeon will cause fall damage when you 
land, followed by an immediate ambush by a dangerous Nagarani. 
Equip your mast suitable weapons in advance {this powerful sub- 
boss is weak to Fire, Swords, Shields, and Light, but resistant to 
Lightning). 


| MEANING 


ICON MEANING 


Bt chrome Bi ®u: eorin pendant 
Be) yin snart ®ui Target scope 
O3  rusiea Bi Sus nuto-Cnanger 


Oes ron Shavings Or Elixir 

®: Friendship Band Ors Hi-Potion 
CLI MoogleCham 918 Hero's Snielo 
Sr } Red Choker ©\18t  Wyver Lance 


Jermungand is a fearsome monster, weak to Ice, Swords, and Daggers, but resistant to Fire and Light. 
Equip your favorite weapon {the Blood Sword found in the previous room can be an excellent choice} 
and regularly infuse ìt with ice by employing Ignìs's Enhancement technique. The Star of the Rogue can 


| MEANING 
€®u1} Blood Sword 
Out 


@) 


Oracle Ascension Coin 


Ruby Bracelet (25%), 
Ether (25%), Elixir (50%) 


© Pendulum (25%), Elixir 


5 (25%), Einer (50%) 


@® Switch/Terminal 


also be remarkabiy effective here as the creature has multiple body parts that can be hit simultaneously 
from a distance, making it much easier to survive; warp-strikes to the creature's head can hit multiple 
times, causing severe damage — though this also harms Nactis significantly. Phase through every enemy 
attack, and sprint or rolt away from the devastating Fire explosion that the monster regularly causes (it 
is clearly telegraphed by the presence of fiery particles gathering in the air). In addition, seize any parry 
opportunity to launch powerful counters: an Armîger can be a worthwhile expense in a battle as difficult 
as this. When Jormungend falls, make note of the ladder that enables you to go down the octagonal 
shaft in the northwest of the arena: this leads to a sealed door, behind which lies a maze. You can only 
visit this challenging section of the dungeon after completing the game {see page 192). 


After you traverse a narrow ledge and make à daring walk over à 
pipeline, you'll notice a green gate (marked by a @j» on our map). 
Make a note of this, as you'll be returning here shortly to meet the 
dungeon's boss. In the next room you'it encounter a Black Flan, 
anather monster with sub-boss credentials. It is weak to Light 
alone, and has a resistance to alf weapons except for Royal Arms. 


CRESTHOLM CHANNELS 
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Leide: Formouth Garrison 


« We HRE NS 
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cally nota dungeon, this imperia à late-ge ptional Your first task is to stealthily eliminate the guards on the watchtowers. Walk past the 

that-can prove nes “available from the lifeless Magitek troops and move quietly toward the first tower and point-warp to a 

reach Chapter 08 and walk within a certa js of the-base. The blue marker on the steps. From there, make your way upwards and warp-kill the sentry. 
slear it is-45-1f you You can then disable the searchlight. 


_ itis marked by a waypoint if you 


From your previous position, point-warp to the nearby elevated walkway and make your From the final watchtower (which has two searchlights), look down to the area where 
way to the next watchtower in line. You can then methodically eliminate the sentries the Magitek troops are assembled. Identify the human patrols and quietly warp-kill 
(including the one by the turret, as well as any other imperial guard on the way} and those that move out of sight of their allies. Repeat this process to eliminate them all 
disable all searchlights. without being seen. 


With all sentries down, you are now free to disable the Magitek generator — unless your Combat is naw the order of business until the end of this mission. The first wave 

infiltration ended unsuccessfully with a barrage of gunfire, in which case you'll need to of enemies consists of cannon-fodder infantry and Magitek Assassins (weak to Ice, 

attend to the enemy forces beforehand. Polearms, and Daggers). The latter have attacks that can cause instant death, so be 
on your guard at all times: defend consistently and unleash brutal assaults whenever 
you have an opening. You then face a second wave featuring an MA Hoplomachus 
supported by an MA Veles-Bis, Both are weak to Lightning, Daggers, and Greatswords 
{but immune to Light and resistant to Fire}: a Thunderbolt (naturally infused with 
Lightning) or any more powerful Greatsword boosted with the Enhancement technique 
will be effective here. Try to execute sweeping blows that hit multiple body parts or 
even both bipedal tanks simultaneously for optimal results. Alternatively, note that you 
can man the fixed turret to wreak havoc, but this works only if you eliminate all snipers 
first (otherwise, they will interrupt you constantly). 
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The final battle pits you against an MA-X Cuirass and an MA-X Dux, both of which 
are weak to Machinery and Shields, but immune to Light. Equip both Noctis and 
Prompto with a weapon from this category — and if you have upgraded some of them 
by completing some of Cid's sidequests, all the better. You may also consider setecting 
one of Prompto's techniques that rely on Machinery to exploit both bipedal tanks’ 
sole vulnerability. Close-range Machinery shots prove devastating, particularly if you 
charge them for a few seconds — though you should avoid charging far too tong as 
your maximum damage per shot is capped at 9,999. Focus afl your efforts on a single 
target, then attend to the other once the first has fallen. An alternative strategy involves 
manning the fixed gun emplacement to inflict consistent damage while your opponents 
focus their assault on Ignis, Gladiolus, and Prompto. You will probably be flushed out 
(though this happens rarely if you eliminate all snipers first}, but you can simply take 
control of the turret again. 
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Magitek Booster 
Jer} Drillbreaker 


Duz] Strange Engine 


NAME 
Imperial Trooper sand fire; te tto 


Imperial Sniper _ } Weak to Firearms, Shields, ând Fire; resistant to 


earms, Shields. and Frezrtesistant tú 


Battery Soldier 


Magitek 
Assassin 


MA Veles-bis 


ad Lightamng 


After completing the mission, you can plunder the base for collectibles (though you EE k eh 


may still face heavy resistance). Of particular interest is the Strange Engine: a key item 
required to unlock the flying Regalia Type-F once you reach Chapter 15. 


MA-X Cuirass 
MA-X Dux 


Weak-to:l ds; mmunesto Light 


gak to. Machinery and Shields; immune to Ligh 
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Duscae: Daurell Caverns 
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A dirt path will take you 
visit it with a Level-30 


From the entrance, you soon face a fork in the path. Both routes are entirely viable. We 
suggest you opt for the right-hand one, as shown on our map, as this will enable you to 
clear the dungeon of all of is creatures before you trigger the boss encounter. Be patient 
and prudent in battles that pít you against multiple Daemons. The Ronin enemies, which 
you should be familiar with by this stage, are not hard to defeat if you parry their blows 
consistently, but their attacks take a toll if they land — some can even cause instant death. 
Stay on the defensive while many creatures are still alive, striking hard and quickly after 
each successful parry. Once their numbers dwindle, you can became more aggressive. 


When you reach the scaffolding, don't forget to interact with the ladder, as shown on 
this picture. This will create a shortcut enabling you to climb back up should you need to. 


At the end of the path an Iron Giant ambushes you, and is soon joined by additional 
Daemons. The giant will fall quickly if you wield a weapon infused with Light (available 
from the Meldacio Hunter HQ arms vendor). Phase and parry whenever it attacks, 
but remain on the offensive most of the time, Try to defeat the lron Giant in priority, 
if possible within seconds, as his blows can potentially destroy the nearby scaffolding, 
thus preventing you from reaching the section described in the next step. Important: 
before the final target falls, point-warp to the small platform at the top of the scaffolding 
in question, shown here. This is the only way to access this area as the blue marker 
disappears when the battle ends. Interact with the ladder to create a permanent 
shortcut. Your victory rewards you with 4,000 EXP 


NAME 
Necromancer 


Ronin Weak to Swords 


Hecteyes | Weak to 


{ron Giant Weak t 


From the platform at the top of the scaffolding, go through the small opening in the 
rock wal}. You will find another sealed door on the other side, behind which a very 
hard challenge awaits; remember its location for a later visit. We cover these special 
optional endgame bosses in a dedicated section that begins on page 192. 
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Duscae: Costlemark Tower ee Enemy Analysis 


_ NAME { NOTES 


Gelatin Weak to ing and Light; resistant to-altstandard 
weapon types; absorbs Fire-an 


Thunder Bomb | Weak to Swords, Daggers, and Light; ab Lightning 


Galvanade Weak-to Firearms; Machinery and Light, absorbs- Hattsing 


Bussemand Weak to Greatswords, Machinery, Fire-and big 
tto Lightning 


Ereshkigal, Weak to Swords, Shields, Fire, and Lights resistant to 
Garchimacera | Lightning 


Nagaram Weak tas! s, Lightning, and Light; resistant 
to Fire 


Yajimbo Weak-to:Potearms, Firearms, Hahtaing, and:biakt resistant 
This dungeon is located in the far southeast of the Duscae region. The recommended level tto fire: 


ta clear it 15:55, It ís without a doubt one of the hardest dungeons-in the entire game. A SE 2 
Flan Weakte Light: resistant to all standard weapon types 


Red Giant Weak to Light, resistantto alt other forms of damage 
texcept Royal Arms] 


Jabberwock Weak to Polearms, Machinery, anddce; resistant to Fire 


The entrance to Costiemark Tower is only open at night. If you Follow our suggested path until you reach this large square room. The game will leave you no choice but to use inconect cubes at 
arrive during the day vou will find it seated. When you reach the Make sure you do not inadvertently step on the bright red floor first, thereby causing you to visit the room below with increasing 
room shown here, you have two possibie routes: the way down the switch: this would take you back to the beginning of the dungeon. numbers of Daemons. in general, the first cube to be available is 
stairs with a broken pillar acting as a bridge {shawn on our map), You might be under the impression that this room has no exit other __ the one in the northeast (use the interaction pont farther away from 
or the way past the tiny traversable ledge, beyond which you can __ than the red fioor switch, but in fact it does. Examine the floor you when you have a choice; the closest one would take you back 
jump down to the foor below. Both routes dovetail a little later on, panels emitting a blue light in each corner of the room and you will__upstairs, requiring an extra loop}; the second cube to be available is 
so feel free to choose either. notice that you can interact with one of them. The panels actually often the one in the southeast, followed hy the one in the northeast, 
correspond to one side of a moving cube: when you activate them, and finally the correct one: the cube in the sauthwest corner of 
the cubes move downward. By interacting with a cube multiple the room. This sequence is partly randomized, however: you may 
times, you will open up a path to a lower section of the dungeon. experience a different order. 

The trick is that alf of the cubes but one are traps: they lead to a 

large room an the floor below, where multiple high-level Daemons, 

including Red Giants, await. Once you defeat all the monsters, a 

cube will take you back upstairs to the large square room, where 

you can try a different path. Every time you take a wrong path, the 

monsters in the room below become more numerous, making the 

encounters increasingly difficuft. 


When you can finally interact with the cube in the southwest _ {n the room with the Red Glants, vou may have noticed a small gap In the final room you are confronted by a fearsome Jabberwock. 

corner of the large square room, follow the path shown on our in a wall that you can go through. This leads to a sealed door behind lt is weak ta Polearms, Machinery, and Ice {and resistant to Fire 

map to find the exit. Be very careful, as there are two interaction which a ferocious fiend is locked. You can face this creature during and Light). Your most powerful weapon in either category, regularly 

points midway through the cube section: do not touch the one in a specific sidequest (see page 192), though this task is unavailable boosted with Ignis's Enhancement technique, will give the best 

the dead-end to the south, but opt for the one to the east instead. until you have compteted the main storyline. results. Equipping the Star of the Rogue can also be a solid choice 

Once you find an elevator, activate it to reach the final room. to hit multiple body parts while remaining far enough away from 
the monster to avoid most of its assaults. Make sure your allies 
also wield well-adapted gear. As ever, phase and party to the best 
of your ability, and consider casting your most powerful Ice spells. 
Once the monster falls, you obtain 15,000 EXP and a Royal Arm — 
the Sword of the Tali. Step on the red floor switch once you are 
ready to return to the dungeon’s entrance. 
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Cleigne: The Myrlwood 


E 


Progression in the dungeon is very straightforward, so simply follow the path represented 
on our map. Note that you can make camp at the local haven by making a brief detour to 
the south when you reach the branching path. 


PS NAME 


Mandrake | Weak to-Swo and Fite, resistan 
Mushussu 


Treant 


When you reach the final section you are attacked by a dangerous opponent: a Treant. 
This creature is weak to Greatswords, Machinery, and Fire, so try to equip weapons from 
these categories for both Noctis and Prompto. Ignis's Enhancement technique, which 
imbues Noctis's weapon with Fire properties, is quite devastating here. The Treant's 
attacks are not particularly difficult to block, so parry at each opportunity. After the 
battle, open the nearby Tomb of the Rogue to retrieve a new Royat Arm: the Star of the 
Bogue. Your reward for this quest is 3,000 EXP 
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ICON; MEANING 


5 Kee OBB:  ciant Crab Pincers 


Moon Pendant 


Thunderbolt 


Scepter of the Pious 


Delta Daggers 


Malmashroom 


Prismatic Shard 


Oracle Ascension Coin 


Sapphire Bracelet 
(25%), Pendulum (25%), 
Prismatic Shard (50%) 


Star Pendant (25%), 
Golden Hourglass (25%), 
Hi-Elixir (50%) 


ANNEER eee 


Navigating this relatively lingar dungeon is not particularly challenging. The only section 
where you might need a little help is shown on this screenshot. When you reach the 
waterfall, a short walk beyond the haven, climb to the top, then take a right, You will 
find a narrow gorge between the rock walls, leading to the final section of the forest. 


Äs you near the end of the dungeon you will notice a Roval Tomb in the distance, with 
a Bandersnatch to defeat before you can reach it. This creature is weak to Polearms, 
Machinery, and Lightning so prioritize these for all of your characters. Focus on defense if 
you struggte with the monster's speed, then use any parry opportunity to unleash lethal 
counters. One very reliable strategy consists of equipping the Star of the Rogue obtained 
from the Royal Tomb in the Myrlwood. Enhance it with Ignis, then fire repeatediy at 
your target from a distance. Occasionally point-warping to a blue marker position and 
following up with a warp-strike can inflict massive damage, but watch your own HP in 
the process. The sidequest is complete when the monster falls, leaving you free to claim 
the Scepter of the Pious in the Royal Tomb and a reward of 3,000 EXP 
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el Cleigne: The Rock of Ravatogh 
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After you clear Fort Vaullerey 
during the main storyline (see 
page 70), you can return to this 
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As this dungeon is rather linear, your progression should be very smaoth. When you When you reach this location, you might wonder how to make it ta the top of the cliff, 
reach the very steep portion of the climb, however, you might struggle a little, The key There is a climbable surface that enables you to ascend after pressing @/G. Use the 
is to continually tilt ® forwards, making only very subtle lateral adjustments when you same method to climb the second part of the cliff. 

need to alter your course to the side. Stay calm and focused and you will soon manage 

to move up at a steady pace. Using the trick to refresh your stamina {by pressing/ 

releasing the corresponding button again when the gauge is about to be fully depleted) 

makes a big difference here. If you struggle, consider eating a meal that grants infinite 

stamina before visiting the dungeon: the Smoked Dualhorm Shank available from the 

nearby Verinas Mart — Ravatogh restaurant falls into this category. 


From the haven, vou wil notice a narrow rocky path that you can use to progress. Walk alongside the wall on the right-hand side of the arena (with the nest behind you): 

Follow it until you reach a giant nest, and a large arena beyond. you will soon see a small opening leading to a path, at the end of which lies the Tomb 
of the Fierce. Ôpen it to expand your collection of Royal Arms with the Mace of the 
Fierce and obtain 4,000 EXP 


EB ROCK OF RAVATOGH 


« Dungeons 
Quality Building Stone Ammonite Fossil On: Magic Flask 


Building Stone & jH7 Ruby Bracelet : Silver Shard (25%), Silver Ore (25%), Silver Dust (50%) 
Tiny Feather us Kettier Ginger ) Gold Shard (25%), Gold Ore (25%), Gold Dust (50%) 
Glass Gemstone [\, Mace of the Fierce ® Silver Ore (25%), Prismatic Dust (25%), Building Stone (50%) 


Oracle Ascension Coin Silver Bangle (25%), Fire Crest (25%), Tiny Feather (50%} 
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After completing the main storyline and clearing four optional dungeons 
(Balouve Mines, Crestholm Channels, Daurell Caverns, and Costlemark 
Tower), you can trigger this quest by speaking to Ezma at Meldacio 
Hunter HO. You will find her seated in a chair on a wooden terrace close 
to the local restaurant. She tasks you with one of the biggest and most 
challenging missions in the game, requiring you to defeat ferocious 
fiends sealed behind eight doors located around the Lucian frontier. 
These are found deep within the game's dungeons, usually mere steps 
away from the Royal Tombs or boss chambers. 


Using the key that you receive at the beginning of this quest, you can 
now unseal these doors. However, the monsters you need to eliminate 
are not directly beyond — you have a network of tunnels to explore first, 
with rooms filled with additional high-level enemies. Think of them as 
dungeons within dungeons. 


As you gradually progress and clear rooms of monsters, you go 
deeper and deeper into the maze, with branching paths leading to 
dead ends — and no in-game map whatsoever to help you. Your 
perseverance is rewarded, however. Not only do you accrue EXP 
from the numerous Daemons you defeat, but these mazes feature 
numerous collectibles, including valuable consumables, accessories, 
and even weapons. 


In this section, we offer a breakdown of the structure of each maze 
to help you identify which exit is the correct one whenever you reach 
branching paths, what monsters you can expect to encounter, and 
which valuable items you should look for, 


Objective 

Once you go through a sealed door and enter a maze, your primary goal 
is to make your way to the deepest room, where the maze's guardian 
awaits. Defeat this boss and your objective is complete; exploring each 
and every dead end is entirely optional. 


We will help you reach this goal by giving you a summary of the 
weaknesses and resistances of all fiends you will encounter in each 
maze, including bosses. 


You may complete the mazes in any order that you see fit. Once you 
have explored all eight and defeated the redoubtable menaces quarding 
their deepest rooms, report back to Ezma to complete this enormous 
sidequest. 


Maze Structure 

Each maze is composed of a combination of recurring segments. 
There are four standard segment types, which we have designated 
A, B, G, and D. Every standard segment type has a specific shape, 
but all of them are linear: as you become familiar with them, you will 
find it easier to navigate the mazes and know what to expect around 
every corner. 


© Gave Mazes (Keycatrich Trench, Balouve Mines, Fociaugh Hollows, 
Glacial Grotto, Daurell Caverns, and Crestholm Channels) feature 
segment types A, B, and G. 


& Ruins Mazes (Costlemark Tower and Steyliff Grove) feature all four 
types: A, B, G, and D. 


Each segment contains two raams (where you will encounter enemies 
and find collectibles) linked by corridors (all empty). 


STANDARD :SEGMENT.TYPES-& SHAPES 


EXAMPLE OF:STANDARD SEGMENT IN CAVE MAZES 


EXAMPLE OF STANDARD SEGMENT-IN RUINS:MAZES 


[SecondRoom] 


In addition to the standard segment types, you will regularly encounter 
segments that feature branching paths in their second room: one path 
leads to the deeper sections of the maze, while the others lead to dead 
ends with more collectibles and enemies to fight. 


Navigation in general is not easy as visibility is very low in these dark 
environments. Even linear sections can prove challenging because they 
feature twists and turns, or very large rooms. The risk of getting lost is far 
greater in rooms with multiple exits, though. If you choose one randomly 
and explore it to its end, remembering where you came from and where 
you're supposed to go when you backtrack can prove challenging. 


To help you know where to go when you face branching paths, we 
reveal the position of the correct door (to your left, right, or middle) 
in every single instance. You can also use the in-game compass as a 
_ _navigational aid. 
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Navigation is further complicated by the presence of high-level 
opponents in most rooms. You might be tempted to run past them and 
head straight for the exit but it's usually impossible: gates regularly shut 
when you enter a room, blocking all exits. It’s only once you've defeated 
alf enemies that you can resume your progression In the maze. 


ff you can't bear any more, departing via the “Return to entrance” option 
on the Map screen will warp you back to the maze's sealed door. 


Camps 

Every five segments you negotiate in a maze, you will find a camp. 
These enable you to rest and to refill your maximum HP completely —a 
welcome feature given that you will regularly face powerful Daemons. 
lt goes without saying, however, that you should stockpile a mountain 
of supplies before you begin, particularly powerful recovery items such 
as Elixirs. 


In addition to their healing properties, camps are essential in that they 
enable you to “bank” the EXP that you accrue while defeating hordes 
of enemies. Indeed, resting at these locations is also the only way to 
record your progress with the auto-saves that occur automatically after 
the party sleeps. 


a 


sand 


FINAL FANTASY. IV 


® Sidequests 


IENS 


193 


194 


9 A Menace Sleeps in Keycatrich (Lv. 55) 


SEGMENT 


Branching paths — 
correct exit: middle 


Lakhmu Flan 


Maze Location: Keycatrich Trench (see page 45) 


Maze Structure 


COLLECTIBLES (NORMAL) 
« Elixir 
Hi-Potion 
Laser Sensor 
* Mythril Shaft 
* Shattered Timepiece 
* Quality Building Stone 
» Splendid Building Stone 
» Beautiful Bottle 
» Debased Coin 
Debased Silverpiece 
Prismatic Shard 


* Dominator {Greatsword) 


* Laser Sensor 

* Hi-Potion 
Mythril Shaft 
Splendid Building Stone 
Earth Gemstone 

+ Sky Gemstone 
Beautiful Bottle 
Debased Coin 

+ Debased Silverpiece 
Prismatic Shard 

* Yellowstone Crystal 


Hyper Magnum {Firearm) 


types and Ice 


Weak to Fire, Lightning, and Light; resists all standard weapon 


COLLECTIBLES (RARE) 


« Circlet 
Gold Bangle 
Oracle Ascension Coin 
Emerald Bracelet 
(50% chance}, 
Hi-Elixir (25% chance), 
or Hi-Potion (25% chance} 
Rune Earring (50% chance), 
Ether [25% chance), 
or Hi-Potion (25% chance) 


+ Diamond Bracelet 

« Wizard Shield 

* Gold Bangle (50% chance), 
Elixir (25% chance), 
or Hi-Potton (25% chance) 

« Oracle Ascension Cain 

» Mega Phoenix (50% chance), 
Ether (25% chance), 
or Hi-Potion (25% chance) 


Weak to Light; resists all other standard damage types; use Royal 


Arms and be very aggressive to limit your exposure to its gravity- 


based (attractive) attack 


A-Menace 


sleeps in Balouve (Lv. 78) 


Maze Location: Balouve Mines (see page 178) 


Maze Structure 


SEGMENT 


COLLECTIBLES (NORMAL) 


* Chrome Bit 

* Busted Bit 

* Gold Ore 

« Silver Ore 

* Prismatic Dust 

« Prismatic Shard 
Prismatic Ore 

® Mythril Shaft 

+ Potion 
Hi-Potion 

« Mega-Potion 

«Ether 


COLLECTIBLES (RARE) 


* Hi-Elixir 
« Megalixir 
+ Oracle Ascension Coin 
* Emperor's Anklet 
{50% chance), 
Hi-Elixir (25% chance}, 
or Hi-Potion (25% chance) 
+ Oracle Earring (50% chance), 
Ether (25% chance), 
or Hi-Potion (25% chance) 


* Apocalypse (Greatsword) 


Branching paths — 
correct exit: feft 


Branching paths — 
correct exit: left 


e Chrome Bit 

+ Mythrij Shaft 

* Earth Gemstone 

+ Beautiful Bottie 

® Prismatic Dust 
Prismatic Shard 

« Prismatic Ore 

+ Potion 

* Hi-Potion 

* Mega-Potion 

* Ether 


Enemy Analysis 


NAME 


NOTES 


» Megalixir 

» Platinum Ingot 

» Platinum Bangle (50% chance), 
Elixir (25% chance), 
or Hi-Potion (25% chance} 

* Oracle Ascension Coin 

+ Hi-Eiixir (50% chance), 
Ether (25% chance), 
or Hi-Potion (25% chance) 

* Oracle Earring (50% chance), 
Ether (25% chance), or 
Hi-Potion (25% chance) 


Weak to Polearms, Shields, and Ice; resistant to Fire and Light 


Weak to Greatswords, Machinery, Fire, and Light; resistant to 


Lightning 


Weak to Polearms, Daggers, Lightning, and Light; resistant to Ice 


dl Weak to Polearms, Daggers, and Fire; resistant to Lightning and 
tight 


Weak to Daggers, Firearms, Ice, and Light; resistant to Fire 


Weak to Greatswords, Shields, Ice, and Light; resistant to 
Lightning; employs Dark-etemental attacks capable of causing 
Instant Death; phase and parry consistently, countering with 
Light-imbued weapons enhanced by Ignis 


Psychomancer 


en ad 
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A Menace Sleeps in Fociaugh (Lv. 65) ® A Menace Sleeps in the Grotto (Lv. 65) 


Sidequesis 
Maze Location: Fociaugh Hollows (see page 65) j Maze Location: Glacial Grotto (see page 56} 
Maze Structure Maze Structure 
SEGMENT COLLECTIBLES (NORMAL) COLLECTIBLES (RARE) SEGMENT COLLECTIBLES (NORMAL) _ COLLECTIBLES (RARE) 
* Ammonite Fossil * The Grand Chamberlain » Ammonite Fossil Black Belt 
* Ancient Dragon Tooth » Megalixir Gan + Ancient Dragon Tooth » Megalixir 
» Quality Building Stone + Oracle Ascension Coin > Quality Building Stone * Oracle Ascension Coin 
Branching paths — _} * Splendid Building Stone » Moon Pendant (50% chance), » Splendid Building Stone « Mega-Potion (50% chance), 
correct exit: middle | = Beautiful Bottle Ether (25% chance), » Beautiful Bottle Ether (25% chance}, 
* Debased Coin or Hi-Potion (25% chance) « Debased Coin or Hi-Potion (25% chance) 
Debased Silverpiece » Earth Pendant (50% chance), Debased Silverpiece » Circlet (50% chance), 
Potion Ether (25% chance), Potion Ether (25% chance), 
Hi-Potion or Hi-Potion (25% chance) « Hi-Potion or Hi-Potion (25% chance} 
Mega-Potion Mega-Potion 
Ether + Ether 
Prismatic Shard * Prismatic Shard 
« Yellowstone Crystal Vigilantes (Daggers) 
Dogan eogel Branching paths — __{ * Ammonite Fossil + Hi-Elixir 
Eee Tesa & Levander A correct exit: right | * Ancient Dragon Tooth Megalixir 
: ; © Quality Building Stone Oracle Ascension Coin 
Branching paths — en se sne eh bs SS « Splendid Building Stone Rainbow Pendant 
correct exit: right + Splendid Building Stone & Oracle Ascension Coin Branching paths — | “Beautiful Bottle (50% chance), 
+ Beautiful Bottle « Diamond Bracelet correct exit: middle |+ Debased Coin Etner (25% chance), 
Earth Geristone (50% chance) C * Debased Silverpiece or Hi-Potion (25% chance) 
> Sky Gemstone Ether (25% chance), * Potion HiElixir (50% chance), 
+ Hi-Potion or Elixir (25% chance) Hi-Potion_ Ether (25% chance, 
Mege-Potion Mega-Potion or Hi-Potion (25% chance} 
+ Ethor zE 
ot Prismatic Shard 
Elixir 
* Yellowstone Crystal 
Boss (Chandravarma) | - Enhancer (Sword) d 
Platinum Ingot 
n * Ammonite Fossil Hi-Elixir 
Enemy Analysis É * Ancient Dragon Tooth + Megalixir 
* Quality Building Stone + Oracle Ascension Coin 
NAME NOTES + Splendid Building Stone Star Pendant {50% chance), 
Weak to Polearms, Shields, Lightning, and Light; resistant to Fire _ | * Beautiful Bottie Ether (25% chance), 
: STE 3 , ) in EO » Earth Gemstone or Hi-Potion (25% chance) 
Weak to Polearms, Firearms, Lightning, and Light; resistant to Fire COIreCt EXIÙ. Sky Gemstone Safety Bit (50% chance), 
Ganymede Weak to Greatswords, Shields, and Light; resistant to Fire * Potion Ether (25% chance), 
+ Hi-Potion or Elixir (25% chance) 
Skaletan Weak to Greatswords, Machinery, ice, and Light; resistant to é + Mega-Potion 
Lightning » Ether 
ien ENGE ; « Prismatic Shard 
Weak to Swords, Daggers, Lightning, and Light; resistant to Fire B Yelinikatone OASUI 
Chandravarma Resistant to all standard damage types except Light; employs Boss (Kengo) | -Exeautioner (Fiream) 
Fire-elemental and gravity-based (attractive) attacks; use Royal Boss (Kengo) Executioner (Firearm) 
Arms and defend consistently, countering with aerial combos ta 
HreEe0 Pr Enemy Analysis 
NAME NOTES 
Weak to Polearms, Firearms, Lightning, and Light; resistant to Fire 
pe Cryanade Very weak to Fire; weak to Firearms, Machinery, and Light; 
absorbs Ice 
Skeleton Weak to Greatswords, Machinery, Ice, and Light; resistant to 
Lightning 
Elder Goeurf Weak to Swords, Daggers, and Fire; resistant to Light; immune 
to Lightning 
Weak to Polearms, Shields, and Fire; resistant to Lightning and 
Light 
Weak to Polearms, Firearms, Lightning, and Light; resistant to 
Fire; employs Ice-elemental attacks, and Dark-elemental attacks 
capable of causing Instant Death; focus on parrying and retaliate 
with a Radiant Lance regularly enhanced by Ignis 
Menaces 
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® A Menace Sleeps in Daurell (Lv.-72) 


Maze Location: Daurell Caverns (see page 184} 


Maze Structure 
SEGMENT COLLECTIBLES (NORMAL) COLLECTIBLES (RARE) 


* Ämmonite Fossil * Emperor's Anklet 
Branchindipaths — « Ancient Dragon Tooth « Megalixir / 
corrects El Quality Building Stone « Oracle Ascension Coin 

ä » Splendid Building Stone Lavender Oil (50% chance), 
A » Beautiful Bottie Ether (25% chance), 

« Debased Coin or Hi-Potíon (25% chance) 

= Debased Silverpiece + Hi-Elixir (50% chance), 

* Beetle Shell Ether (25% chance), 
Potion or Hi-Potíon (25% chance) 
Hi-Potian 
Mega-Potion 


Branching paths — _ {*Ammonite Fossil = Hi-Elixir 

correct exit: middle } s Ancient Dragon Tooth » Megalixir 

» Quality Building Stone « Oracle Ascension Coin 

« Splendid Building Stone Field Medicine 

» Beautiful Bottle « Golden Hourglass 

« Earth Gemstone (59% chance), 

« Sky Gemstone Ether (25% chance), 

* Debased Silverpiece or Hi-Potion (25% chance) 

« Potion e Hi-Elixir (50% chance), 

« Hi-Potion Ether {25% chance), 
Mega-Potion or Hi-Potion (25% chance) 

» Ether 


» Duel Code (Greatsword} 


* Ammonite Fossil + Oracle Earring 
* Ancient Dragon Tooth + Megalixir 
= Quality Building Stone « Oracle Ascension Coin 
= Splendid Building Stone Hi-Eliir (50% chance), 
» Beautiful Bottle Ether (25% chance), 
« Earth Gemstone or Hi-Potion (25% chance) 
e Sky Gemstone + Mega Phoenix (50% chance), 
+ Potion Ether (25% chance}, 
» Hi-Paotion or Elixir {25% chance) 
* Mega-Potion 
* Ether 
Prismatic Shard 
» Yellowstone Crystal 


Branching paths — 
correct exit: right 


Boss (Mahanaga) « Precision Lance (Polearm) 


Enemy Änalysis 
NAME NOTES 


Malbadoom Weak to Greatswords, Machinery, and Fire; resistant to Ice and 
Light 


Weak to Fire, ice, and Light: immune to all weapan types (except 
for the Ring of the Lucii}; absorbs Lightning 


Weak to Ice, Lightning, and Light; immune to all weapon types 
(except for the Ring of the Lucii); absorbs Fire 


Weak to Shields, Machinery, Fire, and Light; resistant to Ice 


Weak to Swords, Shields, Lightning, and Light; resistant to Fre; 
capable of healing; capable of inflicting Toad and Stone statuses; 
equip a Ribbon and a Durandal enhanced by Ignis; prioritize 

defense and counter with aerial combos to the head 


Mahanaga 


0 A Menace Sleeps in Crestholm (Lv. 92) 


Maze Location: Crestholm Channels (see page 180) 


Maze Structure 
SEGMENT COLLECTIBLES (NORMAL) COLLECTIBLES (RARE) 


Branching paths — « Rusted Bit s Hi-Elixir 
correct exit: right ron Shavings « Megalixir 
Chrome Bit » Oracle Ascension Coin 
Mythril Shaft » Anklet of the Gods 
Debased Silverpiece (50% chance), 
Branche She Debased Banknote Elixir (25% chance}, 
ane * Potion or Hi-Potion (25% chance) 

correctexit:left |, H.potion Hi-Elxir (50% chance), 

» Mega-Potion Elixir (25% chance), 

« Ether or Hi-Potion (25% chance} 

® Elixir 

Phoenix Down 


Camp Mystic Circlet (Accessory) 


Branching paths — + lron Shavings Tarot Card 
correct exit: middle {> Chrome Bit « Megalixir 
Mythril Shaft * Oracle Ascension Coin 
Rare Coin + Tarot Card (50% chance), 
Branching paths — | *Debased Silverpiece Elixir (25% chance), 
correct exit: middle | Debased Banknote or Hi-Potion (25% chance) 
Potion « Hi-Elixir (50% chance), 
« Hi-Potion Elixir (25% chance), 
» Mega-Potion or Hi-Potion (25% chance) 
Ether 
Elixir 
« Hi-Elixir 


Mighty Guard (Accessory) 


> Ammonite Fossil « Blue Diamond Bracelet 
« Ancient Dragon Tooth * Megalixir 
+ Quality Building Stone * Oracle Ascension Coin 
= Splendid Building Stone « Hi-Elixir (50% chance), 
« Beautiful Bottle Ether (25% chance), 
+ Earth Gemstone or Hi-Potion (25% chance) 
* Sky Gemstone * Legatus Bangle (50% chance), 
« Potion Megalixir (25% chance), 
Hi-Potian or Elixir (25% chance) 
* Mega-Potion 
« Ether 
Prismatic Shard 


Ei 


Boss (Manxomn) « Gigas Bangle {Accessory} 


Enemy Analysis 
NOTES 


Weak to Polearms, Machinery, and Ice; resistant to Lightning 
and Light 


Weak to Polearms and Lightning; resistant to Greatswords and 


lee; capable of inflicting Stone status; phase and parry to the 
best of your ability, counterattacking with a powerful Polearm 
enhanced by Ignis; the Star of the Rogue can work well to fight 
from a safe distance, and multí-cast Thundaga spells can inflict 
massive damage 


9 A Menace Sleepsin Costlemark* (Lv. 99) 


SEGMENT 


Camp (Megalixir) 


Branching paths — 
correct exit: middie 


C 
Camp (Megalixir) 
Branching paths — 


correct exit: right 


Boss (Jormungand) 


Branching paths — 
correct exit: left 


Camp (Platinum 
Ingot) 


Branching paths — 


correct exit: middie 


A 
Camp (Mythril Ingot) 


NAME 


Bilröst 


Maze Location: Costlemark Tower (see page 186) 


Maze Structure 
COLLECTIBLES (NORMAL) 


+ Rusted Bit 
+ Chrome Bit 
« Mythril Shaft 
* Debased Coin 


| « Debased Silverpiece 


+ Sky Gemstone 

+ Potion 
Hi-Potion 

» Mega-Potion 
Ether 
Elixir 

« Hi-Elixir 


» Soul of Thamasa (Accessory) 


Megalir 


Chrome Bit 

* Mythril Shaft 
Debased Silverpiece 
Debased Banknote 
Bare Coin 
Mega Phoenix 
Sky Gemstone 
Hi-Potion 
Mega-Potion 
Ether 

+ Elixir 

 Hi-Eliir 


NOTES 
Havecfang {Weak to Greatswords, Daggers, and Ice; resistant to Fire and Light 


Weak to Polearms, Daggers, and Light; resistant to Ice; absorbs 
Lightning 


Weak to Greatswords, Shields, and Light; resistant to Lightning; 
absorbs Fire 


Weak to Greatswords, Machinery. and Light; immune to Ice; absorbs 
Fire and Lightning 


Weak to Swords, Daggers, and Ice; immune to Fire; employs Fire- 
elemental attacks; regularly enhance your best Sword with Ignis and 
perform agria! combos; the Star of the Rogue can also be effective 


COLLECTIBLES (RARE) 


« Megalixir 

= Oracle Ascension Coin 
Magitek Core (50% chance), 
Onion Bangle (25% chance), 
or Hypno Crown (25% chance) 
Black Choker (50% chance), 
Elixir (25% chance), 
or Hi-Elixir (25% chance) 
Blue Diamond Bracelet 
(50% chance), 
Elixir (25% chance}, 
or Hi-Elixir (25% chance) 

* Gigas Bangle (50% chance), 
Elixir (25% chance) , 
or Hi-Elixir (25% chance) 


» Applied Sorcery 
= Celestriad (50% chance), 
Circlet (25% chance), 
or Hi-Elixir (25% chance) 
«Tarot Card (50% chance), 
Megalixir (25% chance). 
or Hi-Elixir (25% chance) 
Mega Phoenix (50% chance), 
Elixir (25% chance), 
or Hi-Elixir (25% chance) 


| 


*Consumable items cannot be used ìn thìs maze, making progression extremely 


challenging. 


A Menace Sleeps in Steyliff (Lv..86) 


Maze Structure 
SEGMENT 


0 SR 
Camp {Hi-Elixir) 


Branching paths — 
correct exit: middte 


Branching paths — 
correct exit: middle 


Branching paths — 
correct exit: left 


NAME 


ep 
Psychomancer 


Maze Location: Steyliff Grove (see page 75) 


COLLECTIBLES (NORMAL) 


« Rusted Bit 
lron Shavings 
Chrome Bit 
Mythril Shaft 
Debased Coin 

» Debased Silverpiece 
Rare Coin 
Potion 
Hi-Pation 
Mega-Potion 
Ether 
Elixir 

« Balmung (Sword) 


COLLECTIBLES (RARE) 
Megalixir 

« Oracle Ascension Coin 

« Celestriad (50% chance), 
Purified Salt (25% chance), or 
Legatus Bangle (25% chance) 
Emperor's Ankiet 
(50% chance), 
Elixir (25% chance), 
or Hi-Potion (25% chance) 

» Hi-Elixir (50% chance). 
Elixir (25% chance), 
or Hi-Potion (25% chance) 
HiElixir (50% chance}, 
Elixir (25% chance), 
or Hi-Potion (25% chance) | 


Rusted Bit 
lron Shavings 
= Chrome Bit 
= Mythril Shaft 
» Debased Coin 
» Debased Silverpiece 
» Debased Banknote 
» Potion 
Hi-Potion 
» Mega-Potion 
Ether 
+ Elixir 
* Aegis Shield (Shield) 


+ Chrome Bit 
Mythril Shaft 
+ Rare Coin 
Sky Gemstone 
Debased Silverpiece 
« Debased Banknote 
» Potion 
« Hi-Potion 
» Mega-Potion 
Ether 
» Elixir 
Mega Phoenix 


» Megalixir 
Oracle Ascension Coin 
« Anklet of the Gods 
+ Platinum Ingot 
Platinum Bangle (50% chance), 
Elixir (25% chance), 
or Hi-Potion (25% chance) 
« Hi-Elixir (50% chance), 
Elixir (25% chance), 
of Hi-Potion (25% chance) 


« Megalixir 
- Oracle Ascension Coin 
Robe of the Lord 
Centurion Bangle 
(50% chance), 
Ether (25% chance), 
or Hi-Potion (25% chance) 
« Purified Salt (50% chance), 
Megalixir (25% chance), 
or Elixir (25% chance) 
« Hi-Elixir (50% chance), 
Ether (25% chance), 
or Hi-Potion (25% chance) 
« Hi-Elixir (50% chance), 
Megalixir (25% chance), 
or Elixir (25% chance) 


Weak to Polearms, Shields, and Fire; resistant to Lightning and Light 


Weak to Greatswords, Machinery, and Fire; resistant to ce and Light 


Weak to Swords, Greatswords, Ice, and Light; resistant to Lightning; 
employs Fire-elemental attacks; capable of inflicting Stop status and 
Instant Death 


Lightning-elemental attacks; phase/parry whenever vou identify an 
oncoming blow, and make the most of each counter opportunity with an 
enhanced Polearm and aerial combos 
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RANDOLPH 


You must have finished the main storyline to access these quests. Load 
your “Chapter 15” save file, then return to Lucis with the “Call Umbra” 
function and visit Randolph in Lestallum. Be aware, though, that the 
monsters you face in these assignments are among the strongest and 
deadliest in the entire game. You can make a start on these quests with 
a well-developed party, but you'll need to be close to, or have reached, 
the level cap of 99 with all four party members to complete them all — 
and, moreover, be equipped with the best gear available. Consult our 
Inventory (see page 200) and Strategy & Analysis (see page 266) 
chapters to prepare yourself in advance. 


The sensible approach is to tentatively begin each of these battles in tur 
and assess how much damage your party is inflicting. Íf the figures that 
appear are trivial, making no impression on the huge HP bar, disengage 
and retum when you are more powerful. 


The creatures you pursue in these missions might not always appear 
immediately when you reach the designated area. They are considered as 
wild monsters, and are therefore not set to appear at all times: complex 
conditions govern which target spawns where. You will sometimes need 
to leave the area and return a little later (or, another potential solution, 
save and reload immediately) to meet the required foe. 


ashal Alk 
Randolph, your contact for this series of quests, is found in Lestallum at the end of the 
back alley just north of the Arms Vendor. 


A LEGEND £S BORN 


« Unlock Condition: Reach Chapter 15. 

+ Bennu's Affinities: Weak to Polearms, Machinery, and Lightning; resistant to Ice and immune to 
Light 

« Recommended Level: 55 

« Notes: Randolph first sends you to defeat a gigantic bird called Bennu to the south of the Prairie 
Outpost in Leide. To optimize your damage output, choose your most powerful Potearm (the Wyvern 
tance can work really well here) and regularly infuse it with Lightning through Ignís’s Enhancement 
technique (Prompto's Piercer also helps), Don't forget to eat a stat-boosting dish prior to the battle, 
and equip your aflies with appropriate gear. Your strategy should revolve primarily around aerial 
combos targeted preferably af the creature's head, With the relevant Ascension nexuses unlocked, 
you can perform long and powerful chained attacks, regularly refiling your MP bar by point-warping 
to blue marker positions. When the bird flies high in the air, be prepared for a parry opportunity: if 
you succeed, the creature wilt collapse, giving you a chance to inflict massive damage. Once the 
creature falls, deliver the Jet-Black Beak to Randolph. 

+ Reward: 8,000 EXP Iron Duke (Greatsword) 


DREADFUL LEGEND 

+ Unlock Condition: Complete "A Legend fs Born”, 

+ Malbodoon's Affinities: Weak to Daggers and Ice; resistant to Greatswords, Fire, and Light 

© Becommended Level: 65 

« Notes: For this second guest, you need to efiminate a Malbodoom ín the Vesperpool region. fts 
Malbroro Brat minions serve as distractions and damage sponges, so the best strategy is to focus 
on the maín target. The Malbodoom itself is à far more dangerous version of the Maiboro you 
encountered during Chapter 10. Equip your best daggers, idealiy infused with ice via Enhancement, 
then warp ín to assail the Malbodoom from behind or to the side. When the Brats begin to 
congregate around your position, wesp to a safe distance and wait for the pack to separate. 
The Mafbodoom's signature Bad Breath attack presents the best opportunity to deal sustained 
damage; warp behind the creature just after it finishes taking ín air, and you can assail it with an 
uninterrupted combo, 

+ Reward: 10,000 EXP Dragoon Lance (Polearm) 


WONDROUS WEAPON 
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Sidequesis 


«* Unlock Condition: Complete “Cursed Legend”, 

« Naglfar's Affinities: Weak to Fire, Ice, Lightning and tight; resistant to all standard weapon types 
+ Recommended Level: 99 

« Notes: The final monster, Naglfar, awaits at night time at Fort Vaullerey, in the middle of the 


LEGEND WBAPPED IN AN ENIGMA 


Unlock Condition: Complete “Dreadful Legend”. 

Sir Tonberry's Affinities: Weak to Daggers and Light; resistant to Greatswords, Fire, Ice, and 
Lightning 

Recommended Level: 75 

Notes: Randolph's third assignment ís to take out two Sir Tonberries that roam outside the Tomb 
of the Tali in the south of Duscae, but only at night. Your opponents regularly perform tong sword 
cornbos or rapid lunge attacks that all lead to a (very narrow) parry opportunity. it is pointless to (ry 
to attack during their combos, so defend consistently, giving your full attention to parry prompts. 
Swift weapons are strongly recommended, particularly the Light-imbued Orichalcum daggers, as 
these exploit both of your foes’ weaknesses. Be patient, only dealing one brief counter after each 
successful block, and make sure you focus all your assaults on the same target. Once you face a 
single Sir Tonberry, stick to the same strategy, though vou can occasionally perform quick combos if 
you manage to position yourself behind your opponent while it focuses on one of your allies. 


warehouses outside the base. This creature resists all standard weapon types but is weak to all 
elements. This makes Royal Arms extremely welt suited for this battle. Swift versions, such as the 
Sword of the Father, will give you more defensive flexibility, Make sure you regularly augment them 
with Ignis's Enhancement technique to increase your damage output. Ïf you have crafted many 
spells, particularly those cast in chains (see page 274), this can be the perfect opportunity to use 
them. Naglfar is very fast for its large size, with a high attack rate. One effective strategy is to remain 
close to the monster’s sides. By flanking the creature, you are naturally out of range of its frontal 
attacks. Phase or warp through each of its assaults, then immediately retaliate before the next one 
begins. Dont be greedy: you can only execute a few blows. Any profonged combo will usually end 
paorly — unless your opponent unleashes one of its special laser-based attacks, leaving it ripe for 
a long sequence of blows while it is “locked” in a direction (or, even better, a powerful Quadcast 
or Quintcast tier-3 spell; Stopcast spells can also work well to temporarily freeze your target). By 
altemating defensive sessions and quick-but-efficient offensive bursts, you will eventually grind 
down your opponent. Take its unique item drop to Randolph to complete one of the game's ultimate 
challenges. 


« Reward: 20,000 EXP Zwill Crossblades (Daggers) 


CURSEN LEGEND 


Unloek Condition: Complete “Legend Wrapped in an Enigma”. 

Phalaris's Affinities: Weak to Greatswords; resistant to Polearms, Shields, Fire, Lightning, and 
Light 

Recommended Level: 35 

Notes: The fourth evil creature Randolph asks you to slay is a Phalaris found in Duscae, to the south 
of Faliaughns Haven. This is a very powerful beast, capable of inflicting huge amounts of damage. 
The main difficulty you will encounter ís that the Phalaris has moves that cannot be phased through 
or defended against in any way: his hoof stomp and his rolling attacks. This means that you cannot 
realistically remain at metee range for more than a second or two. Á possible strategy consists of 
perpetually running and roli-dodging around the monster so as to remain a few steps to the rear of it. 
You can then dart in to target its hind legs with your best two-handed blade, idealiy with Prompto's 
Piercer technique keeping the foe's defense down at all times, Alternatively, wielding the Star of the 
Rogue can be an efficient solution to remain at a safe distance: make sure you do nat step out of the 


+ Reward: 12,000 EXP Ziedrich (Shield) battle arena, though, as the Phalaris will quickly regenerate its health. — Randofph 


* Reward: 15,000 EXP Soul Saber (Sword) 
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INVENTORY 


Your prowess in combat is not just a matter of party level and picking the most appropriate 
weapons — it is also determined by how well you prepare your characters. Stockpiling restorative 
tems, selecting optimal gear, and managing the party's diet with available cooking ingredients 
can make a profound difference. With the more involved challenges, particularly dungeons, 
bosses, and late-game sidequests, a litle advance effort can transform a potentially orduous 
struggle into a dominant victory. Eé E 


In this chapter, we reveal the mechanical data for every combat-related item that you may 
discover, You wilt also find a comprehensive appraisal of all non-comnbat items, including quest- 
specific objects, If you have questions about anyfhing that you see in your party's inventory, you 
will find the answers over the pages that follow. 
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WEAPONS EE 


To truly master combat in FFXV you'll need to acquire a solid understanding of how to employ different weapon types to suit the enemies you face. 
While you can artlessly bludgeon your way through the early hours of the story with whichever blade you please, later chapters will punish such 
tactical economy. Equip weapons with innate properties that match the vulnerabilities of foes in your current area, though, and you can greatly 
reduce the number of strikes required to defeat them. 


In this section we present an overview of all weapons available within each category, which will be useful as you strive to collect them all to expand 
your tactical options. Each table provides the following information for each weapon: 


© Attack: Basic attack power of the weapon. translate to damage reduction, and values stack additively. For 
© Critical: Base percentage chance to inflict a critical hit (double example: if you equip three weapons that have +20, -40, and +25 
damage) with a weapon. to Fre resistance, your net effect is 5% damage reduction, which 
& Parameter Modifiers: Change in absolute value to Max HP MP means you take 95% of normal damage from Fire attacks. 
Strength, Vitality, Magic, or Spirt when the weapon is equipped. & Notes: Any special effects that have a bearing on a weapon's 
© Resistances: Change in damage reduction percentages against performance, or serve to enhance the bearer’s capabilities. 


ballistics or elements (Fire, Ice, Lightning, Dark). Positive values © Availability & Price: Details on how to acquire a weapon, as well 
as the cost in Gil (if applicable). 


Swords 


Available only to Noctis, swords are good general-purpose weapons. While their attack power is average, they strike quickly, provide useful bonuses 
to maximum MP and offer a variety of special effects. The default Engine Blade and its upgraded variants are also invaluable in augmenting your 
spellcasting abilities, enhancing your Magic stat alongside their ability to absorb elemental energy from defeated foes. Swords, in short, are versatile 
weapons that are always strong contenders for at least one slot in any given loadout. 


NAME 


NOTES AVAILABILITY PRIGE | PRICE 


MAX HP MODIFIER 
MAX MP MODIFIER 
STRENGTH MODIFIER 
VITALITY MODIFIER 
MAGIC MODIFIER 
SPIRIT MODIFIER 
BULLET RESISTANCE 
FIRE RESISTANCE 
IGE RESISTANGE 
LIGHTNING RESISTANCE 
DARK RESISTANCE 


ATTACK 
CRITICAL 


Absorbs elemental energy when 
dealing the finishing blow to an enemy 


Engine Blade « Default 


« Default 


Broadsword +2% Critical Rate per combo hit « Shop: Hammerhead, 150 75 
Galdin Quay, Prairie Outpost 
Absorbs efemental energy when ® Sidequest: A Better Engine 
Enpierpradeil dealing the finishing biow to an enemy | Blade (Cid) 
5 ents eme ® Shop: Wiz Chocobo Post, 
Airstep Sword Halves MP consumption in mid-air Poem Stein waiiaes 300) 150 
« Shop: laelpar Rest Area, 
Rune Saber linn 600} 300 
Flame Tongue Inficts Fire-based damage hd a B0o| 400 
Lestallum 
« Shop: Verinas Mart, imperial 
. vendor outside Steyliff Grove 
Ice Brand Inflicts Ice-based damage in Chapter 07 | 1,500} 750 
« Collectible: Cauthess Rest Area 
« Shop: Altissia, Cartanica, 
Tenebrae, Gralea 
0, r 
Blood Sword 20% chance to recover 30 HP per hit * Calloetioler Cresthölt 5,000 | 2,500 
Channels, Pitioss Ruins 
: Absorbs elemental energy when ® Sidequest: A Better Engine 
Engine BES dealing the finishing blow to ar enemy | Blade Il (Cid) ij 
® Shop: Meldacio Hunter HO, 
Durandal Light-elemental Hammerhead {Chapter 14) 10,000 | 5,000 
« Collectible: Costlemark Tower 
« Collectible: Fociaugh Hoilow 
Enhancer - maze (Chapter 15) 6,000 
Damage bonus with lower stamina: B 
Soul Saber +4% for every percentage point ú nn Cursed Legend 9,000 
reduction under 50% p 
: Absorbs elemental energy when + Sidequest: A Better Engine _ 
EE dealing the finishing blow to an enemy |_Blade Il (Cid) î 
Damage bonus with lower MP: +4% gn 8 
Balmung damage for every percentage point seondle: ShDGrdve 10,000 


teduotior maze (Chapter 15) 


Blazefire Saber -15% physical damage taken « Pre-order bonus 


Greatswords 


onm etehennsste:À 


For pure, concentrated stopping power, greatswords are without peer. Available to Noctis and Gladiolus, they provide not only the highest attack of 
any standard weapon category, but also swing in wide, sweeping arcs capable of connecting with multiple foes at once. Most blades in this category 
also grant bonuses to Max HP, enabling you to weather minor hits as you cleave a path through massed enemy ranks. Naturally, greatswords attack 
very slowly and are often a questionable choice against small, nimble enemies, but can usually be wielded with confidence against hordes of weak 
creatures and the largest and most redoubtable opponents alike. 


NAME NOTES AVAILABILITY 


MAX HP MODIFIER 

MAX MP MODIFIER 
STRENGTH MODIFIER 
VITALITY MODIFIER 
MAGIC MODIFIER 
BULLET RESISTANGE 
LIGHTNING RESISTANCE 
DARK RESISTANGE 


ATTAGK 
CRITICAL 

SPIRIT MODIFIER 
ICE RESISTANCE 


« Default 
® Shop: Hammerhead 


+15% damage per additional 


Two-handed 


Sword NSA in elec « Collectible: Longwythe 55 
{max + 100%) R 
est Area 
10% chance to inflict @ Shop: Hammerhead, 
War Sword Compromised Galdin Quay, Prairie Outpost 20 
+ Collectible: north of Three 
Blade of 4 4 Valleys (Leide) 
Brennaere Inficts Fre-based damage ® Shop: Wiz Chocobo Post, An 
Coernix Station — Cauthess 
clmdis ® Shop: Taelpar Rest Area, 300 
Lestallum 
Absorbs elemental energy when k N 
Force Stealer dealing the finishing blow to an „Apen EN EAS 
four Caem Carrots 
enemy 
« Shop: Lestallum, Verinas Mart, 
+80% breakage on body parts/ imperial vendor outside Steyliff 
Hardedge appendages (see page 284} Grove in Chapter 07 Jan 
« Collectible: Daurell Caverns 
« Shop: Altissia, Cartanica, 
nn, Tenebrae, Gralea 
Thunderbolt Infticts Lightning-based damage 5 CollectibleMefmalam Thisket. 2,500 
Pitioss Ruins 
+50% damage to lone enemies | @ Collectible: Daurell Caverns 
Bgal:Conb within 65 feet radius maze (Chapter 15) Zen 
Absorbs elemental energy when ; 
6 Ee ® Sidequest: A Better Force 
Force Stealer Il dealing the finishing blow to an Stealer (Cid) 
enemy 
+15% damage per additional « Chapter 14 (Gladiolus, 
Hyperion enemy within 65 feet radius default weapon; also sold at 4,000 
(max +100%) Hammerhead) 
+ Collectible: west of 
Hammerhead (Chapter 15); 
lron Duke Sidequest: A Legend ís Born SDO 
{Randolph} 
« Collectible: west of Coernix 
8 s Station — Áistor (Chapter 
Dominator Light-elemental 15}: Keycatrich Trench maze 6,000 
(Chapter 15) 
Damage bonus when the wielder 
has low HP: Damage +{30 + SR 3 
Apocalypse On)% where n stands for every *Collechible, BalouvalMjnes -| 10,000 


percentage point reduction under Tie 


30% HP 
20% chance of inflicting 30% Max 
HP damage when the target's 

HP is full 


Masamune « Pre-order bonus 
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Polearms 


Polearms are highly technical weapons available to Noctis and Ignis. A casual glance at their stats may leave you underwhelmed; despite their 
long reach and synergy with aerial attacks, they are subpar in raw power, have slow attack speed, and offer few secondary statistical bonuses. 
In fact, polearms are most effectively employed against specific enemy weaknesses or in loadouts designed to optimize certain strategies such 
as aerial combos. 


NOTES AVAILABILITY 


LIGHTNING RESISTANCE 


MAX HP MODIFIER 
MAX MP MODIFIER 
STRENGTH MODIFIER 
VITALITY MODIFIER 
MAGIC MODIFIER 
BULLET RESISTANCE 
FIRE RESISTANCE 
ICE RESISTANCE 
DARK RESISTANGE 


SPIRIT MODIFIER 


CRITICAL 


Critical bonus when the wielder has 
low HP: Critica! +{5 + 1.5n}% where 


+ Default 


kn n stands for every percentage point + Shop: Galdin Quay, Prairie Outpost 7 
reduction under 30% HP 
: Absorbs elemental energy when sars 
Balance dealing the finishing blow to an enemy hal Mast TAU) Ì 
Ôraân Calice ll Absorbs elemental energy when + Sidequest: A Better Drain Lance 
dealing the finishing blow to an enemy {_ (Cid) 
' ® Shop: Wiz Chocobo Post, Coernix 
myn nee Station — Cauthess hap 
Q, 
Rapier Lance +80% breakage on body parts/ « Shop: Taelpar Rest Area, Lestallum 300 
appendages {see page 284) 
Storm Lance Inflicts Lightning-based damage ® Shop: Taelpar Rest Area 750 
® Shop: Lestallum, Verinas Mart, 
ice Spear Inflicts lce-based damage imperial vendor outside Steyliff 400 
Grove in Chapter 07 
® Shop: Altissia, Cartanica, Tenebrae, 
Mr Gralea 
0, , 
Wyvern Lance +50% damage in mid-air « Collectie: Crestholfn Channdis: 2,500 
Pitttos Ruins 
: Absorbs elementat energy when * Sidequest: A Better Drain Lance |I 
Drain Lance III 3 ke 
dealing the finishing blow to an enemy | (Cid) 
« Shop: Meldacia Hunter HO, 
5 : Hammerhead (Chapter 14) 
Radiant Lance Light-elemental »Goliectile: Castlamate Tower. 5,000 
Pitioss Ruins 
« Collectible: northwest of Coernix 
Station — Cauthess (Chapter 15); 
DragoshdamEe Sidequest: Dreadful Legend BP 
{Randolph} 
® Mini-game: Totomostro 
Precision Lance +10% Critical Rate « Coilectible: Daurell Caverns maze 7,500 
(Chapter 15) 
Flayer Finishers deal +80% damage eco SiDeeSVee 10,000 


(Chapter 15) 
+44% damage when using 
warp-strikes 


Gae Bolg ® Pre-order bonus 


Daggers 


Like polearms, daggers — used by Noctis and Ignis — are situational weapons. They are defined by low attack power, but this is offset by the number 
of strikes you can land with each swift fturry of blades. This complements the ability of this weapon category to inflict a number of useful status 
ailments. Daggers also work well in spellcasting loadouts, with minor bonuses to MP and Magic. 


AVAILABILITY 


BULLET RESISTANCE 
FIRE RESISTANCE 

ICE RESISTANCE 
LIGHTNING RESISTANCE 
DARK RESISTANCE 


5 
ZE 
TIEjSlE 
Saga 
teke) oo 
zis zis 
@ | A 
el gjE 
TEN Beer | 
SIZE 
zizini 
0 


MAGIC MODIFIER 
SPIRIT MODIFIER 


al 
< 
Kd 
Ln 
ae 
5) 


+50% damage to enemies in ® Default 

vulnerable status + Shop: Hammerhead 

Critical bonus when the wielder has « Shop: Hammerhead, Galdin Quay, 

low HP: Critical +(5 + 1.50)% where Prairie Outpost 

n stands for every percentage point ® Collectible: west of Three Valleys 

reduction under 39% HP (Leide) 

© Shop: Wiz Chocobo Post, Coernix 
Statian — Cauthess 


Mythril Knives - ® Shop: Taelpar Rest Area, Lestallum 


Ln] 
e=: 
- 
Sal 
Lam} 


Daggers 


Avengers 


Cutlasses 10% chance to inflict Mollified 


Daggers (Continued) 


Plunderers 


Assassin's 
Daggers 


Delta Daggers 


Plunderers fl 
Main Gauches 


Orichalcum 
Ulric's Kukris 


Organyx 


Vigilantes 


Zwill 
Crossblades 
Mage Mashers 


Firearms 


Absorb elemental energy when dealing 
the finishing blow to an enemy 


10% chance to inflict Poison 


10% chance to inflict Compromised 


Absorb elemental energy when dealing 
the finishing blow to an enemy 

+-50% damage to enemies in 
vulnerable status 


Light-elemental 


+1% to HP and MP recovery rates 


5% chance to inflict Stop 


+80% damage at full HP 
-30% Fire/lce/Lightning damage 


* Cape Caem farm: trade in four 
Caem Carrots 

« Shop: Lestallum, Verinas Mart, 
imperial vendor outside Steyliff 
Grove in Chapter 07 

« Collectible: Malacchi Pond fishing 
spot, Vesperpool region, Daurell 
Caverns 

« Shop: Altissia, Cartanica, Tenebrae, 
Gralea 

« Collectibte: outside the Rock of 
Ravatogh, Malmafam Thicket 

* Sidequest: A Better Pair of 
Plunderers (Cid) 

® Chapter 14 (ignis, default weapon; 
also sold at Hammerhead) 

* Shop: Meldacio Hunter HO 

« Collectible: Costlemark Tower 

« Collectible: Insomnia (Chapter 14) 

* Collectible: Galdin Ouay (Chapter 15); 
Fociaugh Hollow maze (Chapter 15) 

* Coliectible: Glacíal Grotto maze 
(Chapter 15} 

® Sidequest: Wondrous Weapon 
{Randolph) 

* Pre-order bonus 


Firearms are precise weapons that also demand high manual dexterity to wield effectively. Available to Noctis and Prompto, they shoot quickly and 
provide solid attack power, but there's a catch: a drop-off in damage as the distance between the user and the enemy increases. Unlike melee 
weapons, firearms do not induce automatic character movement by default, so you will need to evade close-quarters enemy blows manually to 
maximize your damage output. Firearms shine against mobile opponents that regularly dodge melee weapons, or in difficult boss encounters where 
you are happy to fight a methodical ranged battle in order to sustain reduced damage. 


Handgun 


Cocytus 


Calamity 


Mythril Pistol 


Valiant 


Cerberus 


Rebellion 


Valiant II 


Flame Gun 


Quicksilver 
Enforcer 


Executioner 


Hyper Magnum 


Death Penalty 


CRITICAL 
> {MAX HP MODIFIER 


MAX MP MODIFIER 


STRENGTH MODIFIER 


> VITALITY MODIFIER 
> {MAGIC MODIFIER 


SPIRIT MODIFIER 


BULLET RESISTANCE 
FIRE RESISTANCE 
ICE RESISTANCE 


LIGHTNING RESISTANCE 
DARK RESISTANCE 


+80% breakage on body parts/ 
appendages {see page 284) 


inflicts ice-based damage 


10% chance to inflict Poison 


Absorbs elemental energy when 
dealing the finishing blow to an enemy 


Enables snipe mode; only available 
to Noctis 


Critical bonus when the wielder has 
low HP: Critical +{5 + 1.5n)% where 
n stands for every percentage point 
reduction under 30% HP 


Absorbs elemental energy when 
dealing the finishing blow to an enemy 


Inflicts Fire-based damage 


+80% breakage on body parts/ 
appendages (see page 284) 


+10% Critical Rate 


+50% damage to lone enemies 
within 65 feet radius 


1% chance to inflict Instant Death 


AVAILABILITY 


« Default 

« Shop: Hammerhead 

® Shop: Hammerhead, Galdin Quay, 
Prairie Outpost 

« Shop: Wiz Chocobo Post, Coernix 
Station — Cauthess 

® Collectible: north of Wiz Chocobo Post 

® Shop: Taelpar Rest Area, Lestallum 


« Cape Caem farm: trade in four 
Caem Carrots 

® Item drop: MA Veles-bis appendage 
{10%} 

® Collectible: Fort Vaullerey 


« Shop: Verinas Mart, imperial vendor 
outside Steyliff Grove in Chapter 07 


* Sidequest: A Better Valiant (Cid) 


® Shop: Altissia, Cartanica, Tenebrae, 
Gralea 

« Collectible: Pitioss Ruins 

« Chapter 14 (Prompto, default 
weapon; also sold at Hammerhead) 

® Shop: Meldacto Hunter HO 

« Mini-game: Totomostro 

« Collectible: Glacial Grotto maze 
(Chapter 15} 

+ Collectible: north of Fort Vaullerey 
(Chapter 15); Keycatrich Trench 
maze (Chapter 15) 


« Coliectible: Balouve Mines maze 
(Chapter 15) 
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Shields 


Shields are available to Noctis and Gladiolus. Depending on the wielder, they can be used in very different ways — though always broadly for defensive 
purposes. Â number of shields offer conditional or temporary bonuses after blocking or taking damage, granting you the benefit of a quick recovery or 
opportunistic counterattack while controlling Noctis. Gladiolus makes best use of shields in conjunction with the Intercept and Royal Guard abilities, 
protecting Noctis from enemy attacks. 


Kite Shield 
Absorh Shield 
ice Shield 
Thunder Shield 


Flame Shield 


Hero's Shield 


Absorb Shield Il 


Black Prince 


Power Shield 


Wizard Shield 


Aegis Shield 


Ziedrich 


Machinery 


GRITIGAL 


MAX HP MODIFIER 
> | MAX MP MODIFIER 


STRENGTH MODIFIER 
VITALITY MODIFIER 
MAGIC MODIFIER 

> {SPIRIT MODIFIER 


zi 
[ez 


Ca 
Lem) 


BULLET RESISTANCE 
> | FRE RESISTANGE 


ICE RESISTANGE 


LIGHTNING RESISTANGE 
DARK RESISTANCE 


Recovers 50 HP per Blink 


Absorbs elemental energy when 
dealing the finishing blow to an enemy 
+30% HP Recovery Hate for 5 
seconds after taking Ice damage 

x4 Critical Rate for 5 seconds after 
taking Lightning damage 


+300 Strength for 5 seconds after 
taking Fre damage 


-30% damage from bullets 


Absorbs elemental energy when 
dealing the finishing blow to an enemy 


+300 Magte for 5 seconds after 
taking Darkness damage 


10% chance to nulfify any incoming 
damage 


+200 Strength for 3 seconds after 
Blinking 


AVAILABILITY 


© Shop: Wiz Chocobo Post, Coernix 
Station — Cauthess 


® Cape Caem farm: trade in four 
Caem Carrots 


+ Shop: Taelpar Rest Area, Lestallum 


+ Shop: Verinas Mart, imperial vendor 
outside Steyliff Grove in Chapter 07 


« Shop: Verinas Mart, imperial vendor 
outside Steyliff Grove in Chapter 07 

+ Shop: Altissia, Cartanica, lenebrae, 
Gralea 

® Collectible: Crestholm Channels, 
Pitioss Ruins 

® Sidequest: A Better Absorb Shield 
(Cid) 

« Shop: Meldacío Hunter HO, 
Hammerhead (Chapter 14) 

« Collectible: Pitioss Ruins 

© Shop: Tae!par Rest Area, Lestailum 

« Collectible: Lestallum 

+ Collectible: Verinas Mart — Ravatogh 
region (Chapter 15}; Keycatrich 
Trench maze (Chapter 15) 

© Collectible: Steyliff Grove maze 
(Chapter 15) 

® Sidequest: Legend Wrapped 
in an Enigma (Randolph) 


PRIGE í PRIGE 


Machinery weapons are available to Noctis and Prampto. These slow but powerful cannons can be employed to defeat strong mechs, many of which 
are weak to machinery. Like greatswords, they can unleash charged attacks (hold and release the attack button) where the power increases with 
the duration of the charge; the resultant explosians have area-of-effect properties. As with firearms, however, they deal less damage as the distance 
between the user and the target increases. Last but not least, machinery weapons impede your ability to move swiftly and prevent you from warp- 
striking, though they partly compensate for this by each giving you access to a special attack (performed with $/09). 


Auto Crossbow 
Bioblaster 
Circular Saw 


Gravity Well 


GRITIGAL 


MAX HP MODIFER 

MAX MP MODIFIER 
> | STRENGTH MODIFIER 
> _}VITALITY MODIFIER 


==) 


MAGIG MODIFIER 
> {SPIRIT MODIFIER 


oo 


BULLET RESISTANCE 
FIRE RESISTANCE 
ICE RESISTANGE 
> _TLIGHTNING RESISTANCE 
> | DARK RESISTANCE 


5 


Special attack: fires a barrage of crossbow 


bolts (60 MP) 


Special attack: disperses a poisonous 
mist (40 MP) 


Special attack: inflicts repeated damage 
with spinning blades (40 MP) 


Special attack: pulls foes in with a gravity 


sphere (80 MP) 


AVAILABILITY 


« Collectible: Keycatrich Trench 


® Coltectible: outside Keycatrich Trench 


& Item drop: MA-X Cuirass (100%) 


® Collectible: Aracheole Stronghold 
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Machinery (Continued) 


Special attack: emits a pummeling sonic wave 
over a wide area (80 MP) 


Special attack: inflicts repeated damage with 
piercing drills (80 MP) 


Noiseblaster 00 


> 
5 
a 
ER 
o 
me) 
e= 
fan) 
fan) 


® Collectible: Fort Vaulierey 


Drillbreaker 710 


> 
(Sal 
> 
SS 
co 
ke) 
kane) 
kam) 
oo 


* Callectible: Formouth Garrison 


Auto Crossbow 


Plus 184010 {040f0#22f0 10 {0 0 | Upgraded version of Auto Crossbow * Sidequest: A Better Auto Crossbow (Cid) 
Bioblaster Plus 0s0f0f0f0f0f010f0 {0 {O0 f Úpgraded version of the Bioblaster * Sidequest: A Better Bioblaster (Cid) 
Circular Saw é R f 
Plus 0010214040 112f0 40 {0} 0 t Upgraded version of the Circular Saw * Sidequest: A Better Circular Saw (Cid) Inventory 
kl peel 0,0f0{0f18f0 0100 F0 {0 | Upgraded version of the Gravity Well ® Sidequest: À Better Gravity Well (Cid) 
baj 5 ofofofolofzsfofof{o}o [0 [upgraded version ofthe Noiseblaster  Sidequest: A Better Noiseblaster (Cid] 
dn 124050 130 {0411310 {0 F0 {0 | Upgraded version of the Drillbreaker ® Sidequest: A Better Drillbreaker (Cid) 
Royal Arms 
Available only to Noctis, the 13 Royal Arms are a set of unique weapons. While some are truly one-of-a-kind in terms of form and function, they 
all offer statistical bonuses and special characteristics. Attacks with these weapons consume HP and should be used sparingly and tactically, but 
they do have very potent applications. At any rate, it may be worthwhile to keep one or more slotted simply to enjoy the parameter boosts they ___ Weopons 


grant — especially early in the story, when the difference can be significant. You can find a complete analysis of the unique properties of all Royal 
Arms on page 286. 


Sword of the 
Wise 


Axe of the 
Conqueror 


Bow of the 
Clever 


Swords of the 
Wanderer 


Blade of the 
Mystic 


Star of the 
Rogue 


Sword of the 
Tali 


Shield of the 
Just 


Mace of the 
Fierce 


Scepter of the 
Pious 


Trident of the 
Oracle 


Katana of the 
Warrior 


Sword of the 
Father 


CRITICAL 


MAX RP MODIFIER 


MAX MP MODIFIER 


STRENGTH MODIFIER 


VITALITY MODIFIER 


MAGIC MODIFIER 


SPIRIT MODIFIER 


BULLET RESISTANCE 


FIRE RESISTANGE 

ICE RESISTANGE 
LIGHTNING RESISTANGE 
DARK RESISTANCE 


A sword that performs preemptive | 


warp-strikes to close the distance 
quickly 

A polearm that performs slow but 
powerful attacks, at the expense 
of defense 


A bow that fires piercing arrows 
while allowing the wielder to move 
freely about the battlefield 


Dual swords that can transform 
into a single weapon to deliver 
powerful blows 

A longsword with the ability to 
increase the wielder's Strength 
through a unique self-buff 


À shuriken capable of dealing 
multiple hits in rapid succession, 
either on different targets or on the 
various body parts of a single target 


À greatsword that deals multiple 
hits with each blow 


À shield that enables cover status 
when guarding, enabling HP 
recovery at the cost of MP 


A mace with the ability to deal 
grievous breakage to body parts/ 
appendages (see page 284) 

À scepter that takes different forms 
to perform a variety of attacks 

À polearm that produces an 
afterimage capabie of performing 
additional attacks 

A longsword that attacks quickly 
and relentlessly after startup 

À sword that briefly increases its 
wielder’s Strength after Finishers 


AVAILABILITY 


Main quest: Legacy 


Main quest: The Power of Kings 


Royal Tomb: Balouve Mines 


Main quest: Sword in the Waterfall 


Main quest: The Archaean 


Royal Tomb: The Myrlwood 


Royal Tomb: Costlemark Tower 


Royal Tomb: Tomb of the Just 


Royal Tomb: The Rock of Ravatogh 


Royal Tomb: Malmalam Thicket 


Main quest: Breath of the Glacian 


Main quest: The Hand of the King 


Main quest: Zegnautus Keep 
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With Ascension tree upgrades, your party members can eventually equip up to three accessories each. Most accessories provide significant, 
if straightforward, boosts to basic parameters, or resistances to elements or status ailments. These effects stack additively with equivalent 
boosts provided by weapons. Certain special or rare accessories offer benefits that are not available by any other means. These include cosmetic 


adjustments, ally-specific effects, and improvements to MP management. 


Accessories: Overview 


Bronze 


B Max HP +50 
angle 


Iron Bangle {Max HP +100 


Shop; Taelpar Rest Area, Lestallum, imperial vendor outside 


Steyliff Grove in Chapter 07, Verinas Mert 
Max HP +150 


| Shop: Meldacio Hunter HO, Altissia, Cartanica, Tenebrae, 
Gralea 


Max HP +200 


Hunt: In a Heat Heze of Glory (Lestatlum, Market); 
Hunter Rank 2 eward 


Silver Bangle | Max HP +300 


„Enemy dre Te 
Hunt: A Most Behemoth Undertaking (Wiz Chocobo Post); 


Hunter Rank 4 reward 


Gold Bangle { MaxHP +500 


Platinum 


Bangle Max HP +700 


Centurion {Max HP | Collectible: Fociaugh Hollow maze, Steylff Grove maze 


Bangle +1,000 (bath Chapter 15) 

| Hunter Rank 9 reward ee 
Legatus Max HP Collectible: Steyliff ‘Grove maze, Crestholm Channels maze 
Bangle +1,200 {both Chapter 15) 


Justice Monsters F Five ee: Ef 


Collectible: Costlemark Tower maze, Crestholm Channels 


Max HP 
+1,500 


Max HP 
+2,500 
Adamantite _! Max HP 
Bangie —+10,000 


White Chaker 


Gigas Bangle 
Justice Monsters Five 


Onion Bangle 


Speed +2% 


HP Recovery 


Green Choker Speed +3% 


HP Recovery 
Blue Choker Speed +-4% 


rawls | Upon the Ground (Lestal m, 


Red Choker Speed +5% 


Hunt: Devils Cry Curses (Lestallum, Thoroughtare}; 

HP Recovery _ {Hunter Rank 6 reward 

Speed +6% Cofiectible: Costlemark Tower, Wiz Chocobo Post (Chapter 155 
_Costlemark Tower maze (Chapter 15} 


Black Choker 


Shop: Wiz Chocobo Past, Coernix Station — Cauthess, Bin 


Lestallum en Rest Area, Verinas Mart. 
Garnet k eg 


Bracelet Strength +30 


| Hunt: A Behemoth ears Wiz Chocobo. Post). 
Amethyst 


Bracelet Strength +35 


Pitioss Ruis mn 
Enemy drop: Bussemand (3%) 


Shop: Meldacio Hunter HO, Verinas Mart, Altissia, Cartanica, Ë 


Tenebrae, Gralea, Hammerhead (Chapter 14) 
Heliodor 


Bracelet Strength +40 


Collectible: Daurell Caverns, Steylff Grove (go down the elevator 
Strength +45 {on the first floor once the rockfalf is removed), Malmalam 
 Thicket, Pitioss Ruins 


Sapphire 
Bracelet 


Justice Monsters Five 


Hunt: an Rumbles ‚n Longwythe aemahesl 


HP Recovery _ | Collectible: Hammerhead, Glacial Grotto, Pitioss Ruins 


HP Recovery _ | Thoroughfare); of the Disappeared Hunters (Alüissia) 


Collectible: Near Coernix Station — Alstor, Fociaugh Hollow, 


Accessories: Overview (Continued) 


Ruby Bracelet 


Emerald 
Bracelet 


Diamand 
Bracelet 


Blue Diamond 
Bracelet 


Dark Matter 
Bracelet 


Soldier's 
Anklet 


Warrior's 
Anklet 


Fencer's 
Anklet 


Knight's 
Anklet 


Crusader's 
Anktet 


Champion's 
Anklet 


Emperor's 
Anklet 


Anklet of the 
Gods 


Amulet 


Angel Earring 


Rune Earring 


Circiet 


Oracle Earring 


Mystic Circlet 
Hypno Crown 


Potpourrí 


White Sage 


Power Stone 


Oracle Card 


Pendulum 


Strength +50 


Strength +60 


Strength +70 


Strength +80 


Strength +100 | 


Vitality +30 


Vitality +35 


Vitality +40 


Vitality +45 


Vitality +50 


Vitality +55 


Vitality +60 
Vitality +70 


Magic +50 


Magic +70 


Magic +80 


Magic +100 


Magic +150 


Magic +200 


Magic +250 
Magic +300 
Spirit +30 


Spirit +35 


Spirit +40 


Spirit +45 


Spirit +50 


Sidequest: No Pain, No Gem (Dino) ti 
Hunt: Serpent of the Abyss. (Hammerhead) _ 


Collectible: Balouve Mines, Verinas Mart, The Rock of. of ep 
Ravatogh, Pitioss Ruins_ 


J e Monsters Five 
‘Sidequest: A Treasure Beyond. Measure {Dino} TEE 


| Collectible: Balouve Mines, Pitioss Ruins, Keycatrich B 
| Trench maze {Chapter Ee nn 


„Justice Monsters Fve_ 
Mini- game: Totomostro 


Collectible: Schier Heights (Chapter 15); 
Fociaugh Holfow maze (Chapter 15), Keycatrich Trench 
maze (Chapter 15) 


‘Hunter Hank 7 reward ì EE 


Collectible: Costlemark Tower maze, Crestholm Channels 


‚ maze (both Chapter 15} 


Shop: Wiz Chocobo Post, Coernix. Station — Cauthess_ zaet: 


Hunt: Beasts Wallow in the Wetlands 
(Coernix Station — Alstor) 


Collectible: Hammerhead, Pitioss Ruins zn En: 
Enemy drop: ( Garchimacera (3%) en 


Shop: Taelpar fest Area, Lestallum, imperial vendor 
outside Steyliff Grove in Chapter 07 


| Collectible: Galdin in Quay, Wz C Chocobo Post _ ki Ö et Ti 


EE Ereshkigal ( (396), Salpinx (396). Alberich ; (396) & 


Shop: Meldacio Hunter HO, Verines Mart, Altissia, ‘Cartanica, 
Tenebrae, Gralea, H Hammerhead (Chapter 14} 


Collectible: Steyl Grove, f es Ruins 
Enemy drop: Gargoyle (3%). Ereshkigal — dungeon variant 3%) _ 


| Hunt: King of the Great Escape (Altissia) 


| Collectie: Pitioss Ruins, Cauthess Rest Area region 


Enemy. drop: Zi ‘Zi ggurat (39) 


Collectible: Daurell Caverns maze, Steyliff Grove maze. 
Balouve Mines maze (alt Chapter 15} ____ 


Collectibie: Steylif Grove maze, Crestholm Channels maze 
(both Chapter 15) 


Shop: Wiz Chocobo Post, ‘Coemix Station — -Cauthess_ a 


Shop: Taelpar Rest Area, Lestallum, imperial vendor outside 


_Steyliff Grove in Chapter 07 


Enemy drop: Naga (8%), ‘Kadru (B) n pta ndi 


Shop: Meldacio Hunter HO. Verinas Mart, Altissia, Cartanica, ot 
_Tenebrae, Gralea, Hammerhead (Chapter 14) 


Collectible: Cauthess Rest Area Steyliff Grove î eni ik 


Collectible: Insomnia, Piioss Ruins, Keycatrich Trench maze 


(Chapter 15) 
Enemy drop: Serpentes (8%) 


Coltectible: Balouve Mines, Meidacio Hunter HO region 
(Chapter 15); Glacial Grotto maze (Chapter 15), Keycatrich 
| Trench maze (Chapter 15) 


Collectible: Daurell Caverns ; maze, Balouve Mines 1 maze & 
{both Chapter 15} 


Colfectible: Costlemark Tower maze, Crestholm Channels maze. f 


Shop: Meldacio Hunter HO, Altissia, Cartanica, Tenebrae, 
Gralea, „Hammerhead (Chapter 1) De ne, 


£ 


Collectibfe: Pitioss Ruins 


Accessories: Overview (Continued) 


PRICE 


Lavender Oil 
Purifted Salt 
Tarot Card 
Assist Suit 


Magitek Suit 


Magitek 
Suit V2 


Star Pendant 


Rainbow 
Pendant 


Moon 
Pendant 


Spirit +55 


Spirit +50 

Spirit +70 

Max HP +500; Strength +30; 
Vitality +20 

Max HP +1,000; Strength +70; 
Vitality +50 


Max HP +2,000; Strength +100; | 


Vitality +70 


Prevents Poison status 


Prevents Confusion status 


Prevents Toad status 


Earth Pendant ; Prevents Stone status 


Golden 
Hourglass 


Safety Bit 


Ribbon 


Bulietproof 
Vest 


Bulletproof 
Suit 


Chobham 
Armor 


Fireproof 
Inners 


Fire Crest 


Prevents Stop status 


Prevents Instant Death 


Prevents all status ailments 


Reduces ballistic damage by 10% 


Reduces ballistic damage by 20% 


Reduces ballistic damage by 30% 


Reduces Fire damage by 20% 


Reduces Fire damage by 30% 


Hunt: Hunters of Secullum Pass (Taelpar 
„Rest A 


Myrlwood Firefly (Sani 


Hunt: Serpent of Risorath Basin (Meldacio 


Rest Area) _ 


Collectible: Fociaugh Hollow maze, Daurell 
Caverns maze (both Chapter 15) 


Enemy drop: Braindrainer and Mindflayer —_ tl 
dungeon variant (5%) 


Collectible: Costlernark Tower maze, 
Crestholm Channels maze (both Chapter 15) _ 


IEI gon MA-X Maniple EI 


ik, ben MA-X kg 0 AE 


Enemy drop: MA-X ingel 0 dele 
| Shop: Lestallum 


Collectible: Fodina Caestino, Malmalam 


Thicket, Pitiass Ruins, Glacial Grotto maze hs 


(Chapter15) 
Enemy drop: \ Wraith £ 
_Shop: ‘Lestallum en el 
Sidequest: The Professor's s Pratégé — — 

Yellow Frogs (Saria) 


Hunt: in the Drylands, „It Rains Sj Spines Ee 


3,000 
„Glacial Grotto | 

_maze Chapter 15), Pitioss Ruins_ 

Enemy drop: Lich (3%), Necromancer (3%), 

Wraith (3%) __ 
Shop: Lestallum el 
Sidequest: The Professor's Protégé - — 

Gigantoad (Sania) | 

Hunt: Exorcism of the Nebulawood — 

(Wiz Chacobo Post) 3,000 
Callectible: Teelpar Rest Area, Malmalam k 
Thicket, Pitioss Ruins, Fociaugh Hollow maze 
(Chapter 15) 

Enemy drop: Chadarnook (5%), Psychomancer 
8%) 

Sidequest: The Professor's Protégé — Wyvern 

{Sania) 


ciaugh Holow meze (Ch 
: Psychomancer — dungeol 


variant (3%) _ Se 
Sidequest: The Professor's Protégé — — 


: No Stopping the G 
_Thoroughtare) en, 
Collectible: Pitioss Ruins, ‘Daurell Caverns_ 
 maze (Chapter 15} __ ee 
| Sidequest: The Professor's Protógé — 

Griffon (Sania) 

Hunt: Trembling Killer {Lestallum, 
Thoroughfare)______ 

Coflectible: Gralea, Pitioss Ruins, Glacial - 


(2%), KennnNARU avonne, 
Ayakashi (1%) __ 

| Sidequest: The Frog o of Legend (Sania) ne 
Hunt: Dead General Strikes Down the King 


(Lestallum, Thoroughfare) 


nsion Coins)__ 
Shop: Wiz Chocobo Post, Lestallum, Coernix 
Station — Cauthess, Verinas Mart __ 

Enemy drop: Imperial Rifleman (19), imperial 
Sniper (1%), Battery Soldier (1%) 


“{ 2,000 


Hunter HO) ef 9000 
C aelpar Rest Area, Gralea 
| Enemy drop: Magitek Bannerman (19%) En 


Collectible: Gralea, region to the south of 


Lestallum (Chapter 15) 


y drop: MA Veles- 


Shop: Lestallum, Altissia ie S = N En k = 
Gollectible: Pitioss Ruins Kon 


Hunt: Old Denizens of the Woods (Taelpar_ et 


Enemy drop; | leman (19%), Imperial 
Sniper (1%), Battery Soldier (1%) 
_Caliectible: Verinas ‘Mart, Insomnia. Ta 
Enemy drop: Bomb (1%), Grenade (1%), 

Dolce (3%), Bavarois (2%)______ 
Alessio (trade in Oracle Ascension Coins) 


Accessories: Overview (Continued) 


Warm Inners | Reduces Ice damage by 20% 


Ice Crest Reduces lce damage by 30% 


Insulated 
Inners 


Reduces Lightning damage 
by 20% 


Lightning 
Crest 


Reduces Lightning damage 
by 30% 


Anti-darkness 
Inners 


Reduces Darkness damage 
by 20% 


Reduces Darkness damage 
by 30% 


Dark Crest 


Reduces Fire, lee, and Lightning 
damage by 30% 


Gelestriad 


Reduces Fre, ice, Lightning, and 
Darkness damage by 30% 


Mighty Guard 


Beduces Fire, Ice, and ballistic 
damage by 30% 


Stone Wall 


Geojl Glaves Nisan 000% 


Tempered 


Shield Max HP +800; Vitality +40 


Magitek 


Shield Max HP +1000; Vitatity +60 


Towel 


Reduces accumulation rate of 
dirtiness by 56% 

Doubles accumulation rate of 
dirtiness 

Prevents bloodstains 

Retains hairstyle 


Handkerchief 


White 
Sneakers 
Bandage 
Styling Gel 


Maogle 


ens EXP +20% 


Field 


Ì P fall 
Medicine uses potion when HP falls 


under 50% 

Exclusive to Noctis; reduces MP 
consumption of phasing by 20% 
Exclusive to Noctis; reduces MP 
consumption of phasing by 40% 
Exclusive to Noctis; automatically 
switches to the next clockwise 
weapon after each attack 

ar combo; Max HP +100; 
Strength +30; Vitality +30 


Thieves’ Way 


Thieves’ 
Way Il 


Auto-changer 


Soul of 
Thamasa 
Robe of the 
Lord 


Exclusive to Noctis; Max MP +30 


Exclusive to Noctis; MP Recovery 
Rate +25% 


Apntlied 


uses an Ether when MP falls 
Sorcery 


under 50% 
Exclusive to Noctis; enables 


Black Hood 


Increases link-strike activation 
radius 

Exclusive to Gladio; HP Recovery 
Rate +10% for the whole party 
Exclusive to Gladio; +50% 
damage to large enemies 
Exclusive to Ignis; automatically 
uses a Hi-Potion on Noctis when 
his HP falls under 50% 

Exclusive to Ignis; automatically 
uses an Elixir on Noctis when his 
HP falls under 50% 

Exclusive to Prompto; +50% 
damage to small enemies 
Exclusive to Prompto; +5 to max 
photos per da 


Friendship 
Band 


Megaphone 


Black Belt 


The Good 
Chamberlain 


The Grand 
Chamberlain 


Target Scope 


Camera Strap 


PRICE 


Hunter HO} 


Gelatin (2%), Marshmallow (2%) 


{Wiz Chocobo Post) 


| Hunt: Off with Their Heads (Lestalum, Market) 


Hunt: À Fistful Ht Gil | {(Longwythe. Rest Ee - d 
 Collectible: Pitioss Ruins 


_Thoroughfare)_ 


| (2%), Matcha Mousse (3% 


Alessio (trade i in Oracle Ascension Coins) 


Reduces Lightning, Darkness, and Ê 
| Cotlectible: Gralea 
| Coliectible: | insomnia _ KS as 


Cuirass =k Formouth Garrison (100%) 


R e S 
Prevents accumulation of dirtiness + 


‘Collectible: Daurell Caverns. Costlemark Tower, — 
| Pitioss Ruins, Daurell Caverns maze (Chapter 15) | 


Exclusive to Noctis; automatically ik 


Colfectible: Fociaugh Hollow 


Exclusive to Noctis; automatically N 
(Chapter 15) 
automatic phasing through attacks |____— 
Collectible: Balouve Mines, Glacial Grotto 

Coffectible: The eMac 


Collectible: Glacial Grotto maze Cop Al 
{Chapter 15) 


(Chapter 15} 
Collectible: Cresthalm Channels 


Collectible: Wiz Chocobo Post, Steyliff Grove 


„Shop: Lestallum, Altissia 
Collectible: Verinas Mart, Pitioss f Ruins_ nk 


Hunt: Hunter HO Line of Defense (Meldacío 


3,000 


Enemy drop: Ice Bomb. (1%), ‚ Cryonade (196), 


lean {trade í in 0 Oracle A Ascension Coins) 


Hunt: Thunder in Them Thar Hills 


Enemy drop: Thunder Re (el, Galvanade 


Hunt: Bones Seek an Offering ILestallum, 


Enemy drop: Black Flan (196), Lakhmu Flan 
), Hecteyes (1%) 


Collectible: Costlemark Tower maze, Steyliff ki 
Grove maze (both Chapter lS 


Collectible: Crestholm Channels maze 
(Chapter 15) 


Alessio (trade in Oracle Ascension Coins) 


Collectible: Pitioss Ruins 


bis EBT es 


Enemy drop: MA Veles-bis (5%), MAX 


Shop: Lestallum 


Shop:lestalim 


Collectible: Daurell Caverns maze (Chapter 15} 


Collectible: Costlemark Tower 


Coflectible: Crestholm Channels 


Collectible: Costiemark Tower maze 
(Chapter 15) _ 
Callectible: Ster Grove maze (Chapter âl 


Collectible: Costlemark Tower maze 


Coilectible: Pitioss Ruins 


Coflectible: Fociaugh Hollow maze 


Collectible: Fociaugh Hollow maze 
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Meals can provide your party with tremendous benefits to combat 
parameters. They are available either by speaking to the proprietor of 
one of the numerous dining establishments across Lucis or by employing 
Ignis's cooking skill at campgrounds. 


© Restaurants are an accessible source of buffs, but most of their 
affordable meals provide modest enhancements; higher-end dining 
options are usually sold at a premium that makes them prohibitively 
expensive for regular consumption. 


Restaurant Meals 


& Cooking a recipe may require more legwork to acquire rare 
ingredients, but the subsequent boost is well worth the effort. This 
is especially true when you stop at a haven prior to confronting a 
particularly strong foe, where every advantage matters. 


Food-based bonuses apply additively after all bonuses from gear are taken 
into consideration. In other words, these attribute improvements do not 
enjoy the percentage-based modifers granted by certain types of attire. 


AE nn NN ten 


Eating at a restaurant costs Gil, which can prove very handy when you have extra cash on hand and are looking for a quick boost in combat. Some 
of the higher-end recipes are almost prohibitively expensive, but confer very powerful effects. 


If availability of resources is taken out of the equation, there are two primary drawbacks to dining out when compared against a regular cooking 
regimen at havens. The first is that effects from restaurant food have a fixed duration of 24 in-game hours. The second is that you are obviously 


restricted to certain dining locations if you are seeking specific effects. 


Given that all effects from restaurant food are also obtainable through cooking, it is to your benefit to invest steadily in the latter. You should rely on 
restaurants less as you progress through the story, except for instances where it will help to complete short-term tasks in the immediate area. That 
said, Ignis learns many recipes by eating at restaurants — so trying all dishes marked with an asterisk once is an excellent way to extend your ally's 


culinary repertoire. 


Restaurant Meals: Overview 


PRICE 
NAME EFFECTS (GIL) RESTAURANT 


® Strength +20 Takka's Pit Stop 
®HP +50 (Hammerhead) 


Chili con Carne 


® Strength +150 
idem dambalara ®HP +200 Takka's Pit Stop 
® HP Recovery Rate (Hammerhead) 
x1.25 
® Strength +80 Takka's Pit Stop 
Hammerhead Hot &HP +200 (Hammerhead); complete 


Sandwich” Takka’s sidequest: Hunters 


and Gatharers 


Takka's Pit Stop 
(Hammerhead); complete 
Takka's sidequest: A Meat 
Most Magnificent 


® Infinite Stamina 
®HP +1,000 


Sizzling Humongo- 
Steak” 


® Prevents Poison 
® Prevents Toad 


® HP +300 


© Strength +150 
® Vitality +200 


® Sirength +400 
® Magic +300 
® Vitality +300 


® Strength/Magic 


Jetty's Various Crow's Nest Diners 


Kenny's Fries Various Crow's Nest Diners 


Various Crow's Nest Diners 


Kenny's Salmon 


The Original Crow's Nest 
Oiner (Old Lestalium) 


Kenny's "Special" 
Salmon 


Mother of Peart (Galdin 


Galdin Gratin +50, EXP +10% Duay) 
® HP +500 y 
tad GA ® Strengih +160 N 
White Fish in © HP +900 Mother of Pearl (Galdin 


Tomato Sauce Quay) 


®Prevents Poison 


® Strength +120 
®HP +600 

®HP Recovery Rate 
x1.25 


® Blocks Fire/lce/ 


Sea's Bounty 
Risotto 


Mother of Pearl (Galdin 
Quay) 


Steamed Crab with Mother of Pear! (Galdin 


Rock Salt Lightning Quay) 
® Magic +500/ ; 
Tenehraen Berry Strength 0 HEN aehkee klealdin 


Quay); Complete Coctura's 


& Critical hi p E Î 
Critical hit rate sidequest: Berried Memories 


+10% 
®HP +400 


Opera* 


Gysahl Chips Wiz Chocobo Post 


Restaurant Meals: Overview (Continued) 


PRIGE 
EFFECTS (GIL) RESTAURANT 


® Fire/lce/Lightning : 
Resistance +-90% 160 { Wiz Chocobo Post 


® Strength +80 
& HP +400 
® Prevents Toad 


®HP +400 
®EXP +50% 


Green Smoothie 


Chocobo Club 
Sandwich 


Wiz Chocobo Post 


Wiz Chocobo Post; 
Complete Wiz's sidequest: 
À Feathery Feast 


Fat Chocobo 
Triple-Decker* 


® Strength +120 
HP +400 


® Strength +150 
® HP Recovery Rate 
x2 


® Strength +80 
®HP +250 

® HP Recovery Rate 
x1.25 


®hlagic +200 
® HP Recovery Rate 
x1.75 


Peanut Sauce 
Skewers 


Lestallum, Surgate’s 
Beanmine 


Lestallum, Surgate's 


Soup & Bread Beanmine 


Bird-Broth Rice 
with Curry* 


Lestallum, Surgate’s 
Beanmine 


Lestalium Market, Tostwell 
Grill 


Offal Stew* 


® +2% damage 
per level for 
level difference 
between attacker 
and higher-level 
target 

® Strength +350 

® HP +1,000 


® Strength +120 
® Magic +100 
® HP +200 


® Strength +120 
® Spirit +200 

® Fire Resistance 
+70% 


®HP +600 
®HP Recovery Rate 
x1.5 


testallum Market, Tostwell 
Grilf 


Spicy Skewers* 


Lestallum Market, Tozus 
Counter 


Roti and Curry Plate 


Lestallum Market, Tozus 


BALD Counter 


Lestallum Market, Tozus 


Big Bread Buns 
9 Counter 


* Eating this dish unfocks a new recipe for Ignis. 


Restaurant Meals: Overview (Continued) 


PRIGE 


® Strength +150 
® Magic +150 
@ HP +500 


RESTAURANT 


1,980 | Meldacio Hunter HO 


Mama Ezma's 
Meat Pie* 


Meat & Onion ® Strength +200 E 
Skowalds ® HP +800 Meldacio Hunter HO 
5 ® Strength +350 f 
hd 
Hunters’ Ragout © HP + 1500 Meldacio Hunter HO 


@HP +300 


® Strength +120 
®HP +400 

® Fire Resistance 
+50% 


@ Strength +400 
@HP +1,000 
@ Infinite Stamina 


Verinas Spuds 


Verinas Mart — Ravatogh 


Tender Bird Fritters Verinas Mart — Ravatogh 


Smaked Dualhorn 
Shank” 


Verinas Mart — Ravatogh 


Cooked Meals 


Restaurant Meals: Overview (Continued) 


PRICE 
ae EFFECTS RST RESTAURANT 


® Strength +300 
HP +1,000 

® Prevents Instant 
Death 


@HP +4,000 


Fettini dt Cernia® Maagho 


®EXP +100% 
Maagho Lasagna ® Blocks Fire/lce/ Maagho 
Lightning 
. : ‚| ®Strength/Magic 
* 
Fine Caviar Canapé +75, EXP +50% 300,000 | Maagho 


HP +1 500 
® Prevents Toad 
® Lightning 
Besistance +50 


® HP +500 


Wood-Smoked Fish* Maagho 


Set Dinner Course Train restaurant 


* Eating this dish untocks a new recipe for Ignis. 


You (or, more accurately, Ignis} can only cook a meal while making camp at a haven. To prepare a dish, you need two basic resources: ingredients 


and a recipe. 


Ingredients 


There are various ways to source ingredients in the game. You can 
purchase some of them outright, farm them from enemies, pick them 
up as collectibles, or obtain them by fishing. All methods of acquisition 
for each ingredient are detailed in the accompanying table. 


In addition to their use in cooking recipes, ingredients can also serve as 
catalysts when crafting spells — for example, providing potent added 
effects, increasing a spells power, or even leading to the creation of 
free duplicates. Refer to our section dedicated to Elemancy on page 
214 for details. 


Ingredients: Overview 


BUY | SELL 
ue avan AVAILABILITY: DETAILS RIGE: | PRICE 


SahaginLiver {Enemydrop | Alphagin (50%) 400 
Shop 
Enemy c drop 
Shop 
Mini-game 


Kujata Marrow 


ll Molokujzta 175%) EN ei 
9 Gamberetto’ S Catch |(Aktissia n Er 
b | Totomostro_ eni 
Mini-mart (Hammerhead), 

Aldare's (Galdin Quay), JM Market 
(Prairie Outpost), Kiosk (Wiz 
Chocobo Post), Fallstar Foods 
(Lestallum), JM Market (Old 

_{ Lestallum) 


Arapaima Roe 


Birdbeast Egg 


ĳ JM Market (Cape Caem), Pd 
_Gamberetto's Catch (Altissia) 


Giant Trevally 
Fillet 


Minigame || 


JM Market (Cape Caem), 
Gamberetto's Catch (Altissia) 


Sho 
Trout Fillet eee k 


Nebula Salmon 
Fillet 


Tide Grouper 
Fillet 


‚Shop_____| Gamberetto's Catch (Altissia) 
Mini-game {Fishing 
Shop JM Market (Cape Caem) 
Mini-game Fishing bee 


: ‘Gamberetto' 's Catch (Altissia) 


Sea Bass Fillet }- 


Platinum ‚Shop ___ Gamberetto's Catch (Altissia) 
Myrltrout Fillet | Mi Fishing ik 
JM Market (Cape Caem), 
Gamberetto's Catch (Altissia) 


Barramundi 
Fillet 


Mini-game 


Vesper Gar 
Fillet 


Mini-game _{ Fishing 


Ingredients: Overview (Continued) 


ane | AVAILABILITY | AVAILABILITY: DETAILS 


Shop ____| Old Gobunant's Boat (Altissia) 
Cape Caem 
Farm 


BUY | SELL 
PRICE | PRICE 


Ulwaat Berries 


Trade in two Caem Carrots 


Hunters ‘and Gatherers, 


Sidequest 


Cleigne Wheat 


Shop Area), Prissock General Store 


(Lestallum) 

Berried Memories (Coctura) 
Furloch Farms (Lestallum), 
JM Market {Old Lestallum), 
Old Gobunant's Boat (Altissia) 
Emergency Delivery, Lestallum’s 

{| Finest (Takka)_ 

Furloch Farms. (Lestallum). 

JM Market (Old Lestallum), 

JM Market (Cape Caem), Old 
_Gobunant's s Boat (Altissia) 

Scenic ‘Delivery (Taka) | 
Mini-mart (Hammerhead), Aldare's 
(Galdin Quay), JM Market (Prairie 
Outpost), Kiosk (Wiz Chocobo 
Post}, Falistar Foods (Lestallum), 

_[ JM Market (Old Lestallum) 
Kiosk (Wiz Chocobo Post), Fallstar 
Foods (Lestallum), JM Market 

(Old Lestallum), Parvinath General 
_| Store (Meldacio Hunter HO) 
Garula, Green Garula (75%); 

_| for Garulet (50%) ___ Ò 
JM Market (Longwythe Rest Area), 
Kiosk (Wiz Chocobo Post}, Falistar 
Foods (Lestallum), JM Market (Otd 
testallum), Parvinath General Store 
_| (Meldacio Hunter HO) 


‘Anak (50%); Anak Stag (25%) 


Fallstar Foods (Lestailum). Parvinath 


Dualhorn Staak: | Gereral Store (Meldacio Hunter HO) 
vahor SEBAK | sidequest _| Hunters and Gatherers (Takel 


Sidoguest {B 


Fine Cleigne 
Wheat 


Shop 


Sidequest 


Saxham Rice 


Shop 


Sidequest | 


Gighee Ham 


Shop 


Shop 


Garula Sirloin 


Enemy drop 


Shop 


Anak Meat 


| Enemy drop _ 


| Furloch Farms (Lestallum), Parvinath_ 
General Store (Meldacio Hunter HO) 


Deadeye, Behemoth Tyrant, 
Rogue Behemoth (100%) 


Behemoth 
Tenderloin 


Enemy drop 


Chiekatrice Leg | Enemy drop | Chickatice 75%) 
Prissock General Store 
(Lestallum), Old Gobunant’s Boat 


(Altissia) 


Fine Gighee 


Hat Shop 
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ingredients: Overview (Continued) 


BUY | SELL 
NAME AVAILABILITY | AVAILABILITY: DETAILS PRIGE | PRICE 


Catoblepas . 
Brisket ' EMED | | Gatohepas (50%) 
Parvinath General St 
son ze _{HunterHQ) __________{ 5,200| 2,600 
Enemy drop Jabberwock. (50%) Te 
Leukorn Steak Enemy drop _ _Leukorn { (20%) vk Rs: 3 250 


| Sidequest Lestallum's Finest (Takk) _ 
Griffon Breast 3200{ 1,600 


Furloch Farms iLestalum), ‚ Parvinath | 
Zu Tender | General Store (Meldacio Hunter HO} | 4,800 | 2,400 
Enemy drop Zul (25%) 


Sh Prissock General | 
Midgardsormr | Shop Bie SOORE rl Store, lestalum)_ 2,400 | 1,200 


Shank Enemy y drop — Midgardsormr, Grootslang (50%) | 

er Enemy drop } Daggerguill (50%) - 30 

Cup Noodles [Cup Noodies Wagon {Lestalum) _{__ 220f 110 

Cleigne JM Market (Cape Caem), 

Mollusk _ | Gamberetto's ek (Altissia) 400 200 
Collectidle | Old Lestallum 

Caem JM Market (Cape Caem). 150 75 

Pinkshrimp _|________GamberettosCatch(Altissia) 

Cleigne JM Market (Cape Caem), 

Darkshell __________ } Gamberetto's Catch (Altissia) 320 160 
Colectible | Old Lestalum region _ 
en 
Hij | Minimart (Hammerhead), JM Market 

(Longvwythe Rest Area), JM Market 
dn verver Ee 
Market (Old testallum), Parvinath 
General Store (Meldacio Hunter HO), 
oe Öld Gobunant's Boat (Alissa) 
Collectible | Common in in Leide Ain, 
Sidequest _{ Scenic | Delivery (Taka) _ end 
_{ Mini-mart (Hammerhead), Od 
Sheep Milk JM Market (Prairie Outpost), Kiosk 10 5 


Shop (Wiz Chocobo Post), Falistar 


4 Foods (Lestallum) 


| Prissock General Store (Od Lestallumn), | 
JM Market (Old Lestalum), Old 250 125 
8 __| Gobunant's Boat (Altissia) A 
Collectible_ __{ Common in Duscae and Cleigne_ E: 
Sidequest {Everyone Le Loves Beans (Takka) 
Prissock Genera! Store (Old 


Schier Turmeric | Shop 


Hulldagh Lestallum), JM Market (Old 
Nutmeg Shop Lestallum), Old Gobunant's Boat 600 300 
ss) 
Colectible_|Taelpar Rest Area region 
Leiden Sweet |Sideauest | Beried Memories (Coctwa) 80 
Potato Collectible | Longwythe Re Rest Area region _ 
> Shop Priss k General ‘Store L stallum)_ 

Smoking Wood d E 155 
nn  Collectible Taelpar Rest A Arca region +18 
enebraen Oak Colectble jo 700 350 

Kettier Ginger | Si ie 600 300 

Collectible [ve 
Sidequest |, 
Allural Shallot | Shop Furlach F Farms (Lestallum) — =O 800 400 
‘Collectible _ __| Daurell G Caverns. Dears 
Aegir Root Coltectible Galdin Quay region rad - 10 
Alst 5 zi nn zi 100 
wee Collectible_ = Coemix S Station — Astor. region zn AU 
JM Market (Longuythe Rest Area), 
B Aldare’s (Galdin Quay), JM Market 
Lian Denans, „enop (Prairie Outpost), Kiosk (Wiz Chocobo 200 kar 
{Post Fallstar Foods (Lestallum) 
JM Market (Longwythe Rest 
Shop Area), Aldare’s (Gatdin Quay), 
Kiosk (Wi t 
Wild Onion iosk (Wiz Chocobo Post), Fallstar 100 50 


Foods (Lestallum) 


[wz Chocobo Post and C Cauthess _ % 


llectibl 
Gollagtdie Rest Area region 


Ingredients: Overview (Continued) 


BUY | SELL 
gn AVAILABILITY | AVAILABILITY: DETAILS PRICE | PRICE 


Emergency Delivery, Everyone 
_| Loves Beans {Takka)_ _ 
Fallstar Foods (Lestallu 
________| Gobunant's Boat (Altissia) 
Sidequest | Scenic. Delivery (Taka) Ed 
Mini-mart (Hammerhead), 
JM Market (Prairie Outpost), 
Kiosk (Wiz Chocobo Post}, 
| Fellstar Foods (lestalum) 
Collectible || Longwythe P Rest Area region 
Collectible | Common | in Leide 
Mini-mart (Hammerhead), 
JM Market (Prairie Outpost), 
Kiosk [Wiz Chocobo Post), 
Fallstar Foods (Lestallum), 
_ | JM Market (Old Lestallum} _ 
Sidequest ‘Scenic Delivery Eldee. 
Coflectible | Galdin Quay En 
Er JMA Market (Old Lestallum) 5 
‘Collectible  Meldacio Hunter HO region 
Prissock General Store 
{Lestallum), JM Market (Old 
Lestallum} 


MalmalamThicket 


Sidequest 


Killer Tomato 


Shop 


Leiden Potato | Shop 


Eos Green Peas 


Shop 


Funguar 


Vesproom 


Shop 


Malmashroom 


| Collectible 


Recipes 


As you progress through the game, Ignis can learn many different 
recipes for foods that provide a wide range of bonuses to your party. 


In the following table, we document all recipes in the game and provide 
the following information: 


Ò 


Ingredients Required: The ingredients necessary for Ignis to cook a 
dish (with an asterisk highlighting those that cannot be purchased). 
Effects: The list of the effects conferred by the dish. 

Skill Points: The amount of SP that Ignis earns for cooking the dish. 
Learning Condition: The details of how Ignis can learn a recipe. 
Favorite Food: A small sprite appearing next to an entry indicates 
when a dish is a characters favorite food (see box-out). 


eG 


To gain skill points (SP) efficiently, you must regularly cook food that 
requires ingredients; recipes that do not use raw ingredients make 
negligible contributions to skill advancement. Investment of resources into 
cooking is its own reward, leading Ignis to learn new recipes, as revealed 
in the following table. 


Recipes: Overview 


INGREDIENTS LEARNING 
BANE REQUIRED EFI sr CONDITION 


Flame-Roasted í- ® Strength +10 1 | Default 
Toast _ 


Taa en NA 
_ Balls 


Chilled FoodTia\- 


@HP+50 | 1 [Defeut 


kP +100 | 1 [Default {Chapter 10) | 
Strength +30 IJ 


ar an or: Rn aten eam 
„Madame | ®Gigheeam |__Fb 
Veggie Medley ® Leiden Potato ® Strength +20 Default 


Stew ® Sheep Milk HP +150 


ad glare 
Frairie-Style ® Anak Meat 
Skewers }® Leiden Pepper _ 


Oil-Drizzled ® Giant Trevally 


Strength +40 | 50 | 
@ HP +200 


® Strength +60 | 50 


Cooking skllv.2 


‘Cooking skll.3 


Steamed Fish Fillet @HP +200 
dn on NEED NI te 
 Breaded Cutlet |® Anak Meat ® Strength +60 Cooking skill Iv. 4 
gr withTomato | ®lucianlomato {®HP+20 || 
Creamy Fowl |e Daggerauill * Strength +80 Cooking skill \v. 5 
Sauté Breast* ® HP +400 
® Sheep Milk ® Prevants Poison 
lin Fluffy Chiffon }® Leiden Sweet ® Vitality +200 Cooking skill fv. 6 
B Cake Potato” ® Spirit +200 
®Cleigne Wheat | ®HP +1,000 
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Recipes: Overview (Continued) Recipes: Overview (Continued) 


INGREDIENTS 
REQUIRED 


Robust Bean 


_ Sandwich 


Thick ‘n Juicy 


Steak 


‚ rn En 


eg Cup Noodles | 


: Cup Noodles 
E (real taste) 


_ Memory Lane _ 


Cake 


i King's s Stew 


“Stacked Ham 


Sandwich 


ge ren ma 


Behemoth 


Tide Grouper 


Carpaccio 


4 Sea Bass Sauté | & Sea Bass Fillet“ ï 


Royal Banquet 


Canapé 


® Eos Green Peas* 


| ®Catoblepas 


Brisket* 


| ®Kettier Ginger _ 


® Daggerquill 


® Hulldagh Nutmeg 
® Killer Tomato 


EFFECTS 


LEARNING 
CONDITION 


®HP +600 60 


Cooking skill Iv. 7 


Ke Infinite Stamina 80 


®HP +1000 


|@Strength +80 | 60 


level difference 
between 
attacker and 
higher-level 
target 

® Strength +350 


[HP +100} 


®Cup Noodles — 


des eens ad 


® Saxham Rice 


® Strength +30 BE 
@ HP +300 


Strength +80 | 1 


HP +500 


_ [EXP +20% 


® Strength +120 | 70 
® HP Recovery 
Rate x1.25 


ike 


| @Leiden Sweet 


Potato* 

® Fine Cleigne 
Wheat 

hd Ulwaat Berries 


NN Leukom Steak 
® Dualhom Steak 


di hd  Cleigne Wheat 


Brisket”* 
® Wild Onion 


® Behemoth 
Tenderloin 

® Griffon Breast 

® Kujata Marrow 


NN Garula Sirloin 
® Fine Gighee Ham 
# Aegir Root” __ 


® Behemoth 
Tenderloin 
® Hulldagh Nutmeg 


® Smoking Wood _ 


® Tide Grouper 
Fillet 
® Aegir Root” 


® Tenebraen Oak 


KS Arapaima Roe 


® Kettier Ginger 
® Allural Shaflot 


® Magic +500/ | 100 
Strength 0 


® Strength +150 | 70 
® Magic +100 
HP +500 


@ Strength +200 | 80 


® HP +800 


@ Strength +350 | 90 


HP +1500 


eHP +200 [60 


© EXP +50% 


® Strength +400 | 90 


®HP +1,000 
® Infinite Stamina 


® Strength +300 | 90 


HP +1,000 
® Prevents Instant 
Death 


@HP+1500 | 80 


® Prevents Toad 
® Ice Resistance 
+0 
pe Strength/Magic. 120 
SUD 
EXP +50% 


Eat ”Bird-Broth Rice 


Eat “Sizzling Humongo- 


Steak” at Hammerhead 


Approach the Cup 


Noodles Wagon in 
Lestallam 


Sidequest: 
The Perfect 
| Cup (Gladio) 


Sidequest: 
Kitty Catering 
(Cat) 


Sidequest: 
Berried 
Memories (Coctura) 


Eat” “Mama Ezma's 
Meat Pie“ at Meldacio 
Hunter HO 


Eat” Meat & Onion 
Skewers” at Meldacio 
Hunter HO 


Eat ”Hunters’ R Ragout” 
at Meldacio Hunter HO 


Fat ”Fat Chocobo 


Triple-Decker” at Wiz 
Chocobo Post 


‘Eat “Smoked Dualhom _ 


Shank” at Verinas Mart 


Eat’ 'Fettini di Cemia” 
in Altissia 


Eat “Wood-Smoked 


Fish” in Altissia 


Eat” “Fine C: Caviar 
Canapé” in Altissia 


Mother & Child 


Stew 


Crispy Zu 
Skewers 


5 Ì Spicy Long- 


CrownCity 


Roast 


__RoyalRoad 
Paella 


_HeartyCutlet — 


on Rice 


INGREDIENTS 
REQUIRED 


EFFECTS 


LEARNING 
CONDITION 


® Chickatrice Leg* 


® Lucian Tomato _ 

® Zu Tender 

® Fine Cleigne 
Wheat _ 


Te Dualhorn Steak 


| @ Jabberwock 


Sirloin 


[Leiden Pepper _ 


® Cleigne Mollusk 
® Cleigne Darkshell 
® Saxham Rice 


@Griffon Breast 


® Fine Cleigne 
Wheat 
® Saxham Rice 


Er Es EEN 


Pizza 


0 


Favorite Food 


© HP +1,000 


CHP4250 


® Critical Rate 
420% 


| @ Strength + +50 | 5 


status ailments 
® Strength +400 
® HP +3,000 


®Strength +150 | 80 


® HP +1,000 
® Infinite Stamina 


® Strength +250 | 90 


® HP +1,500 


[Strength +100 |_ 


® Infinite Stamina 
® Prevents Poison 


* Ingredients that cannot be purchased. 


Watch a woman eat 


| Unlocked after your first 


Zu Tender drop 


| Unlocked after your first 


) [Unlocked after your first 


Jabberwock 
Sirloin drop 


Unlocked when you 

see the corresponding 
magazine cover (inside 
a small wooden building 
to the east of Coernix 


|Station — Cauthess) 


Unlocked when you 
see the corresponding 
magazine cover (under 
the road bridge, 
directly south of the 


_Vesperpool) | 


Pre-order bonus 


When your party members eat one of their favorite foods, they 
enjoy specific bonuses. 


® _À favorite food for Noctis speeds up the fill rate of the tech 
bar by 100% 
© A favorite food for an ally doubles their leveling rate for 
any techniques used. It also quarantees critical hits when 


techniques are deployed. 


Noctis 


Gladiolus 


s Grrekstart 


Soup ®leidenPepper | ®HP Recovery x Rice Bowl ®Birdbeast Egg | ®EXP +30% this dish on a table nearf <> oriner 
® Killer Tomato Rate x1.5 ® Saxham Rice ® Drop Rate Lestallum’s lookout Í 
® Tech Boost B neden eni RS 
ee Eel a Skowersd Wid: (® inci bieb ® Strength +150 Catch a Rainbow € Walkdhrough 
Creamy Milk id Malmashroom ® HP +600 70 | Cooking skill Iv. 8 4 Trout ®leidenPepper | HP +800 Trout 
Risotto ® Saxham Rice ® HP Recovery r_n ee ee 
® Sheep Milk Rate x1.75 Excellent Oven- | ® Platinum ® Strength +350 Catch a Platinum rn 
OEE NRE CE OD Roasted Trout | MyrliroutFilet | HP +2,000 Myritrout 
Lasagna al ® Jabberwock ®HP +4,000 90 | Cooking skill Iv. 9 ® Allural Shaliot ® Fre Resistance & Inventory 
Forno Sirloin * EXP zE 1 00% mmm ii in an zE 50 fas vaan naan manon nor naan mense en ontembare hai mn he vn nf À 
® Cleigne Darkshell | ® Blocks Fire/lce/ Grilled Wild ® Barramundi Fillet | ® Strength +80 _ Catch a Crag 
® Fine Cleigne Lightning yr Barramundi | ® Schier lurmeric_| ®! _} Barramundi 
ER tse Nebula Salmon | ® Nebula Salmon g Catch a Nebula Salmon 
Gold Tail Soup — ‚ Kujata Marrow — ® 100% Critical 90 | Cooking skill Iv. 10 Teriyaki Fillet* ® Magic +150 
® Platinum _ Rate ____________[®Hulldagh Nutmegf HP +600 | | 
n Myritrout Filet_|® ie En Legendary ® Vesper Gar Fillet* | ® Strength +500/ Catch a Vesper Gar 
EA CE ED RE En: Herb-Grilled _ | ®Schier Turmeric | Magic 0 En 
® Garula Sirloin ®Strength +80 | 50 | Eat Hammerhead _Whopper ___{®leiden Popper — Ihent de 
pes 8 ®Cleigne Wheat | ® HP +200 Hot Sandwich” at Dry-Aged ® Garula Sirloin ® Strength +80 Unlocked after your first 
gp Schnitzel Hammerhead Tender Roast _{®LeidenPotato | HP +250 Garula Sirloin drop index 


Ee Winner 
<7 YYECDCRS 


oe Daggerquill Breast* ®HP +250 with Curry” in Lestallum rd Bone Rib Steak |®leidenPepper _|®HP+200 __{ __{Dualhorn Steak drop 

r Rice peld Rice Packed ® Alstroom ® Strength/Magic Unlocked after 
ade EEE Mushroom ® Vesproom collecting your first Accessories 
Lestallum ® Sahagin Liver* | ® Magic +200 70 | Eat “Offal Stew” in Stew Vesproom 
Stewed Tripe | ® Hulldagh Nutmeg | ® HP Recovery Lestallum 8 kad 

ACU ON ; loo 
| ®Kilerlomato | Bate | | Three- ® Alstroom ® Strength +150 Unlocked after i 

Seasoned ® Midgardsormr © 42% damage 90 | Eat “Spicy Skewers” in Mushroom ® Vesproom HP +800 collecting your first 
Midgardsormr Shank per level for Kebabs ® Malmashroom _ { ® Prevents most Malmashroom Atira 


Auto Paris 
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Al IRE 


Noctis and his friends unlock a selection of different outfits as you progress through the story. Attribute bonuses granted by attire are percentage- 
based, therefore retaining their utility throughout the game: the effects are applied to your parameters after all additions from weapons and 
accessories have been calculated. The Casual Outfit line also offers a situational tactical advantage, protecting the party from a number of debilitating 
status ailments. 


Attire: Overview 


WEARER EFFECT UNLOCK CONDITION 
Prince's Fatigues Î Max HP +20% Default 
Prince's Fatigues (No Jacket) Strength/Magic +20% Default 
Casual Outfit Prevents Mollified, Disenchanted, Burnt, Default 
Frozen, and Shocked statuses 
Casual Outfit (No Jacket) Critical Rate +20% Default 
Kingly Raiment Vitality/Spirit + 30% Main Quest: Reunion and Recovery 
ehs Kingly Raiment (No Jacket) HP Recovery Rate +3%; MP Recovery Rate Main Quest: Reunion and Recovery 
+6% 
Royal Raiment Max HP +25%; Max MP +25% Pre-order bonus 
Royal Raiment (No Jacket) Magic +30%; Infinite Stamina Pre-order bonus 
Thermal Suit Max HP +20%; Blocks Fire damage and Burnt | Only during “A Precious Source of Power” 
status (main quest} and hunts occurring inside 
the power plant 
Crownsquard Fatigues Max HP +20% Default 
Crownsguard Fatigues (No Jacket) Strength/Magic +20% Default 
Casual Outfit Prevents Mollified, Disenchanted, Burnt, Frozen, | Default 
and Shocked statuses 
Allies Casual Outfit (No Jacket) Critical Rate +20% Default 
Kingsglaive Garb Vitality/Spirit +30% Maín Ouest: Reunion and Recovery 
Kingsglaive Garb (No Jacket) HP Recovery Rate +3% Main Quest: Reunion and Recovery 
Thermal Suit Max HP +20%; Blocks Fire damage and Burnt | Only during “A Precious Source of Power” 
status (main quest) and hunts occurring inside the 
power plant 
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FINAL FANTASYe XI 


Consumable items in Final Fantasy XV are plentiful. Most can be purchased in shops or collected throughout the world, and you should not hesitate 
to employ them in battle to sustain your offensive momentum or prevent an untimely defeat. To use consumables, press R2/@ and select the 
necessary entry in the menu. Note that all consumables also have interesting properties when used as catalysts in spell-crafting recipes — turn to 
page 274 for details. 


Consumables: Overview 


Recover 50% of 
targets max HP; 
remove Danger 
status 


Recover 100% of 
target's max HP; 
remove Danger 
status 


Hi-Potion 


Recover 100% of 
max HP of all party 
members; remove 
Danger status 


430% to targets 
HP Recovery Rate 
for 30 seconds 


Superior 
Restorative 


Recover 100% of 
max MP: removes 
Stasis 


Restore 50% of 
lowered max HP 


Ns and recover 100% 
Elixir 


of max HP and max 
MP; remove Danger f 


status and Stasis 


Restore 100% of 
lowered max HP 


Hi-Elixir and recover 100% 


of max HP and max 
MP; remove Danger 


status and Stasis 


Restore 100% of 

lowered max HP 

and recover 100% 

awar dt 

Megalixár® | ‚jp for al party 
members; remove 
Danger status and 
Stasis 


of max HP and max 


Shop: common 


Collectible: in various outposts and 
GE 


3% Goblin, en Fan, Jumbo 
Flan; 8% — Arachne 


Justice M Monsters Five 


Enemy drop: 8% — Tarantula, — 
Kokyangwuti 


Shop: common 
_Sidequest: Gone Hunting (Dave) — x10 


Collectible: in various outposts and 
dungeons 


Gladio’ s Survival skill: level 3 E_ 


Enemy drop: 3% — Glamhoth, Snaga, 
Reaper (Lv. 34); 10% — Iron Giant, 
Gargantua 


Justice Monsters Five 


Sidequest: D Dust to Dust (Dave) —x5 Xo 
Gladio's Survival ski level 8- 10 nn 


Collectible: ir in various dungeons_ 


Enemy drop: 8% — Red Giant 


Collectible: Gralea_ an u 


Zegnautus Keep 


Enemy drop: 5% — Imperial S Soldier, Ì 
Imperial Trooper 


Shop: JM Market — Altissia; 
Cartanica; Tenebrae; Gralea 


Collectible: in various dungeons and 


mazes 


| Gladio's Survival ski: level 4-7 


Enemy drop: 5% — Ronin 
Shop: common 


Sidequest: Final Resting P£ Plains (Dave) | 
—x10 


‘Gladio’ s ‚Survival | skil le level 5- 10 


Collectible: in various dungeans and 


mazes 


Item drop: 3% — Goblin (dungeon); 
5% — Aramusha Kokyangwuti; 8% — 
Arachne, Ariadne, Deathclaw 


Justice Monsters Five_ mere 


SI common 


‘Collectible: ir in various us dungeons. and 
mazes_ en NS 
Gladio’ s o's Survival skit: Il: level 6- 10 EE: 
Hunt: common 


Enemy drop: 5% pe lron Giant; — 


8% — Uttu, Chandravarma, Iseultalon 4 


| Justice Monsters Five 


sidequest | Mountains of Misfortune | 


(Dave) — 


en in various s outposts, 


 dungeons and mazes 


Gladio’ s Survival skill: level g- 10 dd 


Hunt: common 


Enemy drop: 1%- — ‘Ganymede (dangeon, 
hunt); 3% — Phalaris (dungeon), 
Behemoth King 


Consumables: Overview (Continued) 


Phoenix 
Down 


Mega 
Phoenix* 


Antidote 


Gold Needle 


Smelling 
Salts 


Maiden's 
Kiss 


Power EX 


Mettle VX 


Spirit ZX 


Muscle 
Stimulant 


Flesh 
Fortifier 


Reflex 
Enhancer” 


Magitek 
Booster* 


Moogle 
Plushie 


Revive downed 
target 


Revive all downed 
party members 


Remove Poison 
status from target 


Remove Stone 
status from target 


Remove Confusion 
status from target 


Remove Toad status 
from target 


Remove Poison, 
Stone, Confusion, 
and Toad statuses 
from target 


Increase Strength 
of target by 100 for 
120 seconds 


increase Vitality of 
target by 100 for 
120 seconds 


Increase Magic of 
target by 100 for 
120 seconds 


Increase Spirit of 
target by 100 for 
120 seconds 


Increase Strength of 
target by 200 for 40 
seconds 


Increase Vitality of 
target by 200 for 40 
seconds 


Automatically evade 
attacks without 
input for 20 seconds 


Reduce MP 
consumption to zero 
for 20 seconds 


Set moogle plushie 
on the field; the 

enemies around the 
plushie will target it 


|Altissia_ 


Altissia 


‘Collectible: Gralea 


— Inventory 


Shop: common 


À Backwoods Burial (Dave). 
Washed # Away (Dave) — x10 each 


Collectible: in various dungeons and 


level 1 10 PE: 


Collectible: in various | outposts, 
dungeons; and mazes 


Sidequest: The ‘Witch of th the Woods — 6 
Hunt: common 


Glac io's survival st Kil: 


Justice N Monsters Fie Rl 


Shop: common 


Gladio's Survival skit: level 1. 4 Eg Es | 


Collectible: ín various outposts 


Common i in Cleigne and from Chapter 


Á 09 onward 


Collectible: Taelpar Re Rest Area, 


Lestallum, Old d Lestallum, Altissia 


ER > Afir 
Common in Cleigne and from Chapter 


09 onward 


Collectible: Cauthess Rest Area, 


Lestallum, M Meldacio Hunter HO, Altissia 


Common in Cleigne and from Chapter 
09 onward 


Collectible: Coernix Station — _ Cauthess, 
Lestallum, Cape Caem, Altissia me 


Shop: JM Market — Altissia; 
Cartanica; Tenebrae; Gralea 


Gladio’ 's ‘Survival ski: level De de 


Collectie: in various ‘outposts 


Shop: Meldacio Hunter HO — Parvinath | 
General Store; JM Market — Caem, 


Meldacio Hunter HO Parvinath 
General Store; JM Market — Caem, 
Altissia 


Shop: Meldacio Hunter HO- Parvinath 
General Store; JM Market — Caem, 


Shop: Meldacio Hunter HO — _ Parvinath 
General Store; JM Market — Caem, 
Altissia 


Collectible: imperial bases, Gralea_ ik 


Enemy drop: 3% — Eternal Trooper; 5% 
— Battery Soldier, Magitek Axeman, 
Armored Axeman, Imperial Spearman, 
Armored Assassin, ‚ Magitek Assassin _ 


Enemy drop: 3% — ‘Suicide Tr Trooper; Ki 


10% — Magitek Bannerman 


Collectible: imperial bases, Gralea_ il 


Enemy drop: 3% — Rogue Axeman, 
Haywire Axeman; 5% — Imperial 
Rifleman, Imperial Sniper, Magitek 


Swordsman, „Armored Swordsman 


Collectible: Gralea 


‘Enemy drop: 506. — Magitek Swordsman, 
Magitek A» Axeman 


Iris: Lestallum (Chapter 08) 


* Only available for Noctis. 


— Consumables 
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IREASDRES 


Ás you progress through the game, you will gradually amass a collection of treasures — some through exploration, many by defeating enemies in 
battle — for which vendors will pay generous amounts of Gil. Not surprisingly, the more valuable items in this category are only obtainable from 
stronger opponents, or drop as a result of breaking enemy appendages. Note that certain weapons (such as the Hardedge Greatsword) provide 
a massive boost to damage inflicted on appendages, which can be useful to know if you are seeking specific rewards by dicing your foes prior to 
defeating them. 


Not all treasures are meant to be sold, however, as some are required to complete sidequests (we have marked these with an asterisk}. This applies 
to the Repair Kit, for example, an item that enables you to complete the “broken car“ missions (see page 120). Other treasures necessary for 
sidequests include those that Cid requests in order to upgrade some of your weapons (see page 148). This includes Rusted Bits and Metal Scraps. 


Addittonally, most treasures have potent properties when used as catalysts in spell-crafting recipes. You can find all the details from page 274 
onwards, but dont be too swift to sell your most valuable pieces unless you are in dire need of cash. You will be amazed when you find out how 
treasures can turn raw elemental energy into devastating spells (which can be cast up to five times in a row rather than once only), or even free 
copies of these spells. 


Treasures: Overview Treasures: Overview (Continued) 


Metal Scrap* 
Rusted Bit* 
Iron Shavings 
Shattered 
Timepiece 
Chrome Bit 


Fossil Shell 


Fossil Wood 
Ammonite Fossil 


Ancient Dragon 
Tooth 


Dragon Scales 
Mythril Shaft 
Sharp Bone 
Strong Bone 


Electrolytic 
Condenser 


Laser Sensor 


Magitek Core* 


Star Shell 
Tiny Feather 


Giant Feather 
Beette Shell 
Building Stone 


Quality Building 
Stone 

Splendid Building 
Stone 

Old Book 


Broken Harmonica 


Platinum Ingot 
Rare Coin 
Mythril ingot 
Glass Gemstone* 
Earth Gemstone” 


Sky Gemstone* 


Beautiful Bottle 
Debased Coin 


AVAILABILITY | AVAILABILITY: DETAILS 


Collectible 


Commoninleide 


Collectible 


Collectile _ [Common 


Collectible 


Collectible 


4 In various  dungeons _ 


colectie |C 
Collotile 


‘Sidequest add 


Collectible 
Collec ible 


Collectible |l 


Collectible 


Colectle | 


Enemy drop 


Collectible 


Enemy drop 


Galdin Quay, Glacial Grotto, ‘Fociaugh ï 
Hollow 


Common _ 


In various ; dungeons 


Cauthess Rest Area, ‘Fociaugh Hi Hollow, 
Daurell Cavens,  Meldacio Hunter MO, 


| Kity Catering 


In various demon, be 


Common: 


In various dungeons Oe 


Common in Leide 


ei Imperial bases, Gralea 


30% -— MA Veles (50% at Lv. 35); 


[95% — MAX Maniple 


Callatein's Plunge (outside Glacial 


_| Grotto), Gralea, Insomnia 


Collectible eÛ 


|Sidequest _ | Stealing 
Enemy drop _ 
Collectible 


50% — MA Veles (50% at Mm 35); 
60% — MA Veles-Bis; 95% — MA 
Hoplomachus 
Gralea, Insomnia 


Stealing the Past 


100% - MA-X DUX; 3% — MA-X Patria _ 


Galdin Quay 


Lollecible | 


Collectible 


Common in n Duscae_ 
Hammerhead region, Verinas Mart — 
_{Ravatogh 


Meldacio ‘Hunter HO, Daurell C Caverns_ Ee 


Collectible 


Collectible 


Collectible_ Ke 


Collectible n 
Skill 


Collectible 
Sk an 


Collectible 


Collectible 


Sidequest 
Collectible_ 


Collectibie 


_{{southregion) 


Collectible | 


{Common in Gleigne 


Common i in Duscae and Cleigne 


Hammerhead region, Rock of Ravatogh 


Various EDE 


|Lestallum 


Lestallum, | , Deadeye’ slair 
Gladio’s Survival skill: level 7-10 
Common i in Gleigne — 


| | Gladio's Survival s ski: k level 10 +2 


Lestallum, Cape Caem, Rock of Ravatogh 


Tenebrae, various dungeon mazes 
(Chapter 15) 


À Feline Feast (Friendly Cat) 
Common in Duscae__ 


Debased 
Silverpiece 
Debased 
Banknote 


Gratean Medal of 
Distinction 
Imperial Medal of 
Honor 


Magnetron* 


Hydraulic 
Cylinder* 
Wind-up Lord 
Vexxos 
Hunters Medal 


Garula Tusk 


Garula Fur 


Great Garula Tusk 


Hairy Horn 
Hardened Hoof 
Giant Hairy Horn 


Thick Hide 
Worn Incisor 


Coeurl Whiskers* j——_—————— 
eri Totomostro_ En 


Sabertusk Claw 


Curved Fang 


Voretooth Bristles 
Havocfang Hide 


Scaled Skin 


Barbed Poison 
Needle 


Crimson Tongue 
Hard Whiskers 


Mesmenir Horn 


Supple Tail 


AVAILABILITY | AVAILABILITY: DETAILS 


Collectible 


Collectible 


Coflectible 


Collectibie 


Various outposts in Cleigne 
Common in wk 


Collectible s Ta 


Enemy drop é 


Enemy drop 
Mini-game 


ì 75% — — Garulessa 


Collectidle 
Enemy drop 


colectie | 
A: 


Enermy drop _ 


Enemy drop 


Collectible 


4 Galdin Quay region 


5% MA Hoplomachus | 


North of Fort elf Gralea bel il 


Lt Burbost Souvenir Emporium _ 


Appendage: 100% — Garula, Green id 


Totomostro En 


Coernix x Station — Alstor region _ 


Appendage: 100% Garulessa_—_—_— 


Appendage: 100% — Dualhorn 
100% — Btoodhorn, Ashenhorn, 
Grandhorn, Dualhorn (Lv. 23) dn 


Appendage: 100% — Ashenhorn; 75% — — 
Grandhorn; 50% — Dualhorn (Lv. 23) 


ad | 100% — Aspidochelon. nn hel 
__|Appendage: 100% — Aspidochelon 


_}Burbost t Souvenir Ei Emporium _ en 


50% — Coeur; 100% — Elder Coeurl 


50% — Sabertusk; 100% — Frekitusk, n 
Alphatusk 


le oe Longwythe | Rest Area. region — 


4 25% — Saberclaw re 


50% — -Voretooth; 15% — _Yellowtooth 


ál 90% — Havocfang 


Crooked Helixhorn Enemy drop d 


__{—Magnanir 


} 50% — Megaloclaw, Falsdang_ _ _ 


nl Burbost. Souvenir Emporium 


50% — Mushussu; 100% — Mushmahhu_ 


Appendage: 50% — Mushussu; 100% 
— Mushmahhu _ 


80% — Mesmenir; 60% — - Magnanir_ Ard 


| Burbost Souvenir Emporium. 


Appendage: 50% — Mesmenir; 100% j 


p 75% — Spiracom, Duplicom _ 


Appendage: 75% — Spiracom A 


600 


500 


1,500 


2,500 


1,500 


1,500 


500,000 
50,000 


140 


250 


700 


190 


100 


Treasures: Overview (Continued) 


Anak Fetlock 


Anak Antlers 


Giant Curlhorn 


Sahagin Scale 
Sharp Head Fin 


Slimy Oil 


Rough Scales 
Catoblepas Fang 
Curved 
Holfowhorn 


Cockatrice 

Tail Feathers 
Cockatrice Crest 
Basilisk Plumage 
Insect Stinger 
Barbed Scythe* 


Behemoth Horn 


Griffon Feather 


Griffon Claw 
Bulette Carapace 
Shield Spike 
Malboro Eye 
Malboro Vine 
Monster Claw* 
Monster Jaw 
Greatsnake Scale 


Greatsnake Crest 


Centipede Legs 
Centipede Jaw 
Prawn Antennae 


Scorpion Stinger 
Treant Branch 
Treant Trunk 


Mandrake Flower Enemy, rop 
[75%-Wyen 


Wyvern Wing 
Sharp Tail 
Feathers 
Thunderoc 
Feather 

Zu Beak 


Dragon Horn 


Scarlet 
Splinterbone 


Great Anak 
Antlers 


Arba Spur 
Centipede Feet 
Centipede Teeth 
Rough Shell 


Fine Slimy Oil 


Sharp Bristles 


Enormous Stinger 


AVAILABILITY | AVAILABILITY: DETAILS 


_{Burbost Souvenir Emporium _ 


100% — Anaklaban, Anakadom:; 75% 


Enemy drop 


Enemy drop 
Enemy drop — 


Enemydrop [75% Gurangatch 


E Burbost Souvenir | Emporium, 
Enemy drop _ B 


[100% — Sahagin, Albinogin 


Appendage: 50% — Anak Stag oe en 
Appendage: 10% — Arba; 100% — 
Arbagadol 


20% — Seadevil; 85% — Coraldevil 
15% — Gigantoad., Hekatontoad; 100% _ 
— Gaïatoad n 


E ‘Appendage: 100% — - Cockatrice ett 


_{85% — Basilisk 


Joh — Killer Bee 


| 75% 6 — Killer Wasp, Soldier Wasp _ ä 


colectie || 


Enemy drop 


Enemy drop 


Enemy drop — 
Enemydrop 
Enemy drop 
Enemydrop 
Enemydrop _ [5 
Enemydrop 
Enemydrop 
Enemydrop |; 


Enemy drop 


_{Behemoth, Behemoth King. 


Burbost Souvenir Emporium 
Wiz ‚ Chocobo Post region, ‚Deadeye's 8 lair 
Appendage: 100% — Behemoth, 
Behemoth Tyrant, Deadeye, Rogue 

25% — Griffon (15% — Hunt; 100% — — 
dungeon) nn: 
Appendage: 100%- — Griffon. 


100% — Bulette 


N Appendage: 75% — Bulette = ge 


100% — Malboro j 
5% — Malboro Sprout, Malboro Brat 


1 00% — Bandersnatch Bed 
Appendage: 15% — Bandersnatch. 

0% — Midgardsormr: 100% — Hvitrormr 
Appendage: 25% — Midgardsormr; 
100% — Hvitrormr _ 


Colectle | 
Enemy drop__|1 
Enemydrop 


Enemy din 


Enemy 


Enemy drop — 


Wiz Chocobo Post region 


100% — Hundlegs (50% chance for 3) 
Appendage: 100% — Hundlegs 


Appendage: 100% — Karlabos, 
Rogue Karlabos 


30% — - Saphyrtail__ 


| 80% — Treant (1( 00% for hu hunt version) — 


{100% — Manxom __ 


ij Appendage: 100% —Treant 


25% — Mandrake 


50% — OMEN 25% — Rn. 


75% — Thunderoc, nek 


en 25% — Jabberwock; 


hl 100% — Quetzalcoatl 


[25% Arba; 100% — Arbagadol 


100% — Redlegs (50% chance fo for 3) 


En | Appendage: 100% — Redlegs _ 


P 4 15% — Karlabos vn 
dd East of Lestallum 
[75% — - Gaiatoad (Lv. 97) 


50% — Voretooth (Lv. 68); 


| 75% — Voretooth (Lv. 72) 


75% — Brutal Bee 


Treasures: Overview (Continued) 


Deadly Stinger 
Strong Whiskers 


Giant Hoof 
Fearsome Hoof 


Colorful Griffon 
Claw 


Translucent Skin 


Fine Tail Feathers 


Magnificent 
Tail Feathers 


Fine Crest 
Magnificent Crest 
Beautiful Hide 
Big Scorpion 
Stinger 

Scorpion Barb 
Hard Scale 


Cactuar Needie* 


Heavy Scale 
Spiked Armor” 
Hardened Hide 
Jumbo Needle 
Sharp Scythe 
Beautiful Plumage 


Gorgeous 
Plumage 


Tough Shell 


Giant Crab 
Pincers 


Strong Pincers 
Small Beak 
Downy Feathers 
Dragon Claw 


AVAILABILITY | AVAILABILITY: DETAILS 


Enemy drop 


Collectie | 


Enemy drop_ 


_[100%-Kujata 


Enemydrop _ 


Enemy drop 


Enemy drop 


15% — Killer Queen é 
Taelpar Rest À 


50% — Coeurl (dungeon), ‘Elder Coeurl | 


| (dungeon) 


25% — -Molokujata_ ER 


Nede 100% — Griffon (dungeon) 


| 75% — Quetzalcoatl; 100% — Quetzalcoatl 
kle 


[100% Kingatrice 


Enemy drop 


Enemy drop 


Enemydrop 


Enemydrop _| 


Enemy drop 


|Collectible 


Enemy drop el 


Enemy drop 


100% — Kingatrice (Lv. 83) 


Appendage: 100% — Kingatrice (dungeon) 
90% — Havocfang (93) 


15% — POE 


| 25% — _ Reapertail_ Kal 


DE ent 


100% — Slactuar 
South of Lake ô 


80% — Seadevil (dungeon), Coraldevil_ Á 


‘Appendage: 15% — Skarnbulette 


Enemy drop 
Enemydrop | 
Enemydrop _ 


Enemy drop 


Enemy drop [1 


Enemydrop 


Collectible 


| Enemy drop _ ib. 


Enemy drop | 


Enemydrop | 
Enemydrop __|1 


Drooping Whiskers | Er 


Divine Whiskers 


Crab Carapace 


Sturdy Helixhorn* 


Rotten 
Splinterbone 


Large Hollowhorn 


Adamantite 
Repair Kit” 


Bluegill Scale 
Bluegill Fin 
Catfish Barhel 


King Catfish Heart [Mini-game [Fishing 


Jade Gar 
Mirrorscale 


Snakehead Teeth 


100% — Manxom; 50% — Jabberwock _ 

100% — Gigantuar 

15%; — ‘Killer Wasp (dungeon) _ 
85% — - Royalisk _ re 


85% — Royalisk (dungeon) 


100%—Stambuette | 


Malmalam Thicket 


50% — Shieldshears; 100% — 
Mightyshears 


50% — - Shieldshears. (dungeon Let gnf 


75% — Regaltrice 


15% — Regaltrice { (dunc jer 
100% — — Wyvern {dungeo 


[100% — Jormungand 


100% — Jormungand | (dungeon) me Al 


25% — Stoneshears; 50% — 


_{Rubyshears, 75% — Sparkshears 


nd 75% — -Leukorn 


Appendage: 10% — Duplicorn; 


Appendage: 100% — Mictlantecihuatl 


‘Appendage: 100% — Molokujata, 


Ei Phalaris ek version) : 


Hammerhead — Mini- mart; Coernix 


Stations (Alstor, Cauthess, Lestallum); 


ee een 


Fishing 


ee en 


Snakehead Scales Mini-game Fishing _ Ee 
Alstor Bass Bones | Mini 


Phoenix Bass 
Bladder 


Arapaima Scales 
Barrelfish Scales 


Murk Grouper Eye M 


* Required for sidequest completion 
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AUTO PARTS 


Auto parts are items that enable you to madify the Regalia when you Decals and Stickers 


speak with Cindy at Hammerhead. Completing Cindy's quest line (see sE wekte} bEDES PRICE 
page 154) will introduce you to the basics of customization. You'll find (GIL) 


more items ín this category through exploration (mostly represented Hammerhead Sidequest The Ever Elegant Regalia (Cindy) 
by a pickaxe icon), and buy some of them in stores. It is also possible Erens Shop JM Market — Longwythe 
to expand your car radio selection by purchasing music collections raùvernee Shop JM Market — Altissia 
from Weele In DE of ae de. the Ù Pop Art Shop Wir Chocobo Post=s'Past Kiosk 
Important subcategory here Is the set o components Ü at Improve the Beat Shop EERE 
performance and appearance of the Regalia. It is definitely worth your en 
\ Abstractification | Shop JM Market — Old Lestallum 
while to obtain these as soon as they become available. 
Crownsguard Collectible Cape Caem 
Paint Pigment Armory on Sh Meldacio Hunter HO — Parvinath 
op 
Wheels General Store 
NAME | AVAILABILTY AVAILABILITY: DETAILS 
° : The Beast Shop Galdin Quay — Aldare's 
Whitestone Shard _ | Collectible Leide Beda Gap JN Market — Altissia 
Blackstone Shard Collectible Leide 5 u 
Big Bang Mini-game Totomostro 

Redstone Shard Collectible Leide E ee Laet -Moatte's Odds ‘Tí 

Bluestone Shard Collectible Leide zin eid Ends 

Greenstone Shard Collectible Leide Justice Monsters Maas Justice Monsters Five (app 

Yellowstone Shard Collectible Leide Five version) 

Silver Dust Collectible Leide Carbuncle Shop JM Market — Altissia 

Gold Dust Collectible Leide Cindymobile DLC Pre-order bonus 

Prismatic Dust Collectible Leide Gold Chocobo DLC Pre-order bonus 

Whitestone Ore Collectible Duscae ds DLC Fra-ardar bets 


Blackstone Ore Collectible Duscae 


16-Bit Buddies DLC Pre-order bonus 


Redstone Ore Collectible Duscae 


Blast ore Collectibie es Racing Stripes | Sidequest The Ever Elegant Regalia (Cindy) 

Broakstoni re Coaliectible Bastar Racing Stripes Il | Shop Coernix Station — Alstor 

Vellowetdne oef Collectible EE Racing Stripes Ill { Shop Coernix Station — Alstor 

Silver Shard Collectible Diens Racing Stripes IV | Shop Galdin Quay — Aldare's 

Gold Shard Collectible DIEGE Racing Stripes V | Shop Galdin Quay — Aldare's 

Prismatic Shard Collectible hs Royal Stripes | Shop Burbost Souvenir Emporium 

Wiateseann Gevel Collectible Ee Royal Stripes Il Shop Burbost Souvenir Emporium 

Blackstone Crystal Collectible Cleigne digileen Sap sl 

Redstone Crystal Collectible Cleigne CREE Su en 

Bluestone Crystal Callectible Craigs Flames | Shop Lestalium — Maatte's Odds 'n' Ends 

Greanstone Crystal Collectible ans Flames 1 Shop Lestallum — Moatte's Odds ‘n' Ends 

Vellowstois Crystal Collectible define Flames III Shop Lestallum — Moatte's Odds ‘n' Ends 
Regalia Crest Collectible Cape Caem 


Silver Ore Collectible Cleigne 
Lucian King's 


Gold Ore Collectible Cleigne Collectible Cape Caem 


Crest 
Erisnganone Collactble Gleigne Noctis Sticker Caem Farm Trade in 3 Caem Carrots 
Gladio Sticker Caem Farm Trade in 3 Caem Carrots 


Prompto Sticker | Caem Farm Trade ín 3 Caem Carrats 


Ignis Sticker Caem Farm Trade in 3 Caem Carrots 
ICS , 5 7 Ed D) | De Der \ Luna Sticker Shop JM Market — Altissia 
® IN ls IMS 8 IJS En, Ss Chocobo Sticker | Shop Wiz Chocobo Post — Post Kiosk 
Moogle Sticker Shop Wiz Chocobo Post — Post Kiosk 


Shop Wiz Chocobo Post — Post Kiosk 


Meldacio Hunter HO — Parvinath 
General Store 


Cactuar Sticker 


Caution: Wild 
Beasts Sticker 


Shop 


Color Sample Books 


Bullet Hole 
AVAILABILITY Sticker Shop JM Market — Old Lestallum 
5 Hammerhead ke 
sm Sidequest The Ever Elegant Regalia (Cindy) Sticker dn Lie Eea SMIE mank 
Cavalier Sticker | Shop Lestallum — Miní-mart 
Advanced Color sh H in Mini 
Samples ap ammerhead — Mini-mart Coernix Oil Sticker | Collectible Lestallum 


Expert Color sh aren Ebony Sticker Collectible Lestallum 

fe) oernix Station — Lestallum E 
Samples à Umbra Sticker Caem Farm Trade in 3 Caem Carrots 
Mythic Color A Little Friend 


Mini-game Totomostro 


Shop JM Market — Altissia 


Samples Sticker 


Soundtracks 


NAME AVAILABILITY AVAILABILITY: DETAILS PRICE (GIL) 


Memories of FF 

Memories of FFII 

Memories of FFII 

Memories of FFIV 

Memories of FFV 

Memories of FFV! 

Memories of FFVII 

Memories of FFVIII 

Memories of FFIX (Disc 1) — OST 

Memories of FFIX (Disc 2) — OST Plus 

Memories of FFX 

Memories of FFXI (Disc 1} — OST 

Memories of FFXI (Disc 2) — Rise of the Zilart OST 
Memories of FFXI (Disc 3) — Chains of Promathia OST 
Memories of FFXI (Disc 4) — OST Plus 

Memories of FFXI (Disc 5) — Wings of the Goddess OST 
Memories of FFXII 

Memories of FFXIII 

Memories of FFXIV (Disc 1) — OST Original Soundtrack 
Memories of FFXIV (Disc 2) — A Realm Reborn OST 
Memories of DISSIDIA FF 

Memories of FF TYPE-0 

Memories of Dissidia 012 FF 

Lucian Cruisin’ Collectian 

Afrojack 

Memories of KINGSGLAIVE 

Memories of JUSTICE MONSTERS FIVE 


Default 
Shop 
Shop 
Shop 
Shop 
Shop 
Default 
Shop 
Shop 
Shop 
Shop 
Shop 
Shop 
Shop 
Shop 
Shop 
Shop 
Default 
Shop 
Shop 
Shop 
Shop 
Shop 
Default 
Default 
Default 
Default 


JM Market — Longwythe 
Coernix Station — Alstor 
Hammerhead — Mini-mart 
Galdin Quay — Aldare’s 

JM Market — Taelpar 
Hammerhead — Mini-mart 
Coernix Station — Cauthess 
Coernix Station — Cauthess 
Wiz Chocobo Post - Post Kiosk 
Burbost Souvenir Emporium 


Burbost Souvenir Emporium 


Burbost Souvenir Emporium 
Burbost Souvenir Emporium 
Burbost Souvenir Emporium 
Verinas Mart — Ravatogh 
Coernix Station — Lestallum 
Coernix Station — Lestallum 
JM Market — Old Lestallum 
JM Market — Altissia 

JM Market — Old Lestallum 


Components 


Supercharger 

Turbocharger 

Aero Wax 

Airflow Compensator 
Auxiliary Tank 

Magitek Generator 

Fiberglass Coating 
Reinforced Fiberglass Coating 


Superhydrophobic Coating 
Enhanced Headlights 


Increases top speed to 60 mph 

Increases top speed to 70 mph 

Improves fuel efficiency 

Further improves fuel efficiency 

Increases fuel capacity 

Eradicates the need for fuel 

Protects the vehicle from dust, chips, and scratches 

Further protects the vehicle from dust, chips, and scratches 
Completely protects the vehicle from dust, chips, and scratches 
Drive off Daemons at night 


Sidequest 
Mini-game 
Sidequest 
Shop 
Shop 
Mini-game 
Sidequest 
Shop 
Shop 
Sidequest 


The Ever Valorous Regalia (Cindy) 
Totomostro 

The Ever Regal Regalia (Cindy) 
Coernix Station — Lestallum 
Coemnix Station — Lestallum 
Totomostro 

The Ever Gleaming Regalia (Cindy) 
Verinas Mart — Bavatogh 

JM Market — Altíssia 

The Ever Illustrious Regalia (Cindy) 
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LEISURE GOODS 


This category encompasses everything in your inventory that pertains Caem Carrots (the vegetables that you can plant and harvest at Cape 
to leisure activities in the game: chocobos, fishing, and betting in the Caem once you reach Chapter 08 as part of the “Living off the Land” 
Totomostro mini-game in Altissia's Arena Galviano. This section offers a sidequest) also fall into the Leisure Goods category, but are covered 
complete catalog with acquisition details. elsewhere in the quide. Refer to page 171 for details. 


Chocobo Leisure Goods 


In addition to the Chocobo Whistle (an item that you receive for © Medals are awarded for winning chocobo races and are used to 
completing the “Friends of a Feather” sidequest that enables you to rent decorate your mounts at the Chocobo Salon. 
chocobos — see page 166), there are three sub-categories of items: 

© Greens are vegetables that you can feed to your chocobos when 


& Color goods enable you to change the appearance of the chocobos you make camp at a haven to provide them with temporary status 
you mount, both for Noctis and his allies, from the Chocobo Salon boosts. 
close to Wiz. 


Chocobo Leisure Goods 


CATEGORY | NAME 


Chocobo Whistle 


Xelphatol Apple Seeds 


AVAILABILITY AVAILABILITY: DETAILS 


Friends of a Feather 


Where the Wild Chocobos Are (Wiz) 
Secret collectible (see page 316) 
Where the Wild Chocobos Are (Wiz) 
Secret collectible (see page 316) 
Where the Wild Chocobos Are (Wiz) 
Secret collectible (see page 316) 
Chase That Chocobo! (Wiz) 
Secret collectible (see page 316) 
Chase That Chocobo! (Wiz) 
Secret collectible (see page 316) 
Chase That Chocobo! (Wiz) 
Secret collectible (see page 316) 
Chase That Chocobo! (Wiz) 
Secret collectible (see page 316) 


Sidequest 


Sidequest 


Xelphatol Pear Chocobo races 


Doman Plum Pits Sidequest 


Doman Pear Chocobo races 


Mamook Pear Seeds Sidequest 


Mamook Pear Chocobo races 
Valfruit Seeds 
Val Pear 


O'Ghomoro Berry Seeds 


Sidequest 


Chocobo races 


Sidequest 


0’Ghomoro Pear Chocobo races 


Cieldalaes Pineapple Seeds Sidequest 


Cieldalaes Pear Chocobo races 


Han Lemon Seeds Sidequest 


Han Pear Chocobo races 


Replica Medal 
Short Course Medal 
Long Course Medal 


Sidequest Complete the A Behemoth Undertaking hunt, making it possible to ride chocobos 
Win Chocobo Hoops: Grange Gallop (Chapter 5+) 

Win Chocobo Hoops: Rocky Road (Chapter 6+) 

Win vs. Prompto 

Win vs. Gladio 
Win vs. Ignis 
Win the Full Field race 


Win vs. Iris 


Chocobo races 


Chocobo races 


Rounsey Medal Chocobo races 
Destria Medal 
Corsa Medal 
Jennet Medal 
Fat Chocobo Medal 


Jockey Master Medal 


Medals 


Greens 


Totomostro Leisure Goods 


Chocobo races 


Chocobo races 


Chocobo races 


Chocobo races 


Chocobo races | Earn all other medals 
Default 
Shop 
Shop 
Shop 


Shop 


Gysahl Greens Always available to feed your chocobos 
Wiz Chocobo Post — Chocobo Salon 
Wiz Chacobo Post — Chocobo Salon (after completing “Bird on the Brink”) 
Wiz Chocobo Post — Chocobo Salon 


Wiz Chocobo Post — Chocobo Salon (after completing “Savior of the Species”) 


Mimett Greens (boost chocobos’ stamina) 
Curiel Greens (boost chocobos’ galloping speed) 


Reagan Greens (boost chocobos' gliding ability) 


Sylkis Greens (boost all chocobos’ abilities) 


Horns are items that are used in the Totomostro battles Horns 


that take place at Arena Galviano in Altissia. They enable ue eme 
EFFECT 


you cheer for the monsters you bet on to grant them 
temporary bonuses — see page 310 for details. Horn of Resolve Increases the supported monster’s attack 


PRICE 
(GIL) 


Horn of Tenacity Increases the supported monster’s defense 


You automatically receive the Horn of Fortitude when you 
play the mini-game for the first time. The other Hors can be 
purchased from the merchant who has a stall a short walk 
from the gondola station that leads to the Arena Galviano. 
Their prices and effects are listed in the table to the right. 


Horn of Fortitude Heals the supported monster 


Horn of Cleansing Cures the supported monster of status ailments 


Increases the supported monster’s strength, but decreases its 
defense 


Horn of Madness 
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Fishing Leisure Goods 


eid e : ; Lures (Continued Weikenso: 
Your success in the fishing mini-game is determined by the tools and ) Gn 


materials you use. This section lists all of the fishing items and reveals 


how to obtain them. To learn more about the mini-game, see page 303. Deadly Waters: 


Lines 


NAME SHOP AVAILABILITY DURABILITY 


Galdin Quay — 
Stations, Burbost Souvenir Emporium, JM Market 


‚Spider 


Bob's Bait Emporium, All three Coernix 


“Silk - Caem, Dory of the Deep, Tabby’s Tackle Shack, 
| Bert's Bobbers ‘n' Stuff, JM Market — Altissia 


Galdin Quay — 
‚Super 
F Baleen 


Bob’ s Bait Emporium, Coernix Station 


— Lestallum, Burbost Souvenir Emporium, JM Market 
- Caem, Dory of the Deep, Tabby’s Tackle Shack, 
{Bert's s Bobbers ’ ni Stuff, JM Market — Altissia_ u 


Dragon's | Burbost Souvenir Emporium, Bert's Bobbers ‘n' Stuff, 


‘Beard | JM Market — 


ggn Air Stagger 
gn Death Spin 


Sijes Tranquility 


Reels 


nne Menkar 


Ge a: nissai 


dd amine 


| Ge cal Galatea Es 


Altissia 


From the beginning 


ĳ Shop: Dory of the Deep 
Shop: Tabby’ s Tackle Shack; Complete 


Navyth's second sidequest: Fishing, 
Naturally (see page 158) 


Pre- order bonus 
Shop: Bert's Bobbers’ n’ Stuff 


_Sahagin 


Deadly Waters: 
_ Coraldevil 


Deadly Waters: sant 


Seadevil 


Tidal Might 
Leviathan 
Needle 1, 000: 
_Cactuar 
Needle 1,000: 
_Metallicactuar 
Needle 1,000: Gold 
_Cactuar 
Giant Needle 10, 000: 
_ Gigantuar 


_ Giant Needle 10, 000: 


== Metal Cactuar B 


„ Giant Needle 10,000: 
Gold Sar 


Complete Navyth’ s fourth sidequest: 
Angler's Nightmare (see page 159) 


From the bedindind 


shop: ld of the en 


Pre- oren bonus 


Stop Lbb’s s Tackle Shack 


Sp: Bert's Boers” n’ sui 


Lures 


Wale Poppeck: Chocobo _ 


Ze _ Poppeck: White 
__Chocobo 


ee ee end 
_ Chocobo 


€ stinker: Malboro 


Totomostro mini-game kaa page 310 


Giant Trevally 


Bob's Bait Emporium wiaseliend 


Garnet Snakehead 


Rd Stinker: Malbodoom [ Bert's Bobbers 'n' 


haf Stinker: Great 
___Malboro 


Jade Snakehead, 


_j Sapphire Snakehead 


Burrower: Mad Pink _ 


__Sandworm 


Burrower: Green 


_ Sandworm 


Burrower: Abyss Ì 


_ Worm 


Sweet Jamming: 


_ Custard _ 


Sweet Jamming: EL 


_ Flan 


_ Sweet Je Jamming: 
Mousse 


Cleigne Brown Trout 


_{ Bert's Bobbers 
‘n’ Stuff, Coernix 
Station — Lestallum, 
{Dory of the Deep 


[VesperGar Ee 


Callatein Brook Trout 


Cleigne Brown Trout, 
Murk Grouper______ 


vra Barramundi 


{Bob's Bait Emporium, | 
Coernix Station — 
—| Alstor 


Galdin Trevally 


Giant ban 


45- Bomber: Bomb 
A8 Bomber: Ice Bomb 


pe Bomber: Thunder 
_ Bomb 


Ve Jumbo Tusk: Green 
__Garula 


Pad JumboTusk: 


Garulessa _ 


nd Tackle 


dan order bonus 


| Coernix Station — 


Cauthess 


_|Giant Ti Trevally, Crag 
_| Barramundi, Rainbow Trout 


apar ae Barramundi 


®& Inventory 


Maiden Brook Trout 


we) 
5 


Lucian Catfish 


Lucian Catfish 


Golden Catfish 


Bert's Bobbers ’n’ 
Stuff 


Coernix Station — 


_} Alstor, Bob's Bait 


Emporium 


Na dûtitie Tusk: Garula_ 
Ï | Tabby’s Tackle 


Shack, Coernix 


{Station —Lestallum 


Jade Snakehead 


Banie Snakehead 


Jade Snakehead, 
Sapphire Snakehead, 
Noble Arapaima 


Alstor Bass Eed 
Crag | Barramundi _ _ 


Phoenix Bass 
Gamst Snakehead 
Jade Snakehead 


Alstor Bass 


_{Shop: JM Market — [__ 


De Invincible Iron Giant 


„ Ranker Tonberry 


Altissia; Sidequest: 
Navyth's Challenge 


[(see page 158) 


Collectible 


Whiskers: Pearly 
‘ Moogle 
mm Whiskers: Crystal n 


Burbost Souvenir 
Emporium, Dory of 


mm | Whiskers: Chocolate | ______— 


Hot Breather: Red 
____ Dragon _ 
Hot Breather: Green 
_ Dragon De 
Hot Breather: Blue 


_ Dragon 


mm Knife T. Tonberry 


Burbost Souvenir 
Emporium, Tabby's 
Tackle Shack 


Complete Navyth's 


first sidequest: 
Fishing Buddies 


{see page 159) 


Glim Big Blaze Bahamut 
Fatal ‘Roulette: 


@ _ Ahriman _ 


lala of the Lake 


zc Fatal Roulette: 


de Floating Eye 


Fatal Roulette: 


Tour sidequest: 


Dory of the Deep 


_ BloodyBye {| 


€ Stormer: Focalor 


hes “Stormer: Purple 
Berry Focalor 


Stormer: Chert 
‚_Focalor _ 


King Catfish 


Crag Barramundi, 
Tide Grouper, Vesper Gar | 


Rainbow Trout 


|Cherycomb Trout 
|Callatein Brook Trout_ 


Tide hen 


Nebula Salmon 
Nebula Salmon, Chrome 
Rainbow Trout 


Nebula Salmon, Rainbow 
Trout, Lucinian Sea Bass 


Nebula Salmon, Tide 
Grouper, Dark Allural Sea 
_{ Bass, Noble Arapaima___ 


Alstor Bass 


Glowing Barrelfish 


Phoenix Bass 


JM Market — Altissia 


Totomostro mini- 


game (see page 310) 


_ Gemlight: Caster n 
Carbuncle 


Cygillan Sea Bass, 
Striped Barramundi 
Lucinian Sea Bass, 
Striped Barramundi 
Cygillan Sea Bass, 


| Striped Barramundi __ 


Pink Jade Gar 


JM Market — Altissia | Platinum Myrltrout 


= Leisure Goods 
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ie Md 


Key Items are generally linked to quests, though two of them play a special role: Magic Flasks determine how many spell types you can have in your 
inventory (see page 274 for details); Oracle Ascension Coins can be traded in exchange for valuable items thanks to a special vendor called Alessio 


who is found in Altissia (see page 227). 


\tems in this category do not carry over when you start a new playthrough in New Game mode. 


AVAILABILITY | AVAILABILITY: DETAILS 


Magic Flask 


Oracle Ascension Coin 


Lodging Coupon 

Gas Coupon 

LOKTON LX-X1R 
Crown City Smartphone 
LOKTON LX-30 

Map of the Continent 
Red Tusk 

Cindy's Parcel 

Sealed Envelope 
Intricate Coin 

M.E. 756/05/17 Morning 
Edition 

Tombkeep's Key 
Mark of the Archaean 
Mark of the Fulgurian 
Mythril Ore 

Mythril Component 
Moogie Plushie 

Map of Accorda 
Messengers’ Amulet 
Mark of the Hydraean 
Ring of the Lucii 
Lovers’ Notebook 
Ignis’s Cane 
Generator Key 

Mark of the Glacian 
Security Card 

Panel B Card Key 
Panel C Card Key 
Elevator Key 
Scribbled Note 

Mark of the Draconian 


Default 
Main quest 
Main quest 
Main quest 
Main quest 
Maín quest 
Main quest 
Collectible 
Collectible 
Collectible 
Collectible 
Coilectible 
Coltectible 
Collectible 
Collectible 
Collectible 
Collectible 
Callectible 
Collectible 
Collectible 
Collectible 
Collectible 
Collectible 
Collectible 
Collectible 
Collectible 
Collectible 
Collectible 
Collectible 
Collectible 
Collectible 
Collectible 
Collectible 
Collectible 
Collectible 
Collectible 
Collectibie 
Collectible 
Collectible 
Collectible 
Collectible 
Collectible 
Collectible 
Collectible 
Collectible 
Enemy drop 
DLC 

DLC 

DLC 

Main quest 
Main quest 
Main quest 
Main quest 
Main quest 
Main quest 
Main quest 


Main quest 


Main quest 
Main quest 
Main quest 
Main quest 
Main quest 
Main quest 
Main quest 
Main quest 
Main quest 
Main quest 
Main quest 
Main quest 
Main quest 
Main quest 
Main quest 
Main quest 
Main quest 
Main quest 
Main quest 
Main quest 


Hunter Becomes the Hunted 
Legacy 
Burden of Expectation 


Sword in the Waterfall (speak to Jared) 


The Hexatheon's Blessing 


Brave New World (speak to Cor at the dock) 


Fociaugh Hollow 

Steyliff Grove 

Cape Caem 

The Rock of Ravatogh 
Pitioss Ruins 

Hammerhead 

Longwythe Rest Area 
Galdin Quay 

Prairie Outpost 

Coernix Station — Alstor 
Keycatrich Trench 

Coernix Station — Cauthess 
Wiz Chocobo Post 
Cauthess Rest Area 
Taelpar Rest Area 
Lestallum 

Burbost Souvenir Emporium 
Meldacio Hunter HO 
Verinas Mart - Ravatagh 
Altissia 

Fociaugh Hollow 

Daurell Caverns 
Costlemark Tower 

Pitioss Buins 

Steyliff Grove 

Glacial Grotto 

The Myrlwood 

Malmalam Thicket 

The Rock of Ravatogh 
Balouve Mines 

Fociaugh Hollow maze (Chapter 15) 
Daurell Caverns maze (Chapter 15) 


Costlemark Tower maze (Chapter 15) 


Glacial Grotto maze (Chapter 15) 
Steyliff Grove maze (Chapter 15) 


Keycatrich Trench maze (Chapter 15) 


Balouve Mines maze (Chapter 15) 


Crestholm Channels maze (Chapter 15) 


100% — Cactuar 
Pre-order bonus 
Pre-order bonus 
Pre-order bonus 
From the start 
From the start 
The Pauper Prince 
The Mutant Marauder 
The Errand Prince 
The Errand Prince 
The Errand Prince 


HI Tidings 


The Power of Kings 

The Trial of Titan 

The Trial of Ramuh 
Party of Three 

A Precious Source of Power 
Brave New World 
Altissia, City on the Sea 
The Summit 

The Trial of Leviathan 
The Trial of Leviathan 
The Trial of Leviathan 
The Hand of the King 
The Hand of the King 
Breath of the Glacian 

A King's Struggle 

A King's Struggle 

A King's Struggle 

A King's Struggle 
Zegnautus Keep 
Reunion and Recovery 


NAME 


Infernian's Shard 
Enticing Truffle 
Volcanic Bouquet 
Broken Dog Tag 

Bent Dog Tag 

Rusted Dog Tag 
Scorched Dog Tag 
Twisted Dog Tag 
Scratched Dag Tag 
Crushed Dog Tag 
Polished Dog Tag 
Sullied Dog Tag 
Behemoth Round 
Glimmering Zu Egg 
Karlabos Carapace 
Sealbreaker’s Key 
Rainbow Frog 

Yellow Frog 

Red Frog 

Myrlwaod Firefly 
Myrlwaod Firefly 
Myrlwood Firefly 

Food Shipment 
Prissock's Package 
Prissock's Package 
Mystery Map 

Mystery Map 

Mystery Map 

Mystery Map 

Mystery Map 

Mystery Map 

Mystery Map 

Mystery Map 

Mystery Map 

Mystery Map 

Mystery Map 

Mystery Map 

Mystery Map 

Mystery Map 
Sylvester's Map 
Sylvester's Map Piece A 
Sylvester's Nap Piece B 
Sylvester's Map Piece C 
Sylvester's Map Piece D 
Sylvester's Map Piece E 
Sylvester's Map Piece F 
Sylvester's Map Piece G 
Sylvester's Map Piece H 
Sylvester's Map Piece | 
Sylvester's Map Piece J 
Sylvester's Map Piece K 
Sylvester's Map Piece L 
Sylvester's Map Piece M 
Sylvester's Map Piece N 
Garnet Stone 

Amethyst Stone 
Heliodor Stone 

Heliodor Stone 

Heliodor Stone 

Sapphire Stone 

Ruby Stone 

Emerald Stone 
Coctura’s Cat Food 
Monica's Cat Food 
Luxury Cat Foad 
Warped Wings 

Unstable Stabilizer 
Strange Engine 

Cid's Old Hammer 


Randolph collection item: 


Jet-black Beak 


Randolph collection item: 


Malboro Tentacle 


Randolph collection item: 


Chef's Knife 


Randolph collection item: 


Resplendent Hollowhorn 


Randolph collection item: 


Squirming Bone 
Cactuar Statuette 
Cactuar Model 
Cactuar Sculpture 
Cactuar Effig 


Main quest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sideguest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sideguest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Main quest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Sidequest 
Shop 
Main quest 
Main quest 
Sidequest 
Sidequest 


Sidequest 


Sidequest 


Sidequest 


AVAILABILITY | AVAILABILITY: DETAILS 


Reunion and Recovery 
Up Close and Personal (Tour) 

A Flower for Iris (Tour) 

Gone Hunting (Dave) 

Dust to Dust (Dave) 

Lost in the Wilderness (Dave) 
A Rocky End (Dave) 

Final Resting Plains (Dave) 
Swallowed by Shadows (Dave) 
Washed Away (Dave) 

A Backwoods Burial (Dave) 

The Witch of the Woods (Dave) 
The Perfect Cup (Gladio) 

The Perfect Cup (Gladio) 

The Perfect Cup (Gladio) 
Menace Beneath Lucis 

The Frog of Legend 


The Professor's Protégé 


Lestallum's Finest 

Van, Interrupted 

Van, Interrupted Again 

Scraps of Mystery | (Leide) 
Scraps of Mystery Il (Leide) 
Scraps of Mystery Ill (Leide) 
Scraps of Mystery IV (Leide) 
Scraps of Mystery V (Leide) 
Scraps of Mystery VI (Duscae) 
Scraps of Mystery VII (Duscae) 
Scraps of Mystery VIII (Duscae) 
Scraps of Mystery IX (Duscae)} 
Scraps of Mystery X (Duscae) 
Scraps of Mystery Xl (Cleigne) 
Scraps of Mystery XIl (Cleigne) 
Scraps of Mystery XIII (Cleigne) 
Scraps of Mystery XIV (Cleigne) 
X Marks the Spot (Cleigne) 
Scraps of Mystery | (Leide) 
Scraps of Mystery Il (Leide) 
Scraps of Mystery Ill (Leide) 
Scraps of Mystery IV (Leide) 
Scraps of Mystery V (Leide) 
Scraps of Mystery VI (Duscae) 
Scraps of Mystery Vil (Duscae) 
Scraps of Mystery VIII Duscae) 
Scraps of Mystery IX (Duscae) 
Scraps of Mystery X (Duscae) 
Scraps of Mystery Xl (Cleigne) 
Scraps of Mystery XIl (Cleigne) 
Scraps of Mystery XIII (Cleigne) 
Scraps of Mystery XIV (Cleigne) 
A Gentlemen's Agreement 

The Aspiring Artisan (Dino) 

A Stone-Studded Stunner (Dino) 
A Stone-Studded Stunner (Dino) 
A Stone-Studded Stunner (Dino) 
Reliable Royalty (Dino) 

No Pain, No Gem (Dino) 

À Treasure Beyond Measure (Dino) 
Kitty Catering 

À Feline Feast 

JM Market — Caem 


Imperial Infiltration (Fort Vaullerey) 
Formouth Garrison 
Á Better Engine Blade Ill 


A Legend Is Born (Randolph) 


Dreadful Legend (Randolph) 


Sidequest 


Sidequest 


Shop 
Shop 
Shop 
Sidequest 


Cursed Legend (Randolph) 


Wondrous Weapon (Randolph) 


Wiz Chocobo Post — Post Kiosk 
Lestallum — Veenon’s Pantry 
JM Market — Altissia 
Formouth Garrison 


The Professor's Protégé — Yellow Frogs 


The Professor’s Protégé — Myrlwood Firefly 
The Professor's Protégé — Myrlwood Firefly 
The Professor's Protégé — Myrlwood Firefly 


Engaging the Empire (Aracheole Stronghold) 


Legend Wrapped in an Enigma (Randolph) 


ROPS 


In this section we provide a comprehensive overview of all merchants in Final Fantasy XV, sorted by category. 


Arms Vendors 


These vendors sell gear: weapons and accessories. 


Hammerhead — Culless Munifions 


PRIGE 
ITEM (GI) 


Broadsword 
Two-handed Sword 
War Sword 
Daggers 

Avengers 

Handgun 

Cocytus 


CATEGORY 


Prairie Outpost — Cuiless Munitions 
Galdin Quay — Culless Munitions 


PRICE 
CATEGORY | ITEM (GIL) 


Broadsword 
War Sword 
Avengers 
Cocytus 
Javelin 

Bronze Bangle 
Soldier’s Anklet 
Potpourri 


Accessory 


Wiz Chocobo Post — Culless Munitions 
Coernix Station (Cauthess) — Culless Munitions 


ITEM 


Airstep Sword 
Blade of Brennaere 
Mythril Lance 
Cutlasses 
Calamity 
Kite Shield 
Iron Bangle 
Garnet Bracelet 
Bulletproof Vest 
Warriors Anklet 
White Sage 
Amulet 
Towel* 
Handkerchief* 


CATEGORY 


Accessory 


* Only available at Wiz Chocobo Post 


Taelpar Rest Area — Culless Munitions 


CATEGORY 


Rune Saber 
Flame Tongue 
Claymore 
Rapier Lance 
Storm Lance 
Mythril Knives 


Mythril Pistol 
Power Shield 
Ice Shield 
Carbon Bangle 
Fencer's Anklet 
Angel Earring 
Power Stone 
Garnet Bracelet 
Bulletproof Vest 


Accessory 


Lestallum — Culless Munitions 


PRICE 


Rune Saber 
Flame Tongue 
Claymore 

Hardedge 

Rapier Lance 

Ice Spear 

Mythril Knives 
Assassin's Daggers 
Mythril Pistol 
Power Shield 

ice Shield 
Carbon Bangle 
Garnet Bracelet 
Fencer's Anklet 
Bulletproof Vest 
Angel Earring 
Power Stone 


Accessory 


Lestallum — Veenon’s Pantry 


CATEGORY 


ITEM 


Bulletproof Suit 
Fireproof Inners 
Warm inners 
Insulated Inners 
Styling Gel 
White Sneakers 
Bandage 
Cactuar Model 


Accessory 


Meldacio Hunter H& — Culless Munitions 


ITEM 


Durandal 
Radiant Lance 
Orichalcum 
Black Prince 
Titanium Bangle 
Heliodor Bracelet 
Talisman 
Knight's Ankiet 
Oracle Card 


CATEGORY 


Weapon 


Accessory 


Verinas Mart (Ravatogh) — Culless Munitions 


CATEGORY [ITEM 


Ice Brand 
Hardedge 

Ice Spear 
Assassin's Daggers 
Rebellion 
Thunder Shield 
Flame Shield 
Heliodor Bracelet 
Talisman 
Knight's Anklet 
Carbon Bangie 
Garnet Bracelet 
Bulletproof Vest 


Weapon 


Accessory 


Pergula Legionis (Aranea's Vendor) 


PRICE 
CATEGORY |ITEM (GIL) 


Ice Brand 
Hardedge 
Ice Spear 
Assassin's Daggers 
Rebellion 

Thunder Shield 
Flame Shield 


Carbon Bangle 
Accessory | Angel Earring 
Fencer’s Anklet 


Weapon 


Altissia — Culless Munitions 


PRICE 
CATEGORY [ITEM (GI) 


Thunderbolt 
Hero’s Shield 
Blood Sword 
epen Wyvern Lance 
Delta Daggers 
Flame Gun 


Altissia — Carliano 


CATEGORY 


Bultetproof Suit 
Firepraof Inners 
Warm Inners 
Insulated Inners 
Accessory | Titanium Bangle 
Heliodor Bracelet 
Talisman 
Knight's Anklet 
Oracle Card 


Cartanica — Armeria Madiani 
Tenebrae — Pergula Legionis 
Gralea — Venditio Armorum 


CATEGORY [ITEM 
Blood Sword 
Thunderbolt 
Wyvern Lance 

WEapeb Delta Daggers 
Flame Gun 
Hero’s Shield 
Titanium Bangle 

Accessory 


Heliodor Bracelet 
Hammerhead — Culless Munitions 


Talisman 
PRICE 
CATEGORY [ITEM (GI) 


Knight's Anklet 
Durandal 
Hyperion 
Weapon Radiant Lance 
Main Gauches 
Quicksilver 
Black Prince 


Oracle Card 


Titanium Bangle 
Heliodor Bracelet 
Accessory _|Talisman 
Knight's Anklet 
Oracle Card 
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General Stores 


These shops sell consumables, as well as certain items from other categories. 


Hammerhead — Mini-mart 


CATEGORY [ITEM 


Potion 
Hi-Potion 
Elixir 
Consumable Hi-Elixir 
Phoenix Down 
Antidote 
| Treasure | 


Treasure 


Auto Parts 
Ingredient 


Longwythe Rest Area — JM Market 


Hammerhead Sticker 
Beaux Arts 
Advanced Color Samples 
Memories of FFIV 
Memories of FFVIII 
Gighee Ham 
Birdbeast Egg 
Sheep Milk 
Leiden Potato 
Funguar 
Leiden Pepper 


CATEGORY 


Potion 
Hi-Potion 
Elixir 

Hi-Elixir 
Phoenix Down 
Antidote 


Consumable 


Cleigne Wheat 
Leiden Pepper 
Gighee Ham 
Birdbeast Egg 
Sheep Milk 
Leiden Potato 
Funguar 


Galdin Quay — Aldare's 


CATEGORY | ITEM 
Potion 
Hi-Potion 
Elixir 
Consumable Hi-Elixir 
Phoenix Down 
Antidote 
The Beast 
Racing Stripes IV 
Autolkärts Racing Stripes V 
Memories of FFV 


Gighee Ham 

Birdbeast Egg 

Lucian Tomato 

Wild Onion 
ingredient Giant Trevally Fillet 

Trout Fillet 

Sheep Milk 

Anak Meat 

Dualhorn Steak 

Cleigne Wheat 


Taelpar Rest Area — JM Market 


CATEGORY 


Potion 
Hi-Potton 
Elixir 
Consumable Hi-Elixir 
Phoenix Down 
Antidote 


Auto Parts | Nlemories of FFVI 


Wiz Chocobo Post — Post Kiosk 
CATEGORY | ITEM 
Chocobo Sticker 
Moogle Sticker 
Gighee Ham 
Garula Sirloin 
Wild Onion 
Ingredient 
Leiden Potato 
Funguar 
Cleigne Wheat 
Potion 
Hi-Potion 
Elixir 
Hi-Elixir 
Consumable | Phoenix Down 
Antidote 
Gold Needle 
Smelling Salts 
Maidens Kiss 
Auto Parts 
Flames HI 
Smelling Salts 50 
Star Pendant 
Rainbow Pendant 
Accessory {Moon Pendant 
Earth Pendant 


Potion 
Hi-Potion 
Elixir 
Consumable Hi-Elixir 
Phoenix Down 
Antidote 
Cactuar Sticker 
Birdbeast Egg 
Lucian Tomato 
Leiden Pepper 
Lestallum — Moatte's Odds ‘n' Ends 
Lestallum — Syperf Sundries 
Lestaltum — Falistar Foods 


Pop Art 
Auto Parts 

Memories of FFX 

Anak Meat 

Sheep Milk 

Dualhoern Steack 
CATEGORY [ITEM 

PRICE 

CATEGORY [ITEM (GIL) 
CATEGORY | ITEM 


Gighee Ham 
Birdbeast Egg 
Anak Meat 
Garula Sirloin 
Lucian Tomato 
E Killer Tomato 
ingredient Wild Onion 
Leiden Pepper 
Sheep Milk 
Dualhorn Steak 
Leiden Potato 
Funquar 


Lestallum — Furloch Farms 


PRIGE 
CATEGORY | ITEM (GIL) 


Behemoth Tenderloin 

Zu Tender 

Kujata Marrow 
Ingredient | Kettier Ginger 

Allural Shallot 

Saxham Rice 

Fine Cleigne Wheat 


testallum — Prissock General Store 


CATEGORY | ITEM 


Fine Gighee Ham 
Griffon Breast 
Midgardsermr Shank 
Ingredient Schier Turmeric 
Hulldagh Nutmeg 
Cleigne Wheat 
Malmashroom 
Smoking Wood 


Lestallum — Cup Noodles Wagon 


CATEGORY [ITEM 


Cup Noodles 220 


Old Lestallum — JM Market 


CATEGORY | ITEM 


Potion 
Hi-Potian 
Elixir 
Consumable Hi-Elixir 
Phoenix Down ‚ 
Antidote 10 


Treasure [Reparkt | 100 


Abstractification 
Auto Parts 


Bullet Hole Sticker 


Memories of DISSIDIA FF 
CATEGORY | ITEM 


Memories of DISSIDIA 012 FF 
Potion 
Hi-Potion 
Elixir 
Consumable Hi-Elixáir 
Phoenix Down 
Antidote 


Funguar 

Alstroom 

Vesproom 
Malmashroom 

Fine Cleigne Wheat 

Schier Turmeric 

Hulldagh Nutmeg 

Memories of FFIX (Disc 1} 100 
Treasure __|RepairKit | 100) 
Spider Silk 

Needle 1,000: Cactuar 
Needle 1,000: Metal Cactuar 
Needle 1,000: Gold Cactuar 
Gighee Ham 
Birdbeast Egg 
Anak Meat 
Garula Sirloin 
Dualhorn Steak 
Saxham Rice 


Leiden Pepper 


Leisure 
Goods 


Prairie Outpost — JM Market 


Potion 
Hi-Potion 
Elixir 

Hi-Elixir 
Phoenix Down 
Antidote 


Gighee Ham 
Birdbeast Egg 
Sheep Milk 
Leiden Potato 
Funguar 
Leiden Pepper 
Lucian Tomato 
Anak Meat 
Dualhorn Steak 


Coernix Station (Alstor) — Shop & Cafe 


Potion 
Hi-Potion 
Elixir 

Hi-Elixir 
Phoenix Down 
Antidote 


Treasure ! 


Racing Stripes II 
Auto Parts {Racing Stripes IIi 
Memories of FFIII 


Spider Silk 

Sweet Jamming: Custard 
ene Sweet Jamming: Flan 
en Sweet Jamming: Mousse 

Bomber: Bomb 

Bomber: Ice Bomb 

Bomber: Thunder Bomb 


Burbost Souvenir Emporium — Shop & Cafe 


PRICE 


Potion 

Hi-Potion 
Consumable | Elixir 

Hi-Elixir 

Phoenix Down 

Memories of FFXI (Disc 1) 

NMiemories of FFXI (Disc 2) 
Auto Parts 


Memories of FFXI (Disc 3} 
Leisure 
Goods 


Memories of FFXI (Disc 4) 
Memories of FFXI (Disc 5} 
Royal Stripes I 
Royal Stripes II 
Sabertusk Claw 
Garula Tusk 
Mesmenir Horn 
Scaled Skin 
Anak Fetlock 
Anak Antlers 
Behemoth Horn 
Spider Silk 
Super Baleen 
Dragon's Beard 
Hot Breather: Red Dragon 
Hot Breather: Green Dragon 
Hot Breather: Blue Dragon 
Whiskers: Pearly Moogle 
Whiskers: Crystal 
Whiskers: Chocolate 


Meldacio Hunter H& — Parvinath General Store 


CATEGORY 


Potion 
Hi-Potion 
Elixir 
Hi-Elixir 
Phoenix Down 
Antidote 
Consumable {Gold Needle 
Smelling Salts 
Maiden's Kiss 
Power EX 
Mettle VX 
Spirit ZX 
Verve WX 


Leiden Pepper 
Anak Meat 
Garula Sirloin 
Dualhorn Steak 


CATEGORY | ITEM 


Potion 
Hi-Potion 
Elixir 
Consumable Hi-Elixir 
Phoenix Down 
Antidote 


Repair Kit 
Memories of FFXIV (Disc 1) 
Memories of FFXIV (Disc 2 


Treasure 


Airflow Compensator 
Auxiliary Tank 

AGP Expert Color Samples 
Cavalier 


Spider Silk 

Super Baleen 
Jumbo Tusk: Garula 
Jumbo Tusk: Green Garula 
Jumbo Tusk: Garulessa 
Burrower: Mad Pink 
Sandworm 

Burrower: Green Sandworm 
Burrower: Abyss Worm 


Leisure 
Goods 


Verinas Mart — Ravatogh 


CATEGORY [ITEM 


Potion 
Hi-Potion 
Elixir 
Consumable Hi-Elixir 
Phoenix Down 
Antidote 


CATEGORY [ITEM 


Potion 

Hi-Potion 

Elixir 

Hi-Elixir 
Consumable | Phoenix Down 

Antidote 

Gold Needle 

Smelling Salts 

Maiden's Kiss 


Carbon Weave 


Check Pattern 
Memories of FFXII 


Cape Caem — JM Market 


Potion 
Hi-Potion 
Elixir 

Hi-Elixir 
Phoenix Down 
Antidote 

Gold Needle 
Smelling Salts 


Maiden's Kiss 
Power EX 

Mettle VX 

Spirit ZX 

Verve WX 

Giant Trevally Fillet 
Trout Fillet 
Barramundi Fillet 
Tide Grouper Fillet 
Cleigne Darkshell 
Caem Pinkshrimp 
Cleigne Mollusk 
Saxham Rice 


Consumable 


Ingredient 


Spider Silk 

Super Baleen 

Deadly Waters: Seadevil 
Deadly Waters: Coraldevil 
Deadly Waters: Sahagin 


Leisure 
Goods 


Malmaltam Thicket — House of Hexes 


PRICE 
CATEGORY | ITEM (GIL) 
0 


Potion 5 
Hi-Potion 
Elixir 

Hi-Elixir 
Phoenix Down 
Antidote 

Gold Needle 
Smelling Salts 
Maiden's Kiss 


Consumable 
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Alfissia — JM Market 


CATEGORY [ITEM 


Potion 
Hi-Potion 
Elixir 
Hi-Elixir 
Phoenix Down 
Antidote 
Gold Needle 

Consumable | Smelling Salts 
Maiden's Kiss 
Ether 
Remedy 
Power EX 
Mettle VX 
Spirit ZX 
Verve WX 
Superhydrophobic Coating 
Fan Service 

Auto Parts 

Goods 


Guardians 
Leisure Goods Shops 


PRIGE 
(GIL) 


Carbuncle 

A Little Friend Sticker 
Luna Sticker 

Memories of FF TYPE-0 


Spider Silk 
Super Baleen 
Dragon's Beard 
Stormer: Focalor 


Stormer: Purple Berry 
Focalor 


Stormer: Chert Focalor 
Invincible Iron Giant 
Gemlight: Caster Carbuncle 


Altissia — Old Gobunant's Boat 


CATEGORY [ITEM 


Fine Gighee Ham 
Leiden Pepper 
Schier Turmeric 
: Hulldagh Nutmeg 

epen Killer Tomato 
Ulwaat Berries 
Saxham Rice 
Fine Cleigne Wheat 


Alfissia — Gamberetto's Catch 


CATEGORY {ITEM 


Caem Pinkshrimp 
Cleigne Mollusk 
Cleigne Darkshell 
Platinum Myritrout Fillet 
Arapaima Roe 

ingredient Tenebraen Oak 
Giant Trevally Fillet 
Trout Fillet 
Barramundi Fillet 
Nebula Salmon Fillet 
Tide Grouper Fillet 
Sea Bass Fillet 


PRICE 
(GIL) 


PRICE 
(GIL) 


150 


These merchants are dedicated exclusively to the sale of leisure goods. 


Galdin Quay — Bob's Bait Emporium 


CATEGORY | ITEM 


Spider Silk 

Super Baleen 
Poppeck: Chocobo 
Poppeck: White Chocobo 
Poppeck: Red Chacoho 
Sweet Jamming: Custard 
Sweet Jamming: Mousse 
Sweet Jamming: Flan 
Bomber: Bomb 
Bomber: ice Bomb 
Bomber: Thunder Bomb 


PRIGE 
(GIL) 


Leisure 
Goods 


North of Old Lestallum — Tabby’s Tackle Shack 


CATEGORY | ITEM 


Spider Silk 

Super Baleen 

Deadly Waters: Sahagin 
Deadly Waters: Coraldevil 
Deadly Waters: Seadevil 
Hot Breather: Red Dragon 
Hot Breather: Green Dragon 
Hot Breather: Blue Dragon 
Jumbe Tusk: Garula 

Jumbo Tusk: Green Garula 
Jumbo Tusk: Garulessa 
Butterfly Edge 

Galatea 


Leisure 
Goods 


The Vesperpool — East Bank — Beri’s 
Bobbers ‘'n' Stuff 


PRICE 
CATEGORY | ITEM (GIL) 
0 


Spider Silk 3 

100 
500 
200 
200 
200 


200 


Super Baleen 

Dragon's Beard 
Stinker: Malboro 
Stinker: Malbodoom 
Stinker: Great Malboro 
Giant Needie 10,000: 
Gigantuar 

Giant Needfe 10,000: 
Metal Gigantuar 


Giant Needle 10,000: 
Gold Gigantuar 


Burrower: Mad Pink 
Sandworm 


Burrower: Green 
Sandworm 


Burrower: Abyss Worm 
Death Spin 
Nereid 


Leisure 
Goods 


Wiz Chocobo Post — Chocobo Salon 


PRIC 
CATEGORY | ITEM (el) 


E 
Mimett Greens 50 


Leisure Curiel Greens 
Goods Reagan Greens 
Sylkis Greens 


Cartanica — Articofi da Viaggio Machialga 
Tenebrae — Commeatus Armorum 

Gralea — Venditio Instrumentorum 
Hammerhead — Mini-mart (Chapter 14} 


PRICE 
CATEGORY [ITEM (GIL) 


Potion 
Hi-Potion 
Elixir 


Hi-Elixir 


Phoenix Down 
Consumable | Antidote 

Gold Needle 

Smelling Salts 

Maiden's Kiss 

Ether 

Remedy 


Spider Silk 
Super Baleen 


Burrower: Mad Pink 
Sandworm 


Burrower: Green 
Sandworm 


Burrower: Abyss Worm 
Whiskers: Pearly Moogle 
Whiskers: Crystal 
Whiskers: Chocolate 
Fatal Roulette: Ahriman 
Fatal Roulette: Floating Eye 
Fatal Roulette: Bloody Eye 
Hell Blaster 

Acubens 


Leisure 
Goods 


Special Vendors 


Wen 


In Altissia, you will find two special vendors. 


© The first is a man by the name of Alessio, who is located at one 
of the tables at the restaurant opposite the Palsino Street gondola 
station. Alessio is an unusual merchant who takes payment only in 
the form of Oracle Ascension Coins. Oracle Ascension Coins are key 
items: tum to page 222 to find out where to obtain them. 


& The second, Sondonda, is found on the Listro Park plaza. You can do 
business with him at his stand, a short walk from the gondola station 
that leads to Arena Galviano. Sondonda sells Horn items that affect 
the Totomostro mini-game, which we cover on page 310. 


Altissia — Alessio 
ITEM EXCHANGE 
Megalixir 
Fire Crest 
Ice Crest 


Lightning Crest 
Dark Crest 
Mighty Guard 
Stone Wall 
Ribbon 


Lodgings 


increases the supported monster’s attack 
Increases the supported monsters defense 
Cures the supported monster of status ailments 


Increases the supported monster’s strength, 
but decreases its defense 


Horn of Resolve 
Horn of Tenacity 
Horn of Gleansing 


Horn of Madness 


Stopping at a lodging offers a unique benefit in the form of a multiplier 
that grants bonus EXP but you must always pay a fee in Gil for the 
privilege. Though this also means that you forgo the advantage of Ignis 
rustling up a stat-boosting dish, the additional experience can be quite 
significant if you have completed numerous sidequests since your last 
rest. Players seeking to level up their party as quickly as they can should 
take this into account as they plan their adventures. 


To give your party the best possible preparation for the rigors of the 
endgame (and, more pressingly, the challenges of Chapter 15), the 
optimal time to exploit the EXP bonuses offered by lodgings begins after 
you reach Chapter 08. At that stage, a large number of sidequests are 
unlocked at once. Continue to Altissta until you obtain the “Call Umbra” 
function, which enables you to return to Lucis. The final step before 
you can begin powerleveling is to travel to Hammerhead and complete 
Cindy's “The Ever Illustrious Regalia” sidequest. 


With the Regalia fitted with the Enhanced Headlights upgrade, you're 
all set to employ a profitable EXP-boosting exercise: complete as many 
sidequests as you can in Lucis in a single marathon session (ideally with 
an EXP bonus multiplier induced by a meal, such as the Fat Chocobo Triple- 
Decker available from Wiz Chocobo Post — see page 294), without resting, 
then go back to Altissia and bank your EXP with a stay at the Royal Suite 
in the Leville to claim the maximum x3 multiplier. As the 30,000 Gil fee 
for each stay is far from trivial, you'll obviously need to make extensive 
progress in sidequest completion to make the expense worthwhile. 


A few additional tips for boosting EXP gains by staying at premium 
lodgings: 


© If you spend a productive day of completing multiple sidequests before 
you reach Altissia, the x2 multiplier available at Quayside Cradle in 
Galdin Quay is a decent alternative for power-leveling. 


©& Be wary of actions that will advance the storyline to the next Chapter 
f you are planning to maximize EXP gains with a stay in lodgings: this 


can lead to accumulated EXP being banked automatically — with no 
multiplier whatsoever. 


& Making camp at havens grants no EXP bonuses, so this is a poor 
choice for power-leveling. However, camping right after you have 
stayed at a lodging can be a great solution to enjoy both the EXP 
multiplier from a hotel and a stat-boosting meal. 


& Though you could technically ignore a// non-essential quests until you 


reach Chapter 08 to increase later EXP gains with marathon tours of - 


Lucis before staying at the Royal Suite, bear in mind that there is a 
hard level cap of 99 — so it's not really necessary. 


The following table provides all relevant details for every lodging you will 
encounter in the game. 


Hammerhead (Caravan) 

Longwythe Rest Area — Three Z's Motel 
Galdin Quay (Caravan) 

Galdin Quay — The Quayside Cradle 
Prairie Outpost (Caravan) 

Coernix Station — Alstor (Caravan) 
Wiz Chocobo Post (Caravan) 

Coernix Station — Cauthess (Caravan) 
Cauthess Rest Area (Caravan) 
Taelpar Rest Area — Three Z's Motel 
Lestallum — The Leville 

Old Lestallum — Three Z's Motel 
Burbost Souvenir Emporium (Caravan) 
Verinas Mart — Ravatogh (Caravan) 
Meldacio Hunter HO (Caravan) 

Cape Caem — Hidden Getaway 
Altissia — The Leville 

Altissia — The Leville (Royal Suite) 
Vagoni Albergo di Cartanica 

Tenebrae — Roues du Repos 


Sideaesis 


— inventory 


Consumables 
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Bieke: 


This chapter documents every potential adversary that you may encounter over the course of your 


journey through Eos. Covering parameters, habitats, drops, and other notable characteristics, our 


enemy sheets wil enable you to develop comprehensive strategies for even the most resilient 


foes, and track down all possible combat rewards. 


Before you dive in, take a moment to read the introductory section overleaf. This provides e; 
breakdown of all the information contained on each enemy sheet, including abbreviations and 
other necessary terminology. 
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If you are seeking information on a specific monster, you can use this alphabetical 
directory to track it dawn with ease. The classification we use is as follows: 


& Beasts are creatures available at any time of the day or during daylight hours. 


© Daemons are generally encountered at night or in dark environments such as 
caves and dungeons. 


© Imperial Forces are troops quarding specific places such as Niflheim bases. 
They can also be randomly dropped by landing crafts as you travel on the world map. 


DIRECTORY 


& Bosses are special enemies that appear during main quests. 


Adamantoise 
Alberich 


Albinagin 


Alphagin 


Alphatusk 
Alv 

Anak 
Anak Calf 
Anak Stag 


Anakadom 


Anaklaban 
Arachne 
Aramusha 
| Arba 
Arbagadol 
Ariadne 


Armored Assassin 


Armored Axeman 


Armored Swordsman 


Äshenhorn 


Aspidochelon 
Ayakashi 
Bandersnatch 
Basilisk 
Battery Soldier 
Bavarois 
Behemoth 
Behemoth King 
Behemeth Tyrant 


Bennu 


Bijröst 
Black Flan 
Bloodhorn 
Bomb 


Bosses EERE 


Braindrainer 
Brutal Bee 
Buiette 
Bussemand 


Cactuar 


Catoblepas 
Chadarnook 
Chandravarma 
Chickatrice 
Cockatrice 
Coeurl 
Copperoc 
Coraldevil 
Crème Brûlée 
Cryonade 
Custard 
Daemonwall 
Daggerguill 
Deadeye 
Deathclaw 
Dolce 
Dualhorn 
Duplicorn 
Dynoaevis 
Elder Coeurl 
Ereshkigal 
Eternal Trooper 
Falxfang 

Flan 
Flexitusk 
Foras 
Gaiatoad 
Galvanade 
Ganymede 
Garchimacera 
Gargantua 
Gargoyle 
Garula 
Garulessa 
Garulet 
Gelatin 


Gigantoad 


Gigantuar 


Glamhoth 
Goblin 


NAME 


Grandhorn 

Green Garula 
Grenade 

Griffon 
Grootslang 
Gurangatch 
Havocfang 
Haywire Axeman 
Hecteyes 
Hekatontoad 
Hobgoblin 
Hundiegs 
Hvitrormr 

Ice Bomb 

Imp 

Imperial Rifleman 
Imperial Sniper 
Imperial Spearman 
imperial Trooper 
Iron Giant 
Íseultalon 
Jabberwock 
Jormungand 
Jumbo Flan 
Kadru 

Karlabos 

Kengo 

Killer Bee 

Killer Queen 
Killer Wasp 
Kingatrice 
Kokyangwuti 
Kujata 

Lakhmu Flan 
Leukorn 

Lich 

MA Hoplomachus 
MA Veles 

MA Veles-bis 


PAGE 
235 


234 
258 
244 
246 
240 
236 
262 
250 
240 
251 
246 
246 
258 
250 
261 
261 
262 
261 
254 
256 
245 
246 
258 
252 
247 
254 
242 
242 
243 
242 
254 
241 
250 
Za 
256 
263 
263 
263 


Magitek Assassin 
Magitek Axeman 
Magitek Bannerman 
Magitek Swordsman 
Magnanir 
Mahanaga 
Malbodoom 
Malboro 

Malboro Brat 
Malboro Sprout 
Mandrake 

Manxom 
Marshmallow 
Master Tonberry 
Matcha Mousse 
MA-X Angelus-0 
MA-X Cuirass 

MA-X Dux 

MA-X Maniple 
MA-X Patria 


Megaloclaw 


Mesmenir 
Mictlantecihuatl 
Midgardsormr 
Mightyshears 
Mindflayer 
Molokujata 
Mushmahhu 
Mushussu 
Naga 

Nagarani 
Naglfar 
Necromancer 
Phalaris 
Psychomancer 
Quetzalcoatl 
Reaper 


Reaperking 


Reapertail 
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Red Giant 
Redlegs 
Regalfrice 
Bestiary 
Rogue Axeman 
Roque Karlabos 
Ronin 

Royalisk 
Rubyshears 
Saberclaw 
Sabertusk — Directory 
Sahagin 
Salpinx 
Saphyrtail 
Seadevil 
Serpentess 
Shieldshears 
Shock Trooper 
Sir Tonberry 
Skarnbulette 
Skeleton 
Slactuar 
Snaga 

Soldier Wasp 
Sparkshears 
Spiracorn 
Stoneshears 
Tarantula 
Thunder Bomb 
Thunderoc 
Tonberry 
Treant 

Uttu 

Voretooth 
Wraith 
Wyvern 
Yellowtooth 
Yojimbo 
Ziggurat 

Zu 
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ENEMY SHEET RUC LUIE 


Each enemy sheet in this chapter is a compact container of attributes and descriptors. Be sure to read through this short presentation to learn what 
the contents of each sheet represent, and how you might use thís information to inform your strategic approach. 


Size 3 

30 HP 27,300 

413 Strength 3,140 

22 Vitality 137 

Yes Spirit 105 

EIB DroPs Chance Items 

Primary 10% Hi-Potion | 

Secondary - - 

Appendage - - 

— B Element 100% Fire (12) 

ERN AvaiLagiuiTy 5 Time 20:30 to 03:59 

KEIDENTIFICATION — The name of the Natural Habitat Common; Duscae (Daurell Caverns); Cleigne (Steyliff Grove) 
enemy, and a render of its in-game 
appearance. 


j Quest Main Quest: Party of Three 
— The enemy's primary | 


an àl STATUS AILMENTS Resistant to Instant Death 
& Size describes the approximate scale 6 | a 


\ EE ee | 
of each adversary (technically, each $ * jd & 


adversary’s hit box) using a number: 100% 120% 100% 100% 100% 120% 100% 50% 100% 100% 120% 
from 1 for the smallest enemies to 5 for 


NOTES Employs gravity-based (attractive) attacks. May invoke Tenacious and Stalwart 


the most colossal foes. statuses. Break effects: Vitality -40 (body/30%), Strength -30 (arms/30%). 
© Level, HP, Vitality, Strength, | 
and Spirit are used to determine E en ) 


the creature's basic offensive and 
defensive parameters. 


& EXP shows the number of base experience points rewarded for © AVALAGILITY — The encounter conditions for this enemy. There 


defeating this opponent. are three general condition types: 
& Libra indicates how long in seconds you need to lock on to a target in © Time refers to the period of a given day when enemies can be 
Wait Mode to unlock its intel. As a rule, the shorter the duration, the encountered. 
higher the success chance for Ignis's Analyze ability, and vice versa. & Natural Habitat describes where enemies naturally spawn in 
A select number of enemies have an entry of “IMM”: this indicates particular areas by default: you do not need to be engaged with a 
immunity to Libra and Analyze. specific quest to find them. 
& Quest covers both main quests and sidequests (we have avoided 
& Parry reveals whether this enemy has attacks that can be parried or all location spoilers by referring solely to the relevant names), as 
not. well as hunts. Each hunt entry ís followed, in parentheses, by the 


location of the tipster that provides this hunt, not the location of 
the enemy itself. For a full list of all hunts and a map showing 


E32 DROPS — A catalog of all other possible combat rewards from this where the targets are found, tum to page 136. 


opponent and the chances of receiving them. 
EA STATUS AILMENTS — Indicates whether this enemy is resistant 


®& In addition to primary drops, some enemies have a chance of providing or immune to infliction of any or all of the following status ailments: 
asecondary (and sometimes rare) item instead. Normal and secondary Instant Death, Alterna, Poison, and Stop. See page 282 for details 
drops span mutually exclusive ranges on the probability spectrum; you on status effects. 


can only acquire one. If the normal and rare drop chances are both 
100%, you are guaranteed one or the other. 


® Appendages are another source of conditional drops: break the 
corresponding body part, and you have a chance of receiving the item 
listed. 


®& Finally, if the party has the ability to absorb elemental energy from a 
defeated foe through an equipped weapon, the “Element” row lists 
the chance of doing so, as well as elemental type and number of units 
which will be obtained. 


KA AFFINITIES — Values indicating the innate percentage modifier applicable to 
specific types of damage dealt to the enemy. 


® À value equal to 100% indicates normal damage. 


® A value greater than 100% indicates increased damage (displayed in 
orange in the game) — in other words, that the enemy has a weakness to 
that damage type. 


® A value lower than 100% indicates reduced damage (displayed in purple 
in the game) — in other words, that the enemy has a resistance to that 


damage type. 


® Enemies may also be completely immune to a damage type (IMM) or even 
absorb it (ABS), regaining HP instead of sustaining damage. 


The damage types represented by each icon are as follows: 


Weapons 
, 3 EN Z Ì kn 
Swords Greatswords _ Polearms Daggers Firearms Shields Machinery 
Elements 


s & AJ & 


Fire Ice Lightning Light 


EANOTES — Summarizes important descriptive characteristics 
applicable to this enemy, such as any capabilities related to 
parameter enhancement, infliction of debilitating effects on party 
members, conditional modifiers, and any elementally imbued or 
otherwise special attacks that they may employ. You can use this to 
prepare your defense accordingly. 


Our notes also offer any relevant information on the creatures body 
parts, and the consequences of breaking appendages. 


® A body part modifier corresponds to a damage modifier that is 
unique to a specific body part. For example, you will often read: 
“Body part modifiers: -50% damage from weapons until broken 
head)”. This means that the monster in question takes 50% 
less damage when you target its head, and that this resistance 
disappears once you break that body part. As a general rule of 
thumb, body parts with such a modifier correspond to the ones 
you need to break to obtain the creature’s appendage drop. 


® A statement such as “Break effects: Strength -30% (head/15%)” 
means that the creature’s head has a durability of 15% of its total 
HP and that breaking the head causes its Strength to be reduced 
by 30%. You can find a complete explanation of the complex body 
parts and breakage system on page 284. 
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Bestiary 


Enemy Sheet 
Structure 


BBEASIS 


GARULET 

Size 
Level 4 HP 
EXP 12 Strength 
Libra 15 Vitality 
Parry Yes Spirit 
DROPS Chance 
Primary 50% 
Secondary 
Appendage - 
Etement 30% 

AVAULABILITY © Time 


Natural Habitat Duscae (Alstor Slough, Disc of Cauthess) 


Quest - 
| STATUS AlLMENTS - 


NRE DEE 5 


180% 120% 100% 180% 120% 0% 100% 120% 
NOTES--Break effects: Vitality -30% (body/35%, rear/30%). 


Rd 


GARULA 
2 Size 2i 
1,300 Level 16 HP 5,500 , 
330 EXP 17_ Strength 700 
53 Libra 15 Vitality 66 
39 _ Parry Yes Spirit 51; 
Items ze DROPS Chance Items 
Garula Sirloin Primary 75% Garula Sirloin 
Secondary - z 
- Appendage 100% Garula Tusk 
tce {2} Etement 50% tce {4} 
04:00 to 20:29 AVAILABILTY 5 Time 04:00 to 20:23 
Natural Habitat Duscae (Alstor Slough, Disc of Cauthess, south of the Cauthess 
Rest Area) 
Guest - 
| enh AILMENTS - 
s NNM: + / 
100% 50% 10% 128% 100% 1% 120% Bh 1B0% 120% 58% 50% 


NOTES Body part modifiers: -50% damage from weapons until broken {horn]. Break 
effects: Strength -15% (horn/20%); Vitality -30% (bady/30%, rear/20%}. 


Nirint 


GREEN GARULA 
Size 
Level 12 HP 
EXP 27 Strength 
Libra 1.5 Vitality 
_ Parry Yes Spirit 
| EF orars Chance 
Primary 15% 
Secandary - 
Appendage 100% 
Element 50% 
AYAILKBIUTY _ Time 
Natural Habitat — 


Quest Hunt: Galloping Garulas (Coernix Station - Alstor) 


Ì STATUS AILMENTS Resistant to Instant Death 


NANO: + 
108% 


tor 190 108% 120% 58% 


NOTES Body gart modifiers: -50% damage from weapons until broken (horn). Break 


effects: Strength -15% \khom/20%}; Vitality -30% {body/30%, raar/20%). 
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GARULESSA 
2! $ Size 
19,300 « Level 32 HP 35,000 
1,250 EXP 227 Strength ; 
102 _ Libra 10 Vitality 
73 _ Parry Yes Spirit 
items DROPS Chance 
Ganvla Sirloin Primary 75% Garula Fur 
. Secondary - e 
Garula Tusk Appendage 100% Great Garuta Tusk } 
Ice (5) Element 100% Ice (8) 
04:00 to 20:29 AVAILABLE _ Time 04:00 ta 20:29 
Natural Habitat Duscae (Alstor Slough, Disc of Cauthess) 
Quest - 
Î STATUS ANLMENTS Resistant to Instant Death, immune to Altera 
7 
s ANNM Ss + / 
ek HL 109 120% 100% 188% 109% 198% UW HP SH  18M 


NOTES Body part modifiers: -50% damage from weapons untl broken {horn}. Break 
effecis: Strength -15% {hom/20%)}; Vitality -30% (body/30%, rear/ 20%). 


GARULA 
Size 2} 
_ Level 10 HP 17,00 { 
_ EXP 17_ Strength 1010 | 
_ Libra 15 Vitality 88 | 
_ Parry - Spirit 68 í 
DROPS __ Chance tems | 
Primary 75% Garula Siroin ; 
Secondary - zij 
Appendage _ 100% Gara Tusk | 
Element 50% lee (4) | 
AVAIEABILITY { Time 04:00 to 20:29 | 
Natural Habitat - 


Qgest Hunts: Beign Trumphant (Coemix Station — Alstor), Gatloping Garulas {Coernix 
Station - Alstor) 


| STATUS AlLMENTS - 


{ 
Ì 
Î 
Î 
5 
H 


EH 
Hi 


NEN Ss + 7/7 e 


10 10% MB 108 120% LOD% 18% 120% SOK 10 SA 


NOTES Body part madifiers: -50% damage from weapons until broken (horn). Break 
effects: Strength -15% (hor/20%); Vitality -30% {body/30%, rear/20%). 


GARULESSA 
Ì ATTRIBUTES Size 2 
S Level 32 HP 74,000 
EXP 221 Strength 6,130 
_ Libra 10 Vitality 193 
_ Pary Yes Spirit 138 
DROPS Chance Hems 
Primary 75% Garula fur 
Secondary - 
Appendage 100% Great Garvla Tusk 
Element 50% lee (6) 
AVAILABILITY © Time 04:00 to 20:23 
Natural Habitat - 


Quest Hunt: Reign Triemphant (Coemix Station - Alstor} 


| STATUS AILMENTS Resistant to Instant Beath, immune to Altera 


NARE S * f + 
WE 10% LP Oh Wik IOM ID IDR Oh 100% 


NOTES Body part modifiers: -50% damage from weapons untit breken (hor). Break 


 effscts: Strength -15% {horn/20%); Vialiy -30% tbody/30%, rear/20%). 


H 
$ 
H 


| 
| 
| 
| 
| 
| 


BLOODHORN 

Size 2: 
Level 2 HP 9,100 : 
EXP 71 Strength 240 } 
Libra 10 Vitality 42 ; 

_ Parry Yes Spirit 36 
DROPS Chance Items : 
Primary 100% Hardened Hoof 
Secondary - -, 
Appendage - * 
Element 100% Lightning (16} : 
AVAILABILITY © Time Anytime 
Natural Habitat k 


Quest Main Quest: The Mutant Maurader 


Í STATUS AILMENTS Resistant to Instant Death and Stop 


[NNRARNNOM: */ o 
100% : 
NOTES Employs attacks that reduce maximum HP Body part madifiers: -50% damage | 


180% 120% ih0% 100% 120% 160% 250% 


from weapons until broken (horn). Break effects: Strength -15% (horn/20%); Vitality 
90% (body/30%, rear/20%). 


DUALHORN 
Size 28 
Level 23 HP 16,000 
EXP 110 Strength 1,570 
Libra 3 Vitality 106 
Parry Yes Spirit B2 
DROPS Chance Items ; 
Primary 100% Duafhorn Steak ; 
Secondary - -i 
Appendage 50% Giant Hairy Hom 
Element 50% le (5) ; 
AVAILABILITY 5 Time 04:00 to 20:29 
Natural Habitat Leide {east of Hammerhead, south and east of The Three Valleys, 
around Longwythe Peak) 
Quest - 
Í STATUS AILMENTS - 


188% 189% 1284 184 108% 2% 100% 120% 5% 1E 50% 


SOTES Body part modifiers: -50% damage from weapons until broken (horn). Break 
cts: Strength -15% (horn/20%); Vitality -30% (body/30%, rear/20%). 


Ed 


ASHENHORN 
| Size zi 
… Level 33 HP 
Ì EXP 220 Strength 
Libra 3 Vitality 
Parry Yes Spirit 
DROPS Chance 
Primary 100% Hardened Hoof £ 
Secondary - - Î 
Appendage 100% Giant Hairy Hom 
Element 50% ice (5) £ 
BVAILARILNY 5 Time Anytime à 
Natural Habitat - : 


Quest Hunt: Rookie Hunter Tragedy (Hammerhead) 


Í STATUS AILMENTS Highly resistant to instant Death, resistant to Aiterna 


SNE: +, 


188% 180% 120% 108% 128 180% 12% 50% 100% 50% 


ROTES Body part modifiers: -50% damage from weapons until broken {hom). Break 
effects: Strength -15% (horn/20%j: Vitality -30% (body/30%, rear/20%). 


ALPHATUSK 

Ù ATTRIBUTES Size dek 
Level 2 HP 800 
EXP 


Libra 15 Vitality 
Parry Yes Spirit 
DROPS Chance E 
Primary 100% Sabertusk Claw 
Secondary - - 
Element 30% Fire (2) 
AVAILAGLLTY — Time Anylime 
Natural Habitat - 
Quest Main Quest: Hunter Becomes the Hunted 
Ventatie : 
8 ar ed in be 
ANNM Ss */ 
WK 1% 0% IM LOL TOU 1 SMA WK 


NOTES Break effects: Vitality -15% {body/50%). 


NNM Ss «Se 


à Strength 250 | 


DUALHORN DUALHORN 
Size 2 Size 2 
Level 12 HP 11,160 Level 12 HP 15.300 
EXP 30 Strength 750 EXP 30 Strength 910 
Libra 3 Vitality 7 Libra 3 Vitality 93 
_ Pamy Yes Spirit 64 Parry Yes Spirit 76 
DROPS Chance items DROPS Chance Items 
Primary 75% Hardened Hoof Primary 15% Hardened Hoof 
Secondary 5 - Secandary 5 = 
Appendage 100% Hairy Horn Appendage 100% Hairy Horn 
Element 50% ice (5) Element 50% ice (5) 
AVAILADIITS {Time 04:00 to 20:29. AVARLABILEDY { Time Anytime 
Natural Habitat Leide (east of Hammerhead, south and east of The Three Valleys, Natural Habitat - 


around Longweythe Peak} 


Quest -— 
| STATUS AILMENTS - 


NNS + / e 


108% 100% 128% 109% 108% 120% 188% 120% 50% 100% 50% 


NOTES _Bady part modifters: -50% damage from weapons until broken (hom). Break 
effects: Strength -15% {hom/20%). Vitality -30% (body/30%, rear/20%). 


Quest. Hunt: Beast Over Brawn (Longwythe Rest Area) 


Ì STATUS AILMENTS - 


NNENNEOE Ss * fe 


180% 100% 120% 169% 100% 180% _ 50% 


NOTES Body part modifiers: -50% damage from weapons until broken (horn). Break 
effects: Strength -15% {horn/20%); Vitality -30% (body/30%, rear/20%). 


120% 18% 120% 50% 


HH 


| 


í 
í 


4 nn DE 
DUALHORN GRANDHORN 

Size 2 Size 2 

Level 23 HP 22.000 Level 27 HP 53,000 

EXP 110 Strength 1.900 EXP 107 Strength 3,120 

Libra 3 Vitality 127 Libra 3 Vitality 130 

Parry Yes Spirit 99 Parry Yes Spirit 147 

DROPS Chance Items DROPS Chance items 

Primary 100% Dualhorn Steak Primary 100% Hardened Hoof 

Secondary - -j Secondary - - 

Appendage 50% Giant Hairy Horn — Appandage 75% Giant Hairy Hom 

Element 50% lee (5) , Element 50% Ice (5) 

AVAABILITY {Time Anyüme ; Availamiune © Time Anyime 

Natural Habitat - í Natural Habitat - 

Quest Hunt: Homed Hunting Hazards (Taelpar Rest Area) í Quest Hunt: Beast Over Brawn {Longwythe Rest Area) 
Í ' 
jens AILMENIS - í per AILMENTS Highly resistant to Instant Death, resistant to Alterna í 
| | 
L Î t 
NNM: */e NANDO: */ oe 
168% 120% 1% 10% 10% 10% 120% Bh 1% 5D | 18% 100% 10% 10% 120% 50% 1% 5% ; 


NOTES Body part modifiers: -50% damage from weapons until broken (hom). Break 
effects: Strength -15% (hom/20%); Vitality -30% (body/30%, rear/20%). 


NOTES DE part modifiers: -50% damage from weapons until broken (nom). Break 
effects: Strength -15% {hom/20%); Vitality -30% (body/30%, rear/20%). 


sie SABERTUSK 
Size 3 Í f Size 1 
Level 62 HP 162,500 | Lig 2 HP 800 
EXP 1,152 Strength 32,040 | EXP 4_ Strength 260 
Libra 10 Vitality 267 | © Libra 15 Vitality 35 
Parry Yes Spirit 20 | Epany Yes Spirit 33 
DROPS Chance Items | BROPS Chance Items 
Primary 100% Thick Hide £ Primary 50% Sabertusk Claw 
Secondary - -i Secondary - - 
Appendage 100% Wom Incisor Ì Appendage - - 
Element 100% kce (8) | Element 30% Fre (2) 
AURILABILITY {Time Anytime AVAiLAGLITY 5 Time 04:00 to 20:29 
Natural Habitat - E Natural Habitat Leide (Hammerhead region, Weaverwilds region, Longwythe Peak 


Quest Hunt Howling Wind of Hunger (Hammerhead) 


In STATUS AILMENIS - 


18 100 IBM 


EMS « f 


VR O1 19% B LO OL HOK 


1 
NOTES Break effects: Vitality 15% (body/60%). 


| region, Keycatrich battlefield} 


Qnest Hunt: Gorgers in the Dust (Hammerhead) 
| STATUS AILMENTS Resistant to Instant Death 
NNM Ss «* 7 e 


180% 180% 19% 10% 10% WB MEK SPK 120 LB 50% 
NOTES Break effects: Vitality -15% (body/60%). 


ens rassen 


| 


Î 
4 
E 


H 


| 
| 


EN 


Quest Hunt: Starving Beast Seeks Food (Old Lestallem) ; Quest - 
î 
|H STATUS AILMENTS Resistant to Instant Death. Altera, and Poison | STATUS AILMENTS - 
N N NN he 4 4 
NNM: «fe NNM Ss * / 
Wk IDE 12% 100% 120% 108% 58% IB 50% 08% 180% 108% 120% 120% 108 IDD 50% 120% 08% 50% 
NOTES Capable of inflicting Poison status. Body part modifiers: -50% damage from NOTES Break effects: Vitality -15% {body/60%). 
weapons untd broken (horn). Break effects: Strength -15% {hormn/20%); Vitality -3G% 
{body/30%., rear/ 15%). 
SABERTUSK FLEXITUSK 
Size 1} ATTH Size 1 
Level 2 RP 900 } Level 7 BP 8,400 
EXP 8 Strength 250 | EXP 10 Strength 600 
Libra 15 Vitality Libra 15 Vitafity 69 | 
Parry Yes Spirt 38 í Parry Yes Spirit 65 | 
DROPS Chance Hems | DROPS Chance ltoms | 
Primary 100% Sabertusk Claw í Primary 100% Sabertusk Claw | 
Secondary - -À Secondary - 
Appendage 5 -á Appendage 3 
Element 30% Fire (2) Element 30% Fire a 
SVANABITTY 7 Time Anytime AVREARIUTY Time Amyüre ; 
Naturai Habitat - Natural Habitat - 
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BEASTS 


VORETOOTH 
ATIRIEUTES Size 1i 
Level 12 HP 2,100 
EXP 20 Strength s00 ; 
Libra 1.5 Vitality 57; 
Parry Yes Spirit 56 } 
UEoPsS: Chance tems ; 
Primary 50% Voretaoth Bristles } 
Secondary - -i 
Element 30% Fire (2) 
AVARLABIUITY _ Time Anytime ' 


Natural Habitat Duscae (Alstor Slough, Disc of Cauthess, Taelpar region) É 


Quest - : 
Ï STATUS AILMENTS Resistant to Poison 


NNM: + / > 


180% 100% 120% 100% 100% 120% 100% 5% 10% 100% 
NOTES Capable of inflicting Poison status. Break effects: Vitality -15% Be Í 


een EEN 
VORETOOTH 

Ö Size 1Ì 

Level 72 HP 14,800 
EXP 553 Strength 22,300 & 
_ Libra 15 Vitality 121 á 

_ Parry Yes Spirit 107 

LDROPS-<=* Chance Items | 

Par 75% Sharp Bristles 

Secondary -À 

Appendage e 

Element 30% fire (2) : 

AVRILABILITY © Time Anytime | 
Natural Habitat Leide (Balouve Mines maze - Chapter 15} E 
Quest - 
| STATUS AILMENTS Resistant to Alterna and Poison Ì 
/ ! 
NNM Ss * se 
108% 100% 120% 108% 100% 120% 100% 50% 120% 100% 50% í 


NOTES Capable of infficting Poison status. Break effects: Vitality -15% (body/60%). 


N etna 


MEGALOCLAW 
Î Size 1 
_ Level 30 HP 27.700 
_ EXP 82 Strength 3,370 
_ Libra 15 Vitality 122 
“5 Parry Yes Spirit +10 
DROPS Chance Items 
Primary 50% Crimson Tongue … 
Secondary d Ï 
Appendage - -} 
Element 30% Fire (2) 
AVRILABIUTY { Time Anytime : 
Natural Habitat - 


Quest Hunt: They Came Back fram the Mountain (Lestallum, Thoroughfare} 
| STATUS AILMENTS Resistant to Instant Death 
SNR: */ oe 


106% 106% 100% 120% too 420% 120% 100% 50% 
NGTES Break effects: Vitality -15% (body/60%). 


HAVOCFANG 
ATTRIEUTES Size 1i 
Level 22 HP 3,100 { 
EXP 52 Strength 1,490 ! 
Libra 15 Vitality 7 | 
| Parry Yes Spirit n; 
DROPS Chance tems | 
Primary 50% Havacfang Hide | 
Secondary - -{ 
Appendage - -| 
Element 30% Fire (2) : 
AVAULABILFTY Ì Time Anytime 


Natural Habitat _Cieigne (Fort Vaullerey region) 


Quest - 


| STATUS AILMENTS - 


NANO: */ NNM 


100% 129% 100% 188% s00% 100% 50% 120% 100% 50% 
NOTES Capable of inflicting Confusion status. Break effects: Vitality -15% (body/50%). | 
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VORETOOTH 
| Size 1 
12 HP 11,300 
20 Strength 810 
1.5 Vitality 67 
Yes Spirit 65 
Chance Items 
Primary 50% Voretaoth Bristles 
Secondary - - 
Appendage - - 
Element 30% Fire (2) 
AFALABILITY Ï Time Anytime 
Natural Habitat - 


Quest Hunt: Red in Tooth and Claw [Wiz Chocobo Post} 
| STATUS AILMENTS Resistant to Poison 
PNA: +, 


100% 120% 100% BEK 120% 100% 50% 120% 
NÛTES Capable of inflicting Poison status. Break effects: Vitality -15% (body/50%). 


VORETOOTH 
; Size 1: 
_ Level 68 HP 13,20 
_ EXP 504 Strength 18.780 ; 
Libra 15 Vitality 120 ; 
Parry Yes Spirit 105 | 
DROPS Chance Items | 
Primary 50% Sharp Bristles : 
Secondary Ee zit 
Appendage - -í 
Elemeat 30% Fire Pi 
AVAILABILITY Time Anytime } 


Î 
Natural Habitat Duscae (Daurell Caverns maze - Chapter 15} Ë 
É 


Quest - 
ĳ STATUS AILMENTS Resistant to Aiterna and Poison 
í 
NNM: So 
Ì 


10% 120% 100% 100% 120% 100% 50% 120% 180% 50% 
NOTES Capable of inflicting Poison status. Break effects: Vitality -15% (body/60%}. 


YELLOWTOOTH 
Ë Size 1| 
_ Level 14_HP 12,000 
_ EXP 25 Strength 920 
Libra 15 Vitality rij 
Parry Yes Spirit 68 
DROPS Chance Items 
Primary 75% Voretaoth Bristies 
Secondary - - 
Appendaga . - 
Element 30% Fire (2} 
AVAILABIITY { Time Anytime | 
Natural Habitat - 


Quest Hunt: Beasts Wallow in the Wetlands [Coernix Station - Alstor} 


| STATUS AlLMENTS Resistant ta Instant Death and Poison 


ANNEN */ 
108% 100% 120% 100% 100% 120% 180% 50% 120% 100% 58% 
NOTES Capable of inflicting Poison status. Break effects: Vitality -15% (body/60%). 


FALXFANG 


_ Level 28 HP 7,800: 
_ EXP 72 Strength 2,040 ; 
Libra _45 Vitality 90 ; 
Parry Ë Yes Spirit 81 
DROPS Chance Items ; 
Primary 50% Crimson Tongue : 
Secondary “ -} 
Appendage - -t 
Element 30% Fire {2} ; 
AVAILABILITY E Time 04:00 to 20:29 ; 


Natural Habitat _Cartanica (Fodina Caestino} 


Quest Main Quest: The Hand of the King 


| STATUS AILMENTS - 


120% 160% 100% 190% 120% 100% 00% 50% 120% 100% 50% 
NOTES Break effects: Vitality -15% (body/60%). 
HAVOGCFANG 
Ë Size 1Î 
_ Level 79 HP 17,400 | 
_ EXP 731 Strength 21.580 | 
kibra 15 Vitality 126 } 
_ Parry Yes Spirit 109 
DROPS Chance ftems 
Primary 50% Beautiful Hide ; 
Secondary -i 
Appendage - -i 
Element 30% Fire (2) 
AGIAILABEUTY Ë Time Anytime à 


Natural Habitat Leide (Crestholm Channels maze - Chapter 15); Duscae (Costlemark | 


Tower maze - Chapter 15}; Cleigne (Steyliff Grove maze - Chapter 15} 


Quest - 
| STATUS AILMENTS Resistant to Altera 
10% 100% 120% 108% 109% 0% 50% 120% 50% 
NOTES Capable of inficting Confusion status. Break effects: Vitality -15% aj 


H Size 1} 


NNM: + / o 


N 


SABERCLAW 


_ ATTRIBUTES Size 1i 

‚ Level 12 HP 4,600 : 

EXP 19 Strength 680 

Libra 15 Vitality 61 

« Parry Ves Sf 59 | 

DROPS Chance Items; 

Primary 25% Curved Fang } 

Secondary - 5 Î 

Appendage - É 

Element 30% Fire (2) | 

AVAILABILETY 1 Time Anytime | 

Natural Habitat _Cleigne (oorth and south of Lestallum, Wennath Aiverhead, Hd 

Dynneldale} Î 
Quest - 


Î STATUS AlLMENTS - i 


RNN Bd 


160% 100% f00% fO0% 120% FDP t20% 50% 120% 108% 50% í 
NOTES Break effects: Vitality -15% (body/50%). | 
| 
| 
E 
SABERCLAW 
Ö ATTRIBUIES Size 1i 
_ Level 12 HP 11,300 ; 
EXP 19 Strength 810 ; 
„n 15 Vitality 67! 
Parry Yes ‘Spirit 65 ; 
DROPS Chance Items | 
Primary 25% Curved Fang | 
Secondary 5 „ij 
4 Appendage - - 
Element 30% Fire {2} | 
AVNILAGILITY Î Time Anytime } 
Natural Habitat - í 
Quest Hunt: Secure the Mountain Pass (Lestalfum, Thoroughfare) | 
jee AILMENTS - Í 
NANO S «Se 
10% 10% 1% 100% 120% 100% 20% 50% 20% 100% 50% 
Ì NOTES Break effects: Vitality -15% (body/60%). 
Z à 
MUSHUSSU 
Ù AFTEIBUTES Size 1 
_ Level 24 HP 1,500 | 
EXP 75 Strength 1,760 í 
_ Libra 15 Vitality 87 | 
… Parry Yes Spirit 73 
DROPS Chance items í 
Primary 50% Scaled Skin 
Secondary - =d 
Appendage 50% Barbed Poison Needle ; 
Element 50% Fire (3) 
ANAILABIITY 5 Time Anytime 


Natural Habitat Cieigne (Vesperpaol region, The Myrlwood) 


Quast - 


I STATUS AILMENTS Resistant to Poison | 


NNM: */ > 


100% 120% 100% soo 120% 0e 120% gek 


ws Capable of infficting Poison status. Break effects: a, -30% (bedy/35%, 
tai 3 


MUSHUSSU 


ĳ AFTRIBUTES Size 1 
Level 24 HP 24,900 : 
EXP 15 Strength 2,510 
H Libra 15 Vitality 116 : 
_ Parry Yes Spirit 106 ; 
GRIPS 25 Chance items Z 
Primary 50% Scaled Skin : 
Secondary - -i 
Appendage 50% Barbed Poison Needle 
Element 50% Fire (3) ; 
AVAILABILTY 5 Time Anytime : 
Nataral Habitat - i 


Quest Hunt: Hanter HO Line of Defense (Meldacio Hunter HO} 


Í STATUS AILMENTS Resistant ta Poison 


106% 160% 120% 198% 108% 120% 100% 5D 20% 00% 58% 
EA Capable of inflicting Poison status. Break effecis: Vitality -30% (body/35%, 
tail/25%). 


‘ COEURL 
ES 3 Size 1: 
Level 34 HP 33.700 © 
EXP 353 Strength 4,100 $ 
_ Libra 3 Vitality 109 
Parry Yes Spirit 134 
DROPS Chance Items ; 
Primary 50% Coeur! Whiskers : 
Secondary = -Ì 
Appendage - -: 
Element 300% Lightning (8) : 
AVAILABILITY 1 Time 04:00 to 20:29 : 
Natural Habitat - í 


Quest Hunt: Hunters of Secullam Pass (Faelpar Rest Area) 


Í STATUS AILMENTS Resistant to Altera 


nam 
188% 128% 108% 180% 100% 120% 100 


NOTES Employs Lightning-elemental attacks capable of inflicting Shocked status. 
Capable of causing Instant Death. Break effects: Vitality -15% (body/50%). 


_ ELDER COEURL 


Ì ArTRIEUTES Size 1; 
Level 63 HP 170,300 
_ EXP 1,328 Strength 33.490 73 
_ Libra 3 Vitality 232 
< Parry Yes Spirit 205 £ 
DHOPS Chance Hems 
Primary 100% Coeur Whiskers : 
Secondary - zi 
Appendage - -4 
Element 100% lightning (10) : 
AURILABILITY { Time 


04-00 to 20:29 : 
Natural Habitat i 
Guest Hunt: Old Denizens of the Woods (Taelpar Rest Area} 
Ï STATUS AILMENTS Highly resistant to instant Death, immune to Altema É 
ed 
NNM: */ o 


188% 100% 10% 10% 100% IM 5% 


NOTES Employs Lightning-elementat attacks capable of inflicting Shocked status. 
Capabie of causing instant Death. Break effects: Vitality -15% (body/50%). 


MESMENIR 
ke ATRIBUTES Size 2 | 
Level 5 HP 6,300 : 
\ EXP 6 Strength 500 ; 
° Libra 15 Vitality 63 | 
al _ Parry Yes Spirit 55 
E DROPS Chance Items ; 
Primary 80% Hard Whiskers 
Fe Secondary - 24 
Á Appendage 50% Mesmenir Horn dl 
Element 50% ice (3) : 
RUARABILETE Ë Time 04:00 te 20:29 £ 


Natural Habitat - 


Quest Hunts: Vanmints of the Wastelands {Hammerhead}. The Hunter-Slaying Herd 
[Longwythe Rest Area} 


| Free - 
SNN: */ > 
128% 128% 108% Heh 129% 50% 100% 


NOTES Body part modifiers: -50% damage from weapens until broken {head}. Break  £ 
effects: Strength -15% {head/20%}; Vitality -15% (body/30%}. Í 


BNN: */ e 


NMS fo 


MUSHMAHHU 


Ö ATIRIBUTES Size 
_ Level 42 HP 
EXP 222 Strength 
Libra 15 Vitality 
ary Yes Spirit 
DROPS Chance 
Primary 100% Scaled Skin 
Secondary - =| 
Appendage 100% Barbed Poison Needle 
Element 50% Fire {3} | 
AVAILABILTTV © Time Anyüme | 
Natura! Habitat - 


Quest Hunt: Hunter HQ Line of Defense (Metdacio Hunter HO} 
| STATUS AlLMENTS Resistant to instant Death, Altera, and Poison 


MNN: + / o 


198% 120% 109% 100% 120% 198% 50% 18% 50% 
NOTES Capable of inflicting Poison status. Break effects: Vitality -30% (body/35%, 
tail/25%). 


5 COEURL 
EATTRIBUTES Size Î 
Level 11 HP 78,400 
EXP 2,136 Strength 28,990 
Libra 3 Vitality 122 
Parry Yes Spirit 148 z 
DROPS Chance Items 
Primary 50% Strong Winskers 
Secondary - - 
Appendage 5 5 
Element 100% Lightning (123 
ANMLABIEETY Ä Time Anytime 


Natural Habitat Duscae (Daurell Caverns maze - Chapter 15} 


Quest - 


| STATUS AILMENTS Resistant to Altena 


NAE Ss + / 


120% 198% 100% 120% 190% 18% 10% 120% 108% IMM 50% 


NOTES Employs Lightning-elemental attacks capable of inflicting Shocked status. 
Capable of causing Instant Death. Break effects: Vitality -15% (body/50%). 


ELDER COEURL 
FA Size 1 
_ Level 33 HP 123.600 
f EXP 3518 Strength 52.080 
Libra 3 Vitality 154 
= Parry Yes Spirit 135 
probs Chance ltems 
Primary 50% Strong Whiskers 
Secondary - - 
Appendage E : 
Element 100% Lightning (16) 
AVSILABIUTTY { Time Anytime 


Natural Habitat Ouscae (Costiemark Tower maze - Chapter 45} 


Quest - 


Ï STATUS AILMENTS Resistant to Altema 


NNM: + / © 


108% Tik 198% 19% 1% B IM IMU 50 


NOTES Employs Lightning-elemental attacks capable of inflicting Shocked status. 
Capable of causing Instant Death. Break effects: Vitality -15% (body/60%). 


_ RINAL FANTASY. KI 


" COEURL 

: i Size 1 

Î Level 34 HP 24400 

EXP 353 Strength 3,900 
Libra 3 Vitality 91 | 
_ Parry Yes Spirit nz: 
DROPS Chance ltems | 
Primary 50% Coeurl Whiskers ; 
Secondary - -} 
Appendage - - : 

Element 100% Lightning (8} 

AVAILABILITY Ï Time Anytime 


Natural Habitat Leide (north region); Duscae (Mencemoor region, southwest region) 


Quest - 


Ï STATUS AiLMENTS Resistant to Altera 


BNR */ > 


128% 168% VK 180% 00% FOK 120% 100% IMM 50% 


NOTES Employs Lightning-elemental attacks capable of inflicting Shocked status. 
Capable af causing Instant Death. Break effects: Vitality -15% fbody/59%). 


J___ ELDER COEURL 


H 
È 
5 
E 


#7 Size 1 

_ Level 63 HP 58.600 : 

1,328 Strength 22,250 : 

3 Vitality 136 : 

Yes Spirit 121 : 

Chance Items à 

Primary 100% Coeurl Whiskers } 

Secondary - 

Appendage = : 
BEiement 100% Lightning (16) 


AVBILABILITY Î Time 
Natural Habitat Cleigne {Giacial Grotto maze - Chapter 15} 


Quest - 
| STATUS AILMENTS Highly resistant to Instant Death, immune fo Altema 


EON EREA 


185 189% 10e 20% tofs 108% 100% 120% 180% IMU 50% 


NOTES Employs Lightning-elemental attacks capable of inflicting Shocked status. 
Capable of causing Instant Death. Break effects: Vitality -15% (body/60%). 


MESMENIR 


ATTRIBUTES Size 2 
_ Level 5 HP 2,900 
EXP 6 Strength 420 
_ Libra 15 Vitality 57 | 
_ Pary Yes Spirit 50; 
DROPS __ Chance tems ; 
Primary 80% Hard Whiskers | 
Secondary - -i 
Appendage _ 50% Mesmenir Hom 
Element 50% lee (3) | 
AVAILABILITY B Time Anytime £ 


Natural Habitat Leide (Hammerhead region, south of the Longwythe Rest Area} 


H 


H 


| 
nd = | 
ANNO: + / © 
10% 10% 16e 120 IOP 100% 128% TE 


WOTES Body pert modifiers: 50% damage from weapons until broken {head). Break 
effects: Strength -15% (head/20%); Vitality -15% (body/30%). 


aaytine 


237 


238 


BEASTS 


MAGNANIR 
Î Size 2 
_ Level 8 HP 16,500 
EXP 21 Strength 930 
Libra 1.5 Vitality 83 
Parry Yes Spirit 76 
DROPS Chance Items 
Primary 60% Hard Whiskers 
Secondary - - 
Appendage 100% Mesmenir Hom 
Element 50% ice 3) … 
AVRILABIETY Ë Time 04:00 to 20:28 | 
Natural Habitat - 


Quest Hunt: The Hunter-Slaying Herd (Longwythe Rest Area} 

| STATUS AILMENTS Resistant to Instant Death 
NEN : 
180% 120% 


Vk 109% 108% 18% 120% 50% 1% 5e 


HOTES Body part modifiers: -50% damage from aerden pn broken (head). Break 
effects: Strength -15% (head/20%}: Vitality -15% (body/30% 


* se 


ANAK 
Size 8 

Level 9 HP 17,400 

EXP 16 Strength 360 

Libra 3 Vitality 87 

Parry Yes Spirit 67 

DROPS Chance ftoms | 

Primary 50% Anak Meat | 

Secondary 

Appendage - 

Elemant 50% lee a { 
AVAILABIENFS © Time 04:00 to 20: 28 | 
Natural Habitat - 


Quest Hunt: Bounty-Hunted Beauties (Hammerhead) 


| STATUS AlLMENTS - 


[SSU 


100 120% 120% 100% 100% 100% 10% 100% 50% 120% 50% 


WATES Body part modifiers: -50% damage from weapons until broken (horn). Break 
effects: Strength -15% (horn/20%); Vitality -30% (body/25%, hindlegs/25%). 


i 


i 


H 
t 


ANAKADOM 
Ï Size 2: 
_ Level 28 HP 66.200 ! 
EXP 115 Strength 4,640 
_ Libra 3 Vitality 185 
_ Parry Yes Spirit 133 ; 
DROPS Chance Items | 
à Primary 100% Anak Fetlock 
3 Secondary i 
dd Appendage 100% Great Anak Antlers 
Element 50% lee (3) £ 
AYRILABILITY {Time 04:00 to 20:29 
Natural Habitat - 


Guest Hunt: Bounty-Hunted Beauties (Hammerhead! 


Í STATUS AILMENTS Highly resistant to Instant Death, resistant to Alterne 


NNM: + / o 


10% 120% 120% 100% 100% 100% 100% FOO% 50% 10% 50% 


NOTES Body part modifiers: -50% damage from weapons until broken (horn). Break 
effects: Strength -15% (horn/20%); Vitality -30% (body/25%, hindlegs/25%}, 


ARBA 
Size 3 ; 
| Level 28 HP 61,800 : 
EXP 128 Strength 4,000 : 
| Libra 10 Vitality 178 
Parry Yes Spirit 153 
DROPS Chance items ; 
Primary 25% Arba Spur 
Secondary - à 
Appendage 10% Giant Curlhoen 
Element 50% Ice (3) : 
AURIEABUITY < Time 04:00 vo 20:29 | 
Natural Habitat - 


Quest Hunts: Long Necks on the Plains (Lestallum, Thoroughfare), Off with Their 
Heads! (Lestallum, Market) 


| STATUS AILMENTS Resistant to Instant Death 


[SSN S Se 
lk sn tak 100% 100% SOK 1206 IDK 0% 120h BOK | 


NOTES Body part modifiers: -50% damage from weapons until broken (horn). Break | 
effects: Strength -15% (horn/20%): Vitality -30% {body/25%, hindlegs/25%). 


ANAK CALF 

Size 2; 

Level 3 HP 2,700 : 
EXP 8 Strength 370: 
Libra 15 Vitality 54 | 
Parry Yes_ Spirit 40: 
DROPS Chance items | 
Primary 25% Anak Meat : 
Secondary - -} 
Appendage gs zl 
Element 50% lce (3) : 
BUAILABILENN Time 04:00 to 20:29 | 


Natural Habitat Leide (north region}; Duscae (Lake Alstor) 


Quest - 


| STATUS AILMENTS - 


NEN: « / 


106% 120% 0% fo0% 100% 100% to 100% 50 
NOTES Break effects: Vitality -30% (horn/20%, body/20%, hindlegs/25%). 


2% 50% 


ANAK STAG 
Size 2 
Level 22 HP 13,400 
EXP 30 Strength 1,870 
_ kibra 3 Vitality 100 ; 
_ Parry Yes Spirit VER 
DROPS Chance items ; 
Primary 15% Anak Fetlock ; 
Secondary - „ij 
Appendages 50% Anak Antlers : 
Element 50% Ice (3) 
AUAUAEILITY © Time 04:00 to 20:29 : 
Natural Habitat Leide (north region}; Duscae (Lake Alstor} 
Quest - 
| MLMENTS - 
= 9 ee pe 
ENEN: */ oe 
106% 120% 120% 108% 109% 00% 190% 100% 128% 


NOTES Body part modifiers: -50% damage from weapons until broken (horn). Break 
effects: Strength -15% (horn/20%): Vitality -30% (body/25%, hindiegs/25%), 


Ì 


| 


ARBA 
Ï Size 3 
_ Level 28 HP 28,800 
_ EXP 128 Strength 3,180 
Libra 10 Vitality 126 
_ Parry Yes Spirit 108 
DROPS Chance items | 
Primary 25% Arba Spur 
Secondary - S 
Appendage 10% Giant Curlhorn 
Element 50% ice (3} 
AVAUAMILSTY < Time 04:00 to 20:29 


Naturaf Habitat Duscae (Disc of Cauthess region, Mencemoor region); Cleigne 
{north region) 


Quest - 
| STATUS AILMENTS Resistant to Instant Death 
NNM: + / 


120% 100% 100% 100% 100% 100% t20% 100% 50% 120% 50% 


NOTES Body part modifiers: -50% damage from weapons until broken (horn). Break 
effects: Strength -15% (horn/20%); Vitality -30% (body/25%, hindlegs/25%). 


SPIRACORN 
Size zi 
Lovel 25 HP 1,700 : 
EXP 111 Strength 1,550 : 
Libra 15 Vitality 89 | 
Parry Yes Spirit 7% | 
DROPS Chance Items ; 
Primary 75% Supple Tait : 
Secondary - -t 
Appendage 15% Crooked Helixhorn ; 
Element 50% Ice (4} ! 
AVALAGIUITY 3 Time 08:00 to 03:59 } 


Natural Habitat _Cleigna (Coernix Bypass. Old Lestallum region, Fort Vaullerey region, 
Maidenwater, Dynneldale} 


Quest - 
hal AILMENTS - 
NSM ss «se 


120% 00% SOK 100% 108% 10% 100h s20% 50% 100% 50% 


NOTES Body part modifiers: -50% damage from weapons until broken (head). Break 
effacts: Strength -15% (head/20%); Vitatity -15% (body/30%). 


Nr 


NN 


t 
H 
$ 
Í 
t 


ANAK 
Size zi 
Level 3 HP 12,400 ; 
_ EXP 16 Strength 790 
_ Libra 3 Vitality n: 
Parry Yes Spirit 55 | 
DROPS Chance items | 
Primary 50% Anak Meat | 
Secondary - -i 
Appendage -i 
Element 50% le (3) 
AVAILAEILITY £ Time 04:00 to 20:29 } 


Natural Habitat Leide {north region); Duscae (Lake Alstor) 


Quest - | 
| Elli - | 
NNM: + / eo 
100% 128% 10% 100% 100% 100% 180% 50% re son | 


WOTES er part modifiers: -50% damage from weapons until broken (horn). Break 
effects: Strength -15% (horn/20%); Vitality -30% (body/25%, hindlegs/25%), 


ANAKLABAN 
Size 2 
_ Level 22 HP 57,100 : 
EXP 14 Strength 2,850 
Libra 3 Vitality 1 i 
Parry Yes Spit 124 ; 
DROPS Chance items : 
Primary 100% Anak Fetlock à 
Secondary - -; 
Appendage 50% Great Anak Antlers : 
Élement 50% lee (3) : 
AVARABILITY — Time 04:00 to 20:29 ; 
Natural Habitat 


Quest Hunt: Wild Beauties (Hammerhead) 
| STATUS AILMENTS Highly resistant to Instant Death, resistant to Alterna 


A HO: s/e 
188% 


Hek 100% 100% 100% 100% 100% 50% 120% 


NOTES Body part modifiers: -50% damage from weapans until broken (horn). Break 
effects: Strength -15% (horn/20%}; Vitality -30% (body/25%, hindlegs/25°%). 


ARBAGADOL 
| F Size 3 
Level 31 HP 31,000 
EXP 138 Strength 4,140 
\ Libra 10 Vitality 131 
Parry Yes Spirit 11 
DROPS Chance tems 
MEE Primary 100% Arba Spur 
á ce Secondary - . 
Appendage _ 100% Giant Curlhom 
pe, ld Element 50% fee (4) 
AVAILABIUTY 5 Time 04:00 to 20:29 
Natural Habitat - 


Quest Hunt: Off with Their Heads! (Lestallum, Market) 
Ï STATUS AlLMENTS Besistant to Instant Death and Alterna 
NOMEN: + / eo 


120% 100% 100% 100% 100% 120% 100% 120% 50% 


NOTES Body part madifiers: -50% damage from weapons until broken (horn). Break 
effects: Strength -15% (horn/20%); Vitality -30% (body/25%, hindlegs/25%). 


SPIRACORN 
Ë Size 2! 
Level 25 HP 18,100 | 
_ EXP 111 Strength 1,830 If 
_ tibra 1.5 Vitality 99 
_ Parry Yes Spirit 85 | 
DROPS Chance Items ; i 
Primary 75% Suppte Tail : 
Secondary - zt 
Appendage 15% Crooked Helixhorn | 
Element 50% lee (4) ; 
BAILABILITY { Time 04:00 to 20:29 } 
Natural Habitat - ! 


Quest Hunts: Untamed Wild Horses (Coernix Station - Alstor), The Last Spiracoms 
(Old Lestallum} 


| STATUS AILMENTS - 


NEEM ss * / 
120 18% 10% IO HOK 10% 0% 10% 5 IDK Os | 


NOTES Body part modifiers: -50% damage from weapons until broken (head). Break 
effects: Strength -15% (head/20%); Vitality -15% (body/30%). 


DUPLICORN LEUKORN SAHAGIN 
[ Size 2 | Ì Size z | k Size 2 
_ Level 23 HP 21,800 |! _ Level 51 HP 57,60 | Jeg 18 HP 6,600 
EXP 145 Strength 2,950 | je 444 Strength 14870 | 73 Strength 1,120 
Libra 15 Vitality 125 Libra 15 Vitality 1ea | Da 15 Virality 31 
\ Pany Yos Spirit 107 | Ì vary Ves Spirit 134 | Pany Yes Spirit es 
É 
DROPS Chance Kems | DROPS Chance nd “ Aprors _ Chance Kems 
Primary 75% Supple Tad Primary 50% Leukorn Steak | Primary 100% Sahagín Scale 
Secondary - …| Secondary - zal Secondary - - 
Appendage 10% Sturdy Heldhom | Appendage 75% Stordy Hekxhom | Appendage - . 
Element 50% lee {4} | Element 50% ce {4} } Element 50% Fre (3), 
BVAILABEITY 5 Time 4:00 to 20:29 | AUNILABILITY Time 04:00 to 20:29 | BUALABITY 5 Time Anytirne 
Natural Habitat - | Nateral Habitat - ' Natural Habitat Cieigne (Wennath Riverhead, north and east of the Vesperpool, 
| Ì Maïdenwater} 
| | 
Quest Hunt: The Last Spiracorns (Old Lestallum) | Guest Hunt: Scsap Kk Now (Old testallum) | Quest - 
ï E É 
jemen n | greener Besistant to Instant Death and Altera | jenna - 
| 
Ì £ 
EL t 
d 1 
BONKMNOMS + / oe NEMON: * fe NNM: + / 
Ef 
100% 0% IN B 16% 1 OH OT Os | 1e, 10, 1 OM OM OS OMO OH | Ws 1% U OM OM OA 10% Wk HL 
Í ! 
VOTES Bedy part modiiess: ade ee broken (head). Break | NOTES Body past modifiers: 50% damage from weapons until broken (head). Break | NOTES Break effects: Vitality -15% (body/60%). 
effects: Strenst 15% (head/Z0%): Vitaly 15% (bady/309% |__ efeets: Strength 15% (nead/209%): Vitaly -15% (body/207%. | 
| | 
El î 
EE DE . p Te ee ER WEN ee En Ee 
Size zi! 
18 HP 24.500 | 
73 Strength 1,600 ; 
15 Vitality 108 
Yes Spirit 42 | 
DROPS Chance ftems | 
100% Sahagin Scale | 
5 a: 
50% Fre (3) } 
AVAILABIITY 3 Time Aaytme | 
Natseal Habitat - | 
| 
Quest Hant: Acqut Not Evil (Lestaffum, Thoroughfare) | 
$ 
Omg, - i 
ï 
adden $ ea se 
we U UK OMR U OB ue 
NOTES hdd | 
ALBINOGIN 
| Size 2 
Level 24 HP 25,800 
117 Strength 2360, 
we 15 Vitality 120 | 
Yes Spirit 103 | 
DROPS Chance Hems 
d 160% oe’ 
| 
50% Fire (33 
5 Time Aayöme 
Hataral Habitat - 
Ouest Hunt: Avenge the Ánglere (Lestalum, Market} 
jane Resistant 1 Instant Deaths 
NAMENS * / oe 
U OW ON OU OUR OM OU OM OU OW OM | 
HOTES Break effects: Vitality 15% (body/e0s). | 
Í 
| 
eee NR Le: DN 


ALPHAGIN 


MERULBUITY 


luest Hont: Act Rot Evi (Lestalken, Vhorougfdare) 
| heagadnngd Resistant to Instant Geatfs end Alkerna 


NME: + 


WE OW OU HE OM OU OM OM 1% 
[ Break effects: Vaakty -15% (body. 


se 


Dd 


— Beasís 


‚FINAL FANTASY HI 


239 


BEASTS 


240 


SEADEVIL 
ATTRIDUTES Size 

_ Level 28 HP 

Er 168 Strength 

_ ibra 15 Vitality 

… Parry Yes Spirit 

DROPS Chance 
Primary 20% 
Secondary - 
Appendage E 
Element 50% 


AVALABIUTY 
Natural Habitat _Cleigne (Maidenwater, Cape Caem region} 


8 Time 


Quest - 


Ï STATUS AILMENTS - 


NNM: + / > 


SEADEVIL 


Quest Hunts: A Nightmare Came by Fery (Galdin Quay), Rulers of the Banks (Old 
Lestallum)} | 


| STATUS AILMENTS - 


|esanmomssse 
| 


1 TEK 0% 100% 120% 180% 10% 180% Bek 108% (BP 10% 120% LOOK f0% 50% 10% 108% SM 
NOTES Break effects: — NOTES Break effects: Vitality -15% (body/50%). | 
8 pen z n En en ij 
CORALDEVIL CORALDEVIL 
AFTRIRUTES Size 2i ATTRIBUTES Size 2} 
Level 61 HP 26,500 : tevel 61 HP 83,200 : 
EXP 744 Strength 17.950 EXP 823 Strength 25,210 : 
_ Libra 15 Vitality 126 } _ Libra 15 Vitality 169 
_ Parry Yes Spirit 106 } « Parry Yes Spirit tat 
DROPS Chance items DROPS Chance ltems | 
Primary 80% Heavy Scale Primary 85% Sharp Head Fin 
Secondary - - Secondary - - 
Appendage - - Appendage 8 -i 
Element 50% Fire (6) Element 50% Fire (6} : 
AVAILABILITY 3 Time Anytime AVAILABILITY Ì Time Anytime } 
Natural Habitat Leide (Cresthalm Channels maze - Chapter 15) Natural Habitat -— 


Quest - 


| STATUS AlLMENTS Resistant to Instant Death and Alterna 


í Quest Hunt: Aulers of the Banks {Old Lestallum) 


| STATUS AILMENTS Resistant to Instant Death and Afterna 


Mencemoor. south region): Cleigne {north region, Maidenwater) 


SEADEVIL 


2Í ° AFTRIBUTES Size 2i | ATERIBUTES Size 2 
9,000 | Level 28 HP 28.800 _ Level 86 HP 48,600 
2,240 _ EXP 168 Strength 3.180 _ EXP 1,571 Strength 37,130 

4 Libra 15 Vitality 126 _ Libra 15 Vitality 141 

8; Parry Yes Spirit 108 : _ Parry -_ Spirit 15 

Items | BROPS Chance items i DROPS Chance Items 

Sharp Head Fin Primary 20% Sharp Head Fin Primary 80% Heawy Scale 
erf Secondary d -À Secondary 

5 É Appendage - - É Appendage - = 
Fire (3) é Element 50% Fire (3) £ Element 100% Fire (8) 

Anytime} Navanaatum 8 Time Anytime | BVAILABILTY Ë Time Anytime 
É Natural Habitat - E Natural Habitat Leide (Cresthotm Channels maze - Chapter í5) 


Quest - 


| STATUS AlLMENTS Resistant to Altema 


NNM: * / o 


SE 


Hi 


Ï 


! 


188% 188% 180% 120% 10% 50% 120% 100% hj 
NOTES Break effects: Vitality -15% (body/60%). | 
Ë 
Î 
genen ss nn 
GURANGAFCH 
{ ATTRIBUTES Size 2 | 
Ë Level 23 HP 9,200 | 
il EXP 179 Strength 2,530 | 
_ Libra 1.5 Vitality 96 | 
_ Parry - Spirit 82 | 
DROPS Chance Items 
Primary 15% Rough Scales | 
Secondary - -Í 
i Appondage a = 
Element 50% Fire (3) 
BVAILABILITV {Time 04:00 to 20:29 
Natural Habitat Cartanica (Fodina Caestino} 

í 
| Quest Main Quest: The Hand of the King | 
H $ 
| cadi - k | 

É 

OOTTIET TEEN 
H 1e 120% 189% 50% 120% 108% 50% 
|__Bnores Breokeffects: Vrality 15% (body/60%). 

È 

GAIATOAD 
ATTBIBUIES Size 3 | 
Level 32 HP 72,200 | 
EXP 256 Strength 6.390 | 
_ Libra 3 Vitality en 
_ Parry Yes Spirit 163 | 
DROPS Chance ltems | 
Primary 75% Slimy Où | 
Secondary - =| 
Appendage 2 4 
Element 50% Lightning (3) 
AVAILABIITY 5 Time 04:00 to 20:29 
Natural Habitat - 


ANNO: */e NNNROORs + 7 
RK IDK 100% 120% 10% 1% 50% 10% INK 50% 108% 100% 100% 120% 100% 10% SOK 120% 108% 
NOTES Break effects: Vitality -15% (body/60%). NOTES Break effects: Vitality -15% (body/60%). 
GIGANTOAD HEKATONTOAD 
Size 3 í Ï anmisutes Size KE 
_ Level 27 HP 21.500 ! _ Level 21 HP 63,000 : 
: i EXP 186 Strength 2080 | EXP 186 Strength 4,520 
_ Libra 3 Vitality 107 Libra 3 Vitality 183 | 
_ Parry Yes Spirit at | KE parry Yes Spirit 155 
DROPS Chance items | DROPS Chance ltems: 
Primary 75% Simy Oi } Primary 100% Slimy Où ; 
Secondary - - | Secondary - si 
Appendage -i Appendage 5 -i 
Element 50% Lightning 63) } Element 50% Lightning {3} 
AVAILAERITY É Time 04:00 to 20:29 Ì AVARABIUTY £ Time 04:00 to 20:29 
Natural Habitat Rainy weather only: Duscae (Lake Alstor, Disc of Cauthess, | Natural Habitat -— 
É 


Quest Sideguest: The Professor's Protégé - Gigantoad (Sanía) 


Quest Hunt: To Catch a Frog (Lestallum, Thoroughfare} {rainy weather only} 


Quest Hunt: Rainstorm Duel! Poison Frog of Wennath (Lestallum, Thoroughfare) 
(rainy weather only] 


í 
E 


Ê 


É 


Î 


' 
£ 
Ì 
Ï STATUS AILMENTS -— | | STATUS AILMENTS Highly resistant to instant Death, resistant to Alterna I STATUS AILMENTS Highiy resistant to Instant Death, resistant to Aitema 
NNM: */e MANEN: */ o NNM + / e 
1e 128% Tek IK HEE IOR 128% u ld 108% 100% 108% 120% 10% 120% 50% 50% 10% IB 120% EA 108% DDA 120% 108% 128% 50% 50% 
NGTES Break effects: Vitality -30% (head/20%, body/40%). | NOTES Break effects: Vitality -30% (head/20%, body/40%). NOTES Break effects: Vitality -30% (head/20%, body/40%). 
É 
Î 
É 
GAIATOAD CATOBLEPAS CATOBLEPAS 
{ ATTRIEGTES Size af Ö ATTRIEGTES Size 4; \ AFTRIBUTES Size 4 
_ tevel 91 HP 134.000 Ù Level 38 HP 85,500 : Level 38 HP 113,500 Ì 
A EXP 2.328 Streagth 52,500 : _ EXP 1,323 Strength 12,060 ; EXP 1,323 Strength 15.380 ; 
Libra 3 Vitality 162 _ Libra 20 Vitality 315 Libra 20 Vitality 420 
_ Pany Yes Spirit 132 | _ Parry Yes Spirit 296 : Parry Yes Spirit 331 
DROPS Chance Items : DROPS Chance ltems ; DROPS Chance Îtems 
Primary 75% Fine Sfimy Ol Primary 50% Catobiepas Brisket Primary 50% Catoblepas Brisket 
Secondary - - Secondary 50% Catoblepas Fang : Secondary 50% Catoblepas Fang 
Apnendage 5 =if Appendage 5 J Appendage 5 E 
Element 50% Lightning (6) £ Element 100% Lightning (12) ; Element 100% Lightning (12) 
AVAILABILITY Ë Time Anytime : AVAILABLE 8 Time Anytime } AVAILKBILITY Ì Time Anytime 
Natural Habitat Leide (Crestholm Channels maze - Chapter 15} Ì Naturat Habitat Duscae (Lake Alstor) Natural Habitat - 


Quest -— 


| STATUS AILMENTS Resistant to Altema 


[ARNO : + 
Ts 120% 108% 108% 188% 128% 
NOTES Break effects: Vitality -30% (head/20%, body/40%). 


Quest - 


| STATUS AILMENTS immune to Instant Death and Altena, resistant to Stop 


e JANEEROM: se 


1% TM INK 180% 1BD% 120% 100% IDK HE 50 
NOTES Break effects: Vitality -90% (head/7%, body/12%, iegs/20%) 


Quest Hunt: Marsh Madness! The Giant Awakens (Coernix Station - Alstor) 
Ì STATUS AILMENTS immune to Instani Death and Afterna, resistant to Stop 

* NE ie | 
[SNARRORs so 


18% MEK 0% LB 1E WE% IMA 108% 120% BEA 50% 
NOTES Break effects: Vitality -90% (head/7%, body/12%, legs/20%) 


Ë 


KUJATA 


DROPS Chance items | 
Primary 100% Giant Hoof | 
Secondary - - 
Appendage 100% Curved Hollowhom Ì 
Element 100% ice (16) 
AVAILABILITV Ï Time Anyäme | 


Natural Habitat Duscae (Disc of Cauthess region, Mencemaar) 


Quest - 
| STATUS AlLMENTS Highly resistant to Instant Death, resistant to Altema 


NANNE : * 


120% 16 109% ID0% MOK MK Hi SOK LL 50% 


NOTES Body part modifiers: -50% damage from weapons until broken (head). Break 
effects: Strength -15% {head/20%); Vitality -…50% (bady/8%, legs/10%). 


PHALARIS 


5 AFERRUTES Size 4 


85 HP 435.300 

9,870 Strength 81,590 

10 Vitality 209 

Yes Spirit 206 

DROPS Chance items 

Primary 100% _Besplendent Hollowhom 

Secondary - - 

Appendage 100% Large Hollowhorn 

Element 160% Ughtning #6) 

AVALABILETY Ë Time Anytime 
Natural Habitat - 


Ouest Sidequest: Cursed Legend (Bandoiph) 
Ï STATUS AILMENIS Imrune to Instant Death and Alterna, resistant to Stop 
Es +*/e 


108% 1% HA MO 1% BS IDK 50% 1% 5E 50% 


NOTES Body part modifiers: -50% damage from weapons until broken (head). Break 
effects: Strength -15% (head/20%); Vitality -50% (body/2%, legs/10%). 


REGALTRICE 
ATFRIBUFES Size 1 
Level 81 HP 13,700 
EXP 1,213 Strength 21,340 
Libra 15 Vitality 130 
Parry Yes Spirit 107 | 
DROPS Chance items 
Primary 15% Downy Feathers 
Secondary - - 
Appendage E 
Element 50% Fire (5) 
ANALABUITY Î Time Anytime 


Natural Habitat Cleigne (Steyliff Grove maze - Chapter 15} 


Quest - 
| STATUS AILMENTS Resistant to Altema 


NN : «fe 


WEE INL 12 LK ER 
NOTES Employs attacks that reduce HP to 1; capable of inflicting Confusion status. 


MOLOKUJATA 
ATTRIBUTES Size 4 
Level 72 HP 230.500 


EXP 6.820 Strength 42,950 
Libra 10 Vitality 253 
Parry Yes Spirit 178 
DROPS Chance items 
Primary 75% “Kuiate Mamow 
Secondary 25% Fearsome Hoof : 
Appendage 100% Large Hollowhomn } 
Element 100% Ice (20) ; 
AVAULABILTY Ì Time Anytim 
Natural Habitat - 


Quest Hunt: Devils Cry Curses (Cauthess Rest Area} 


| STATUS AILMENTS Highly resistant to Instant Death, inmune to Alterna 


NONNEN S + so 


18% 128% 109% 100% 109% 129% 10% 120% 5% LOD 50% 


NOTES Body gart modifiers: -50% damage from weapons until broken (head). Break 
effects: Strength -15% (head/20%); Vitality -50% (bady/8%. tegs/10%). 


CHICKATRICE 
ATTRIBUTES Size 1 
Level 14 HP 2,500 ; 
EXP 4 Strength 640 | 
tibra 15 Vitality 62 
Parry Yes Spirit 56 
DROPS Chance Item 
Primary 15% Chickatrice Leg £ 
Secondary - -; 
Appendage Ee -À 
Element 50% Fire (3) E 
AVARABEITY $ Time 08:00 to 03:59 : 


Natural Habitat Cleigne (Vesperpoot regicn} 


Edi AILMENTS - 


SNE: +/ 


180 150% 10% 20% IM 100% 188 190% 1% 50% 
NOTES Employs attacks that reduce HP to 1; capable of inflicting Confusion status. 


PHALARIS 


| artan Size 4 | 
Level 85 KP 316,800 í 
EXP 7,960 Strength 61,150 | 
Libra 10 Vitality 267 
Parry Yes Spirit 185 | 
DROPS Chance Items } 
Primary 3% Megelixir ; 
Secondary - ad 
Appendage 5 -À 
Element 100% Lightning (6) i 
AVAUABILITY Ì Time Anytime: 


Natural Habitat Leide {Crestholm Channels maze - Chapter 15} í 


Quest - ' 
| STATUS AILMENTS Immune to Instant Death and Alterna 
ENEN: */ 


108% 10% 100 100% MOK HOK 180% HOK 50% 100% 50% 


NOTES Body part modifiers: -50% damage from weapons until broken (head). Break 
effects: Strength -15% (head/20%); Vitality -50% (body/8%, legs/10%). 


REGALTRICE 
AFTRIBUTES Size 1 
Level 44 HP 44 500 
EXP 336 Strength 3,400 
Libra 15 Vitality 151 | 
Parry Yes Spirit 127 | 
DROPS Chance tems í 
Primary 75% Small Beak | 
Secondary 5 
Appendage E 5 
Element 50% Fire (3) } 
ANAILABILETY 5 Time 
Natural Habitat - 


Quest Hunt: Lovable litte Glutton (Meldacio Hunter HO) 
| STATUS AILMENTS Resistant to Instant Death and Altera 
NN EMNMES *s 


| 
$ 
£ 
| 
ls 160% 199% 120% f20% 1D9k HBL 50% 108% 120% Mk | 
NOTES Employs attacks that reduce HP to 1; capable of inficting Confusion status. | 
Ei 
t 
ï 
| 


Ie en = # E ee ENE ze 
BASILISK BASILISK 

Size 2 t Size 2 

Level 24 HP 17,700 tevel 24 HP 24,400 

EXP 165 Strength 1,700 EXP 165 Strength 2.060 

Libra 3 Vitality 96 Libra 3 Vitality 116 

Parry Yes Spirit 83; Parry Yes_ Spirit 100 

DRGPS Chance tems : DROPS Chance tems 

Primary 85% Basitisk Plumage | Primary 85% Beautiful Plumage 

Secondary - ei: Secondary 2 8 

Appeudage B | Appendage 5 5 

Etement 50% Lightning (4) Element 50% Ice {4} 

AVAILABILITY 5 Time 08:00 to 03:59 | AUBILABILITY {Time 04:00 to 20:29 

Natural Habitat _Cieigne (Vesperpoof region} E 


Quest - 
| STATUS AILMENTS Resistant to Poison 


SOENNON: */ 


WR WDM 18% 1 1005 IE 10% Wk OS 5 


NOTES Rn of inflicting Mallified and Poison status. Break effects: Vitality -30% 
(body/30%, tail/30%}. 


Natural Habitat - 


Quest Hunt: Breeding Season: Rooster Extermìnation (Meldacio Hunter HO) 


| STATUS AILMENTS Resistant to Poison 


NONNEN : * fe 
188% 


Tik IK HK 1% 120% SO 50% _ 5Ak 


NOTES Capable of inflicting Mollified and Poison status. Break effects: Vitality -30% 
(body/30%, tail/30%). 


| 
04-00 to 2029 | d 


FINAL FANTASY U 


Bestiary 


IN 


kia 


i 


LH 


ROVALISK 
Size 2; 
ë Level 82 HP 97,600 
5 EXP 2215 Strength 37,510 ; 
& Libra 3 Vitality 154 : 
Parry Yes Spirit 126 ; 
DROPS Chance items à 
Primary 85% Gorgeous Plumage i 
Secondary - : 
Appendage 
Element 100% 
AVAILABIUTY \ Time 


Natural Habitat Cleigne (Steyliff Grove maze - Chapter 15} 


Quest - 


| STATUS AILMENTS Besistant to Altera and Poison 


106% 100% 120% 108% 10% 120% 100% 120% 100% 50 


NOTES _Capable of inflicting Mollified and Poison status. Break effects: Vitality -30% 
{body/30%, tail/30%). 


[SSRI */ eo 


El 
H 


NE 


COCKATRIGE 
d Size 2{ 
_ Level 35 HP 32,900 
EXP 419 Strength 4,760 : 
Libra 10 Vitality 134 
Parry Yes Spirit 114 à 
DROPS Chance Ikems : 
Primary 100% _ Cockatrice Tail Feathers } 
Secondary - - 
Appendage 100% Cockatrice Crest : 
Element 50% lee (4) : 
AUAILABILTY © Time 08:00 to 03:59 | 


Natural Habitat Cieigne (Vesperpool region) 


Quest - 


| STATUS AILMENTS Resistant to Instant Death, Alterna, and Poison 


NNM: » fe 
100% 


10% 120% 10% 100% Vk 10% Bk 100% 50% 


NOTES Capable of inflicting vlagde end Poison statuses. Break effects: Vitality 
-30% (head/30%, body/30%). 


KINGATRICE 


\ Size zi 
Level 83 HP 135,200 : 
EXP 2,766 Strength 46,130 ; 
Libra 10 Vitality 185 Ì 
Parry Yes Spirit 182 ; 
DROPS Chance Items 
Primary 100% Magnificent Tail Feathers : 
Secondary . | 
Appendage 100% Magnificent Crest : 
Element 100% ice (B) : 

AVALABIUID & Time Anytime 


Natural Habitat Cjeigne (Steyliff Grove maze - Chapter 15} 


Guest - 


| STATUS AILMENTS Resistant to Instant Death, Afterna, and Poison 


Rm NEE Ss «Se 


106% 
NOTES Capable of inflicting Compromised and Poison statuses. Break effects: Vitality 
-30% (head/30%, body/30%). 


10% 18% Jo 100% 1% 120% B 180% 5e 


| STATUS AILMENTS Resistant to Instant Death, Alterna, and Poison î 


ROYALISK 


Size 2! 

_ Level 62 HP 60,200 
EXP 1,152 Strength 20,260 : 
Libra 3 Vitality 140 
_ Parry Yes Spirit 117 } 
DROPS:-- _ Chance- Hems ; 
Primary 85% Gorgeous Plumage 
Secondary - - 
Appendage - zi 
Element 50% Lightning (5) ; Î 
ANBLABILITY 5 Time Anytime | 


Natural Habitat _Cleigne (Glacial Grotto maze - Chapter 15) 


Quest - H 


ee AILMENTS Highly resistant to Instant Death, immune to Alterna, resistant | 
to Poison 


NONE: + / 


MEK 120% 100% HOEK 20% 00% 120% 100% 50% 50% 


NOTES _Capable of inflicting Mollified and Poison status. Break effects: Vitality -30% 
(body/30%, tal/30%), 


ROYALISK 


i Size zj 
Level 52 HP 171,000 Í 
id EXP 1,152 Strength 30,490 } 
Libra 3 Vitality Ed 
_ Parry Yes Spirit 199 ; 

DROPS Ghanees. items 
Primary 85% Beautiful Plumage Î 

Secondary - - 
Appendage - | 
Element 50% Lightning (5) | 

AVAILABILITY È Time 04:00 ta 20:29 
Natural Habitat - | 


Auest Hunt: Breeding Season: Hen Extermination (Meldacio Hunter HO} 


STATUS AILMENTS Highly resistant to instant Death, immune to Alterna, resistant 
to Poison 


PSA: e/o 
Wk 188% 10% 100% 180% 120% 00% 120% 10% 50% _ 50K 


NGTES _Capable of inflicting Mollified and Poison status. Break effects: Vitality -30% 
(body/30%, tail/30%). 


COCKAIRICE 
Size 2 | 
\ Level 35 HP 69,800 | 
EXP 418 Strength 5,990 | 
Lr 10 Vitality 121 | 
_ Parry Yes Spirit 182 } 
DROPS Chance kems i 
Primary 100% _ Cockatrice Tail Feathers i 
Secondary - -À 
Appondage _ 100% Cockatrice Crest Ì 
Element 50% lce (4) à 
AVRILREILITY 5 Time 04:00 to 20:29 : 
Natural Habitat - 


Quest Hunt: The Rogves of Rydietle Ley (Coernix Station - Alstor) 


NONNEN S + / e 
128% 188% 109% 180% 18% 120% 58 100% 50% 


NOTES Capable of inflicting an and Poison statuses. Break effects: Vitality | 
-30% (head/30%, body/30%). î Í 


KINGATRICE 

S AYFRIRUTES Size 2 

_ Level 70 HP 98,200 
EXP 1,776 Strength 31,830 
‚tie 10 Vitality 175 

z Parry Yes Spirit 146 
DROPS Chance Items ; 
Primary 100% Fine Tail Feathers 
Secondary - -} 
Appendage 100% Magnificent Crest | 
Element 50% Ice (5) | 
AVALABILITY 5 Time Anytime 


Natural Habitat Cleigne (Glacial Grotto maze - Chapter 15) 


| 
Ë 
| 
| 
| 
Quest - | 
| 
É 
| 
t 


STATUS AILMENTS Highly resistant to Instant Death, immune to Altena, resistant 
to Poison 


NNM: */ © 
00% 120% 100% 100% 100% 100% f20% 120% 50% 100% 50% 


NOTES Capable of inflicting Compromised and Poison statuses. Break effects: Vitality 
-30% (head/30%, body/30%). 


KINGATRICE KILLER BEE 
Í Size 2Ì ATERIBUTES Size 1 
Level 70 HP 204,50 | Level 10 HP 1,300 
EXP 1,914 Strength 39,870 } ied 24 Strength 470 
_ Libra 10_ Vitality 249 | ns _ Libra 15 Vitality 47 
Dear Yes_Spift wi _ Pay Yes_ Spirit 43 
DROPS Chance Hems; ï DROPS Chance items 
Primary 100% Fine Tailfeathers ; Primary 75% Insect Stinger 
Secondary > -Ì Secondary - - 
Appendage _ 100% Fine Crest : Appendage - - 
Element 50% lee (5) | Element 30% Lightning (2} 
AUMILAGILITY 5 Time 04:00 vo 20:29 | ANAELABILITY 5 Time Anytime 
Natural Habitat - 5 Natural Habitat Duscae (Mencemoor), Cleigne {south of Lestaltum, Fort Vauilerey 


Quest Hunt: Breeding Season; Rooster Extermination (Meldacio Hunter HO} Î 


ded AILMENTS Highly resistant to Instant Death, immune to Alterna, resistant 
to Poison 


NEEM ss «Se 


dek MD 100% 100% ste 08% 0% tek 50% 10% ze 


HOTES Capable of ey Comprorrúsed and Foison statuses. Break effects: Vitality 
„30% (head/30%, body/30% 


KILLER BEE 


K Size 
_ Level 10 HP 
EXP 24 Strength 
‚ _ tibra 1.5 Vitality 
fik _ Parry Yes Spirit 
DROPS Chance 
; Primary 75% Inssct Stinge: 
Secondary - 
Appendage 
Element 30% Lightning (2 
AVAILABIUTY Ä Time Artin 
Natural Habitat - 


Qwest Hunt: To Sting in Ánger (Lestaflum, Thoroughfare} 
| STATUS AILMENTS Resistant to Poison 


NAS MA 


20% 0% 160% 


108% 
ROTES Capable of inflicting Poison status. Break effects: Vitality -15% (body/60%). 


1 100% 100% M% IM% 50% 58% 


242 


MMS * se 


BRUTAL BEE 
Size 1 | 
Level 22 HP 22,000 : 
EXP 77 Strength 1,960 ; 
_ Wibra 15 Vitality 10 
Parry Yes Spirit 101; 
DROPS Chance items : 
Primary 15% Enormous Stinger 
Secondary - -À 
Appendage - Ee: 
Element 30% Lightaing (2) 
BVAU ABILITY Ä Time Anytime | 
Natural Habitat - i 


Ouest Hunt: To Sting in Anger (Lestallum, Thoroughfare) 


| STATUS AILMENTS Besistant to Instant Death and Poison 


NONE: */ 


10% 180% 10% 10% 120% 100% 10% 120% 18% 5% 50h 


NOTES Capabla of inflieting Poison status. Break effects: Vitality -15% (bady/60%). 


segion, Maidenwater, Wennath Biverhead, Dynneldate) 


Quest - 
| STATUS AILMENTS Resistant to Poison 
ENEN: */ 


Ri 108% 100% f8P 120% 100% 190% 120% 100% 50% 50% 
NOTES Capable of inflicting Poison status, Break effects: Vitality -15% (body/50%). 


KILLER QUEEN 
Ï Size 1 
_ Level 38 HP 35,000 
EXP 202 Strength 6,180 
Libra 15 Vitality 135 
Parry Yes Spirit f21 | 
DROPS Chance \tems 
Primary 15% Deadly Stinger 
Secondary - 
Appendages - - 
Element 50% Lightning (3) 
AVMILABILITE { Time Anytime 
Naturat Habitat - 


Gusst Hunt: Disquieted Queens \Lestallum, Market) 


Ï STATUS AILMENTS Resistant to Instant Death, Alterna, and Poison 


NNM: */ eo 


120% 198% 100% te 100% 108% 120% 100% 
NOTES Capable of inflicting Poison status. Break effects: Vitality -15% (body/50%). 


FINAL FANTASY. U 


KILLER WASP 
U ArrRteutes Size 2 | 


Zan _ tevel 28 HP 7,800 | 
Es (à ‚EXP 133 Strength 2,040 | 
NS E Libra 15 Vitality 90 | 
3 i ln Parry Yes Spirit 81 
DROPS Chance Items 
Primary 75% Barbed Scythe 
Secondary - 
Appendage - 
Etement 50% Lightning (3) : 
AVAILABIUTY © Time Anytime 


Natural Habitat Cleigne (Vesperpool) 


Quest - 
| kmis AILMENTS - 


NNANNNEE ss * / 


100% 190% 120% fB 1D0% 100% 108h 120% 100% 50% 50% 
NOTES Capable of inficting Confusion status. Break effects: Vitality -15% (body/60%). | 


KILLER WASP 
“8 AFIRIBUTES Size 2 
evol 16 HP 33.600 } 
EXP 909 Strength 24,290 | 
_ Libra 15 Vitality 132 
Parry Yes Spirit 115 
BROPS Chance items 
Primary 75% Sharp Scythe } 
Secondary - - 
Appendage S "| 4 
Element 50% Lightning (3) f 
AVAULABILITY 7 Time Anytime | 


Natural Habitat Leide (Balouve Mines maze - Chapter 15); Cleigne (Steyliff Grove 
maze - Chapter 15} 


Quest - 
Ì STATUS AlLMENTS Resistant to Afterna | 


NANO: */ e 


180% SZ 120% 1E 10% 10% 120% 180% 50% 50 
NOTES Capable of inflicting Confusion status. Break effects: Vitality -15% (body/50%). 


SKARNBULETTE 
ATTRIBUTES Size 2 
Level 38 HP 1,200 
EXP 288 Strength 8,170 
Libra 15 Vitality 149 
Parry Yes Spirit 125 
DROPS Chance tems 
Primary 100% Tough Shell 
Secondary - - 
Appendages 15% Spiked Armor 
Element 50% Fire {4} 
AVAILABILIEY 5 Time Anyüme 
Natural Habitat - 


Qusst Hunt: Hammer the Cannibals (Cauthess Rest Area} 


| STATUS AILMENTS Resistant to instant Death 


NAM: + / e 


WOK 180% 100% 1% 120 IK 50% 12% 100% HOK 


NATES Bady part moefiers: 50% damage hom weapons until bioken (body), Break 
elfecis: Vitaëty- 15% body/a0%). 


ROGUE BEHEMOTH 


Size 3 

| Level 35 HP 69,800 Í 

EXP 1153 Strength 5,900 } 

Libra 20 Vitality ar | 

Parry Yes Spirit 12 Î 

BEOFS Chance tems | 

Primary 100% Behemoth Round 

Secondary - | 

Appendage 100% Behemath Hom } 

Element 100% Fre (33) | 

AVALABILETY 5 Time Anytime | 
Natural Habitat - 


Quest Sidequest: The Perfect Cup {Gladio} 
| STATUS AILMENTS Highly resistant to Instant Death, resistant to Altema and Stop 
NNS + / o 


100% TOK 108% IN 1MDh LAK 1% Sh SDK HHK HK 


BATES Body part modifiers: -50% damage from weapons until broken Arn Break 
effects: Strength -15% (head/15%): Vitality -60% {body/5%, legs/8%, tail/ 


KILLER WASP SOLDIER WASP 


ATTRIBUIES Size 2i Ö ATTRIBUTES Size 2 
_ Level 33 HP 64,700 | Level 37 HP 10,200 
Pte PS | EXP 151 Strength 5,530 | _ EXP 209 Strength 4.080 
Eh Eken _ Libra 15 Vitality +80 ; Libra 1.5 Vitality 99 
_ Parry Yes Spirit 1ez } _ Parry Yes Spirit 89 
DROPS Chance Items | DROPS Chance Items 
Primary 15% ; Primary 15% Barbed Scythe 
Sacondary - H Secondary - 5 
Appendage e Appendage - - 
Element 50% Element 50% Lightning (3} 
ANMILABILITY 5 Time 04:00 to 20:29 ! AVÄLABILITY 5 Time Anytime 
Natural Habitat - | Natural Habitat Cleigne (Malmalam Thicket) 
Quest Hunts: Threat from the Thicket (Meldacio Hunter HO}, Deadly Extermination ! Quest Hunt: Deadly Extermination (Verinas Mart - Ravatogh) 
(Verinas Mart - Ravatogh) k & Besti 
| las AILMENTS - ja AMLMENTS Resistant to Instant Death and Altena @ bes A 
OETTT TENEN CIT mins Ke 
t2% 12 100% 100% 180% 120% Sk 50% ' 100% 100% 120% 120% 100% 190% Vik 100% 50% 5d 
NOTES Capsble of inflicting Confusion status. Break effects: Vitality -15% (body/50%). NOTES Capable of inflicting Confusion status. Break effects: Vitality -15% (body/60%). 
Eat 
Á 
BULETTE BULETTE 
ì Size k ĳ Size 2i 
f _ Level 14 HP 6,000 Level 14 HP 19,700 | 
Ë EXP 45 Strength 1,01 EXP à6 Strength beed 
Set 15 Vitality 7 Libra 1.5 Vitality 303 ; 
Parry Yes Spirit 6 Parry Yes Spirit 89; 
DROPS _Chance Item DROPS Chance tems | 
Primary 100% Bulette Carapace Primary 160% Bulette Carapace | Nr 
Secondary = Secondary - =| Sn 
Appendage 75% Appendage 75% Shield Spike } 
Element 50% Element 50% Fire (4) } 
AVRILABILITY 5 Time ANAILABILITY 5 Time Anyime |_— Begsts 


Natural Habitat Duscae (Disc of Cauthess, Mencemoor, south region) Natural Habitat - 


Quest - Quest Hunt: Harmer the Cannibals (Cauthess Rest Area) 


| STATUS AILMENTS - 


NONO: + / 


188% 180% 10% 10% 180% Lik 10% 5BK 18% 50% 


NOTES Body part modifters: -50% damage from weapons until broken (body). Break 
effects: Vitality -15% (body/50%). 


Í STATUS AILMENTS - 


NOMEN: + / o 
180% SRK 100%h 120% 120% 50% 120% 100% 50% 


NOTES Body part modifiers: -50% damage from weapans until broken (body). Break 
effects: Vitality -15% (body/50%). 


ee wi E 


DEADEYE 
Size 3 
Laval 15 HP 48,200 
EXP 820 Strength 2,200 
Libfa 20 Vitality 157 
_ Pany Yes Spirit 136 
DROPS Chance Îtems 
Primary 100% Behemoth Tenderloin 
Secondary - F 
Appendage 100% Behemoth Hor 
Element 100% Fre (24) 


© Time 


AVAILABILITY 
Natural Habitat - 


Anytime 


Quest Hunt: A Behemoth Undertaking (Wiz Chocobo Post] 


F STATUS AILMENTS Highty resistant ta Instant Death, resistant to Altera and Stop 


NAMENS + / 


WK 10% 1% 1D Oh 120% 10% HM 5% Sh HOK 


NOTES Body part moditiers: -50% damage from weapons until broken (head). Break 
effects: Strength -30% (head/15%): vilt: -20% (body/5%, legs/8%, tail/10%). 


243 


244 


BEASTS 


BEHEMOTH 


DROPS Chance Items ’ 

Primary 100% Behemoth Tenderloin 

Secondary - - 

Appendage 100% Behemoth Hom | 

Elemant 100% Fre (10) ; # 
AVAILABILITY 4 Time Anylime | 
Natural Habitat - 


Quest Hunt: The Pride of the King (Hammerhead) 


Í STATUS AILMENTS Highly resistant to Instant Death, resistant to Altera and Stop 


120% 108% 100% 100% 120% 100% 50% 100% 100% 5% 


NOTES Body part madifiers: -50% damage fram weapons until broken (head). Break 
effects: Strength -15% (head/15%); Vitality -60% (body/5%, legs/8%, tail/10%). 


[PAANS */ oe 


GRIFFON 
4 ATTAIBITES Size 3 Ì 
î Level 53 HP 120,700 ; 
_ EXP 3,153 Strength 20,120 ; 
_ Libra 30 Vitality 255 $ 
_ Parry Yes Spirit 11 : 
DROPS Chance ltems : 
Primary 25% Griffon Feather : 
Secondary 75% Griffon Breast : 
Appendage 100% Griffon Claw : 
Element 100% Ice (8) : 
AVAILASIUTY Ë Time Anytime 


Natural Habitat Duscae (north of Alstor Slough) 


Quest - 
STATUS AILMENTS Highly resistant to Instant Death, resistant to Alterna, immune 
to Stop 


BOK 100% 120% 120% 100% 100% 100% 120% 50% 100% 
NOTES Break effects: Vitality -10% (body/15%), Vitality -30% (wings/20%). 


QUETZALCOATL 


k | Ar Size 

Level 32 HP 
ze 844 Strength 
_ Libra 20 Vitality 
_ Parry Yes Spirit 


DROPS Chance 

Primary 75% Translucent Ski 

Secondary - 

Appendage 100% Scarlet Splinterbon: 

Element 100% Lightning (8) 
AVAILABILITY 1 Time Anytim 
Natural Habitat - 


Quest Main Quest: Party of Three 


| STATUS AILMENTS immune ta instant Death, Altera, and Stop 


NNM: + e 


100% 100% 120% 120% 10% 10% 10% 1% 120% IMM 100% : 


NOTES _Employs Lightning-elemental attacks capable of inflicting Shocked status. 
Break effects: Vitality -40% {body/20%, wings/15%, tail/20%}. 


MALBORO 


_ Level 38 HP 


_ Libra 10 Vitality 135 
_ Parry 

DROPS 
Primary 100% 
Secondary - 
Appendage - 


AVANLABILITY 
Natural Habitat - 


É Time 


Quest Main Quest: The Hand of the King 


| STATUS AILMENTS immune to Instant Death and Alterna 


SNES */ o 


100% 120% 10% 100% 100% 100% 120% 150% 50% 100 50% 


NOTES Capable of inflicting Mollified, Gompromised, Disenchanted, Cursed, Poison, 
and Confusion statuses. 


N Size 3 

Level 47 HP 103.400 
EXP 2,064 Strength 4,310 ; 

_ Libra 20 Vitality 220 


Parry Yes Spirit 185 ; 


[SNRRROM: */ 9 


ATTRIBUTES Size 3 | 
35.000 : 
— EXP 1,203 Strength 6,180 ; 
Î | 


-_ Spirit 121! 
Chance Îtems : 
Malboro Eye | 


Element 100% Ice (8); 
Anytime ; 


ei 


BEHEMOTH KING 


Level É 42 HP 


1,930 Strength 13.720 * 
IMM Vitality 236 ; 

A Yes Spirit 199 

DROPS Chance Items 

Primary 3% Megalixir 
Secondary - ij 

Appendages 100% Behemoth Horn 

Element 100% Ice (48) 

AVALABILITY Ï Time Anytime 

Natural Habitat - 


Quest Main Quest: The Cure tor Insomnia 


| STATUS AILMENTS Immune to Instant Death and Alterna, resistant to Stop 


100% 128% 100% 00% 100% 120% 100% 100% IMM 


NOTES Employs Ice-elemental attacks capable of inflicting Frozen status. Body part 
madifiers: -50% damage from weapons until broken (head). Break effects: Strength 
-15% (head/15%); Vitality -60% (body/5%, legs/8%, tail/10%). 


iT Rd 


GRIFFON 
Size d 
rene 30 HP 79,200 
_ EXP 1,052 Strength 5,260 
_ Libra 30 Vitality 221 
kan Yes Spirit 170 
DROPS Chance Items | 
Primary 15% Griffon Feather 
Secondary 15% Griffon Breast | 
Appendage 25% Griffon Claw 
Elemant 100% lce (8) 
AVAILABILSTY 5 Time Anyime 
Natural Habitat - 


Quest Sidequest: The Professor's Protégé - Griffon (Sanía); Hunt: Ruler of the Brave 
Skies (Lestallum, Market) 


| STATUS AILMENTS Immune to Instant Death, Alterna, and Stop 


NAE S «* s 
160% 10% 120% 120% 100% S00% 100% 120% 50% 00% 50% 
NOTES Break effects: Vitality -£0% (body/15%), Vitality -30% (wings/20%}. 


QUETZALCOATL 


Level 38 HP 
EXP 1,123 Strength 9,790 
Libra 20 Vitality 221 
F_ Parry Yes Spirit 186 

DROPS 
Primary 100% 


Secondary - -i 
Appendage _ 100% Scarlet Splinterbone 
Element 50% Lightning (6) : 
AVARABILITY 8 Time Anytime Ì 
Natural Habitat - | 


Quest Hunt: Divine Beast of the Underworld (Meldacio Hunter HO) 


l STATUS AILMENTS Immune to Instant Death, Alterna, and Stop 


NNS * fe 


Vr 00% 120% 120% 100% 100% 100% 100% 120% IMM 100% 


NOTES _Employs Lightning-elemental attacks capable of infficting Shocked status. 
Break effects: Vitality -40% (body/20%, wings/15%, tail/20%). 


MALBORO 
ATERIBUTES Size 3 
_ Level 38 HP 105.200 
EXP 1,203 Strength 10,330 
_ Libra 10 Vitality 214 
_ Parry -_ Spirit 131 
DROPS Chance items 
Primary 100% Malboro Eye | 
Secondary - - 
Appendage = 
Element 100% lce (8) ' 
AVAILABILITV © Time 20:30 to 03:59 ; 
Natural Habitat 


Quest Hunt: No Stopping the Great Stink (Lestallum, Thoroughtare) 


| STATUS AILMENTS immune to Instant Death, resistant to Alterna 


NANO: + / o 


100% 120% 100% 100% 108% 120% 150% io 50% 


NOTES Capable of ERE Mollified, Compromised, Disenchanted, Cursed, Poison, 
and Confusion statuses. 


Artiigures Size 4: 
120,900 


Size 3} 
107,400 ; 


Chance Items : 
Transtucent Skin } 


BEHEMOTH TYRANT 

Size 3 Í 
E Level 62 HP 236,800 | 
EXP 3,842 Strength 40710 | 
‘Libra 30 Vitality 266 | 
i Parry Yes Spirit 223 | 
DROPS Chance Ítems | 

Primary “109% Behemoth Tenderloin 

Secondary - - 

Appendage 100% Behemoth Hom 
f 1 Element 100% Fire (16) | 
AVAULABILITY Ì Time Anytime | 
Natural Habitat - | 


ì 
: 


Quest Hunt: A Most Behemoth Undertaking (Wiz Chocobo Post) 


Í STATUS AILMENTS Immune to Instant Death and Altemnea, resistant to Stop 


ANARNNOMS s/ o 
10 100% 100% 100% 20% 1 50% 100% 100% 50% 


NOTES Body part modifiers: -50% damage from weapons until broken (head). Break 
effects: Strength -15% (head/15%); Vitality -60% (body/5%, legs/8%, tail/10%). 


Samama 


GRIFFON 

{ | AUIRIEUTES Size 3 
i\ tevel 84 HP 262.200 
Me EXP 9,829 Strength 58,090 ; 
| Libra 30 Vitality 293 
Í _ Parry Yes Spirit 216 
Î DROPS Chance items 

Primary 100% Griffon Feather … 
Í Secondary - zj 
| Appendage 100% Colorful Griffon Claw 
Ì Etement 100% ice (16) 
| AVAILAGILIEY { Time 


Anytime, 
Natural Habitat Cleigne (Steyliff Grove maze - Chapter 15) Í 


Quest - 
| STATUS AlLMENTS Highly resistant to instant Death, immune to Afterna and Stop 


NAMENS + / e 


Í 100% 100% 120% 10% 100% MOB 100% 120% 50% 100% 50% 
{ NOTES Break effects: Vitality -10% (body/15%), Vitality -30% (wings/20%). 


CTLANTECIHUATL 

Size 3 

; Level 90 HP 457,900 
| EXP 5,276 Strength 91,070 
Ì ‚Libra 20 Vitality 299 
| ‚Parry Yes Spirit 246 
Î DROPS Chance Items | 
Primary 100% Translucent Skin 

Secondary - - 

Appendage 100% Rotten Splinterbone | 


| Element 50% Lightning (6) | 
ANALABILITY © Time Anytime 
Natural Habitat Cleigne (Steyliff Grove maze - Chapter 15) 


ì 

E 

| Quest 
ï 

Î | STATUS AILMENTS lmmune to Instant Death, Alterna, and Stop 

| 
NNS + / « 
ï 

' 


10 10% 120% 120% 100% 100% 100% 100% 0% IMM 100% 


| 
Í 
| 
Í 
NOTES _Emptovs Lightning-elementat attacks capable of inflicting Shocked status. d 
Break effects: Vitality -40% (body/20%, wings/15%, tail/20%). ) 


MALBORO 

Ì ATIRIBUTES Size 3| 
Level 75 HP 108,700 } 
EXP 5,175 Strength 44,100 

_ Libra 10 Vitality 176 

_ Parry -_ Spirit 153 
DROPS Chance items 
Primary 100% Malbaro Eye 
Secondary - =| 
Appendage - 
Element 100% lee (12) } 

AVAIKABILITY 5 Time Anytime 


Natural Habitat Duscae (Costlemark Tower maze - Chapter 15) í 


| 

Quest - | 

ì 

Ì STATUS AILMENTS Immune to Instant Death, resistant ta Altena 


NNS + fs 


100% 120% 100% 10% D0% 100% 120% 150% 50% 100% 50% 


| 

| 

| 
NOTES Capable of inflicting Mollified, Compromised, Disenchanted, Cursed, Poison, | 
and Confusion statuses, | 
EE 

Í 

Î 

j 


HINAL FANTKSTe 1 


MALBODOOM MALBODOOM MALBORO SPROUT 
‚ AFTRIBUTES Size 3 | \ ATTBIEUTES Size 3 > ATTRIBGTES Size 1 
Ì Level 85 HP 136,800 | _ Level 65 HP 244,300 i Level 38 HP 10,600 ; | 
_ EXP 5,186 Strength 51,440 | _ EXP 6,186 Strength 48,160 : _ EXP 61 Strength 4,370 | 
_ Libra 10 Vitality 181 | _ Libra 10 Vitality 265 Î _ Libra 1.5 Vitality 104 | 
_ Parry -_ Spirit 157 | Parry -_ Spirit 231 | _ Parry -_ Spirit 90 | 
DROPS Chance Items | DROPS Chance Items | DROPS Chance items | 
Primary 100% Malboro Eye | Primary 100% Malboro Tentacle | Primary 5% Malbora Vine 
Secondary . Secondary | Secondary - | 
Appendage - - Appendage - | Appendage - p 
Element 100% Ice (12) Element 100% tee (12) | Element 30% Lightning (2) | it 
AVAILABIEETY Ï Time Anytime AVAILABILITY © Time Anytime } AVALABIUTY © Time Arytime 
Natural Habitat Leide (Crestholm Channels maze - Chapter 15); Ouscae (Daurell Natural Habitat - Î Natural Habitat 
Cavems maze - Chapter 15); Cleigne (outside Pitioss Ruins) | í 5 
Quest - Quest Sideguest: Dreadful Legend (Randolph) | Quest Main Quest: The Hand of the King 
| | ' @& Bestiary 
| STATUS AILMENTS Imrune to Instant Death and Altema | | STATUS AILMENTS immune to Instant Death, Altera, and Poison Î | STATUS AILMENTS Resistant to Alterna „ 
t E 
i ï É 
JANRNEOE: */ oe JANARNOR: + / eo NANDO: + 7 o 
08% 120% 100% 100% 100% 100% 120% 150% 50% 100% 50% | 180% 50% 180% 120% 100% 100% 100% 50% 120% 100% 50% | 10% HOK 100% 100 108% 100% 120% HPL 120% 50% 50% 
NOTES Capable of inflicting Maliified, Compromised, Disenchanted, Cursed, Poison, NOTES Capable of inflicting Mollified, Compromised, Disenchanted, Cursed, Poison, i NOTES - 
and Confusion statuses. H ard Confusion statuses. ; EAS 
mn nt 
MALBORO SPROUT MALBORO BRAT BANDERSNATCH 
8 ATTRIBUTES Size 1] | ATTRIBUTES Size 1: { ArrRigutes Size 3 | 
Level 38 HP 35,000 É 7 Level 48 HP 146,300 : tevel 38 HP 
EXP 61 Strength 6,180 | EXP 93 Strength 21,500 : EXP 1.323 Strength 
Libra 15 Vitality 135 | Libra 1.5 Vitality 240 Libra 20 Vitality 
Parry - Spirit 121 | Parry -_Spirit 213 ; Parry Yes Spirit 
DROPS Chance Items DROPS Chance Items : DROPS Chance ; 
Primary 5% Malbaro Vine Primary 5% Malboro Vine | Primary 100% Monster Claw Ì E 
Secondary 5 - Secondary - -: Secondary - zi 
Appendage 2 : Appendage -i Appendage 75% Monster Jaw | 
Element 30% Lightning (2) Element 30% Lightning {2} : Element 100% Fire (8) : 
AVARLASIUTY ° Time 20:30 to 03:59 AVAILABILITY ü Time Anytime : AVAILABILITY { Time Anytime 
Natural Habitat - Í Natural Habitat - E Natural Habitat Leide (north of Hammerhead} Ì 


effects: Strength -15% (head/20%): Vitality -40% (body/5%, tail/8%, legs/10%). 


Auest Hunt: No Stopping the Great Stink (Lestallum, Thoroughfare} Î Quest Sidequest: Dreadful Legend (Randolph) H Quest Sideguest: Malmalam Thicket | , 
il nn Resistant to Instant Death and Alterna | etend Immune to Instant Death, resistant to Alterna Î mm Highly resistant to Instant Death, resistant to Alterna and Stop | 
È H ï 
Li H ES € 
5 mee t 1% FOECES 
“, ie De | É Ne z H 
NNM Ss */ ee INNMENUES */e INNEMEE: */ 
100% 120% 100% 109% 100% 100% tf 150% 120% 50% 50% | 100% 120% 100% 100% 100% 100% 120% 150% 120% 50% 50 10% 100% 120% 100% 100% 100% 120% 50% 100% 120% 50% 
NOTES - | NOTES - NOTES Body part modifiers: -50% damage from weapons until broken (head). Break | 
Ei Ê 
ï i 
E 
í 


den 


BANDERSNATCH 


{ ATTRIEUTES Size 3 4; 

Level 47 HP 141,200 58 HP 201,200 í 

EXP 2,064 Strength 21,020 3,030 Strength 36.680 É 

Libra 20 Vitality 216 IMM Vitality 294 

Parry Yes Spirit 208 Yes Spirit 220 

DROPS Chance items Chance items î 

Primary 100% Monster Claw Primary 50% Jabberwock Sirloin E 

Secondary - - Secondary _ 50% Hardened Hide ; 

Appendage 15% Monster Jaw Appendage 25% Dragon Horn É 

Element 100% Fire (10} Element 100% Fire {12} ; 

AVMABILITY © Time Anytime AVAILABILIT © Time Anytime à 
Natural Habitat - Natural Habitat Duscae (Costlemark Tower} H 
Quest Hunt: Malmatam Mirage (Old Lestallum) Quest - É 
| STATUS AILMENTS Highly resistant to Instant Death, cesistant to Alterna and Stop | STATUS AILMENTS immune to Instant Death and Aiterna, resistant ta Stop | 
SNN: */ > NEN Ss * 7 eo 
100% 100% 128% 100% 100% 100% 120% 100% 120% 50% HO 180% 120% 100% 100% 100% 120% 50% 120% 100% 100% É 
NMTES Body part modifiers: ee until broken (head). Break NOTES Capable of inflicting Stone status. Break effects: Vitality -60% (head/15%, | 
effects: Strength -15% (head/20%); Vitality -40% {body/5%, tail/8%. legs/10%). body/8%, taìl/10%, legs/10%). H 


JABBERWO 


aid Size 4 | 
Level 65 HP 238,200 | 
EXP 4021 Strength 47.560 | 
Libra IMM Vitality 305 | 
‚Parry Yes Spirit 228 | 
ROPS. Chance items | 
Uy 25% Jabberwock Sirloin | 
vaonda 75% Hardened Hide ; 
Appendage 25% Dragon Hom | 
Element 100% Fire (8) : 
ENAILABIUTY 5 Time Anytime | 


Natural Hahitat 


Quest Hunt: Fiend of the Fallgrove (Cauthess Rest Area) 
| STATUS AILMENTS Immune to Instant Death and Alterna, resistant to Stop 
NEEM SsS «Se 


| 
Û 
Ì 
ï 
1 
Î 
ek 100% 120% 100% 10% 100% 120% 50% 120% 100% 100% ; 


NOTES Capable of inflicting Stone status. Break effects: Vitality -60% (head/15%, 
body/8%, tail/10%, legs/10%). 


245 


246 


JBEASTS 


H 


ME 
Ür Size 4} 
te 34 HP 483,70 : 
EXP 5,770 Strength 105, 320 
Libra IMM Vitality 342 E 
Parry Yes_ Spirit 252 ; 
BROPS Chance Items: 
Primary 100% Hardened Hide | 
Secondary - -t 
Appendage 100% Dragon Hom 
Element 100% ke (22) 
AVAILABILITY _ Time Anylime à 
Natural Habitat Leide (Crestholm Channels maze - Chapter 15) : 
Quest 


Ì STATUS AILMENTS Immune to Instant Death and Altena, resistant to Stop 


NNNENENS * 7 © 


100% 50% 120% 0% 10% 100% oo 10% 50% 120h 


NOTES Capabie of inflicting Stone status. Break effects: Vitality -60% (head/15%, 
body/8%, tail/10%, legs/10%). 


50% 


weten neee 
REDLEGS 

l Size zi 

Level 37 HP 33,700 

_ EXP 416 Strength 5,760 

Libra 15 Vitality 132 

Parry Yes Spirit 118 

DROPS Chance items i 

Primary 50% Centipede Feet 

Secondary 50% Centipede Feet ; 

Appendage 100% Centipede Teeth : 

Element 50% Fire (4) : 

ANAILABEUTY 5 Time Anytime ! 

Natural Habitat i 


Quest Hent: Reclaiming Schier Heights (Taelpar fest Area) 


| STATUS AILMENTS Resistant to Instant Death, Aiterna, and Poison 


ANHEE: + / 


1 Sh 16% 100% 1D% 10% 50% 120% 189% 


NOTES Capable of inflicting Poison status. Break effects: Strength -15% (head/25%): 
Vitality -15% (body/35%). 


Fi 


GROOTSLANG 
Î Size 3 | 
_ Level 58 HP 293.700 ; 
_ EXP 2385 Strength 53,150 | 
‚Libra 20 Vitality 229 : 
_ Parry Yes Spirit 275 : 
DROPS Chance items : 
Primary 50% Midgardsormr Shank ; 
Secondary 50% Greatsnake Scale : 
Appendage _ 25% Greatsnake Crest : 
Element 100% Fire (B) ; 
AVAELABILEEN © Time Anytime : 
Natural Habitat - 


Quest Hunt: An Omen Crawls Upon the Ground {Lestallum, Thoroughfare) 


| STATUS AILMENTS Irnmune to instant Death and Aftema, resistant to Stop 


120% WK 109% 10% 10% 100% 5% Ih ID 50% 


NOTES Capable of inflicting Poison status. Break effects: Vitality -40% (head/10%, 
upper and lower body/20%, tail/15%). 


JORMUNGAND 


ĳ AITRIEUTES Size 3 
_ tevel 50 HP 184,200 
_ EXP 1,421 Strength 22,940 
_ Libra MM Vitality 205 
‘Parry Yes Spirit 262 
Chance Items 

Primary 100% Drooping Whiskers 
Secondary - d 
Appendage 5 a 
Eiement 100% Fre {8} 
AVAILABILITY £ Time Anyüme 


Natural Habitat Leide (Crestholm Channels} 


Quest - 


| STATUS AlLMENTS immune to Instant Death and Altera, resistant to Stop 


NNM Ss «* / 


Vik TOO MB LOR 10 IK IO B ION HO 10% 


NGTES Employs Fre-elemental attacks capable of inflicting Burnt status. Break 
effects: Vitaly -20% {head/10%, upper and lower bedy/20%, tail/15%). 


HUNDLEGS 
mig Size 2| 
[roms 20 HP 6.200 | 
Jet 148 Strength 1,190 } 
Libre 15 Vitality 78 
_ Parry Yes Spirit 70 | 
DRAPS Ghance tems | 
Primary 50% Centipede Legs | 
Secondary 50% Centipede Legs ! 
Appendage 100% Gentipade Jaw | 
Element 50% Lightaing (4) ; 
3 


AvA ABIUTY _ Time Anytine Ì 
Natural Habitat Duscae (south region, Disc of Cauthess) ĳ 
Quest - 


EH 


| STATUS AILMENTS fesistant to Poison 


ENNE: */ © 


108% 128% 189% 1DE% IDP 190% 120% [DÛ 1205 50% sh 


NOTES Capabie of inflicting Poison status. Break effects: Strength -15% {head/25%}: 
Vitality -15% {bady/35%). 


MIDGARDSORMR 
| Size ; 
Level 54 HP 146,900 
EXP 1,404_Strongth 22,770 | 
f Libra 20 Vitality 192 
Parry Yes _ Spirit 231 
DROPS Chance Items | 
Primary 50% Midgardsormr Shank 
Secondary 50% Greatsnake Scale | 
Appendage 25% Greatsnake Crest 
Element 50% Fire (6) 
AVAILABILIEY Ï Time Anytime 
Natural Habitat _Cleigne {Callatein's Plunge) í 
| 
Ei 
Quest - 


Í STATUS AILMENTS Highiy resistant to instant Death, resistant to Altera and Stop 


NNS «fe 


Rek 100% 10% 1E 100% 10% 5 IK 100% 5% 


NOTES ei of kie oet status. Break effects: Vitality -40% (head/10%, î 
upper and lower body/20%, tail/15%). 


HVITRORMR 
Size 3 | 
Level 78 HP pa 
EXP 3,368 Strength 54,140 
Libra 20 Vitality 215 
Parry Yes Spirit 255 
DROPS Chance Htoms | 
Primary 100% Greatsnake Scale í 
Secondary - - 
Appendage 100% Greatsnake Crest } 
Elemant 100% Fire (8) Ì 
AVAILABIUTY © Time Anytime 


Natural Habitat Leide (Crestholm Channels maze - Chapter 15) 


Quest - 


STATUS AILMENTS Immune to Instant Death and Aiterna, resistant to Stop 


ANNM: */ o ANEMNOMS +7 


Vh 18% 1B0% 180% 120% 180% 5% 120% 100% 50% 


NOTES Capable of inficting Poison status. Break effects: Vitality -40% (head/10%, 
upper and lower hady/20%, tail/15%). 


JORMUNGAND 
Size 34 
| Level 58 HP 244,200 
Ï EXP 1,978 Strength 34,340 É 
_ Libra IMM Vitality 22: 
_ Parry Yes Spirit 211 i 
DROPS Chance Items ; 
Primary 100% Drooping Whiskers ; 
Secondary - 
Appendage 5 
Element 100% 
ANBILABILEEY {Time 
Natural Habitat - 


Quest Hunt: Sement of the Abyss (Hammerhead) 


| STATUS AILMENTS immune to Instaat Death and Altera, resistant to Stop 


ENEN: */ 


2 OW WM 15 MO 10% 1% MN Kd 


NOTES Emgloys Fire-elemental attacks capable of inflicting Burnt status. Break 
effects: Vitality -20% {head/10%, upper and lower body/20%, tail/15%}. 


HUNDLEGS 
5 ATTRIBUTES Size ) 
Leval 20 HP 20,800 
_ EXP 148 Strength 1,700 
_ Libra 15 Vitality 104 
Pay Yes Spirit ga 
DROPS Chance Items 
Primary 50% Centipede Legs 
Secondary 50% Centipede Legs 
Appendage 100% Centipede Jaw 
Element 50% Lghtnìng (4) 
AVAILABIUTY Ë Time Anyüime 
Natural Habitat - 
Quest Hunt: Reclairning Schier Heights (Taelpar Rest Area) 
Í 
pes AILMENTS Resistant to Paîson | 
| 
Se Í 
NONO: + / oe 
120% 10% 10% 100% 100% 120% OR HK 50% OA | 
NOTES Capable of inflicting Poison status. Break effects: Strength -15% (head/25%):; í 
Vitality -15% (body/35%). Û 
| 
$ 
} 


t 
t 
H 
Î 
Î 
È 
1 
Î 
L 


MIDGARDSORMR 


Size 3 | 

Level 54 HP 205.700 | 

_ EXP 1,404 Strength 30,410 | 

d Libra 20 Vitality 214 | 

_ Parry Yes Spirit 258 | 

DROPS Chance items | 

Primary 50% Midgardsorrr Shank ; 

Secondary 50% Greatsnake Scale Î 

Appendage _ 25% Greatsnake Crest | 

Element 50% Fise (6) | 

BVAILABIEETY C Time Anyüme | 
Natural Habitat - 


Quest Hunt: Serpent of Risorath Basin (Meldacio Hunter HO) 
| STATUS AILMENTS Highly resistant to Instant Death, resistant to Alterna and Stop 


[NANDO : + / > 


120% 180% 180% \20% 108% 19% 50% 120% 100% 50% 


NOTES Capable of inflicting Poison status. Break effects: Vitality 40% (head/10%, 
upper and lower body/20%, tail/15%). 


HVITRORMR 


Size 3 Í 
Lavel 28 HP 374,200 
EXP 3309 Strength 72,250 Î 
we Libra 20 Vitality 240 í 
Patry Yes Spirit 285 | 

DROPS Chance Items 

Primary 100% Greatsnake Scale 

Secondary - . 

Appendage 100% Greatsnake Crest 
Element 100% Fire (8) | 

AVARABILFTY 5 Time Anytime 
Natural Habitat - | 
Quest Hunt: Peopte-Eating Snake Has Got to Go (Meldacio Hunter HO} | 


| STATUS AILMENTS \mmune to instant Death and Alterna, resistant to Stop 


NNM SS * fe 


Vh 10% 10% LK 19% 1O% DOK 50% 120% 1E 5 


NOTES Capable of inflicting Poison status. Break effects: Vitality -40% {head/10%, 
upper and lower body/20%, tail/ 15%). 


JORMUNGAND 
Size 3{ 
Level 95 HP 603,600 
EXP 5,856 Strength 105,280 
Libra IMM Vitality 249 
Yes Spirit 311 
DROPS Chance kems | 
Primary 100% Divine Whiskers 
Secondary - - 
Appendage = - 
Element 100% Ice (50) 
BURUABILETY 5 Time Anyüime 


Naturat Habitat Duscae (Costiernark Tower maze - Chapter 15} 


Quest - 


I STATUS AILMENTS immune to Instant Death and Altena, resistant to Stop 


melken HOES +*/ 


Wk HA 188% WE MN 50% 188% 


WOTES Employs Hre-atemental attacks capable of inficting Burnt status. Break Î 
eifacis: Vitality -20% (head/10%, upper and lower body/20%, tal/15%). 


188% 


f BILRÖST 


| ATTRIBUTES Size 3 


DROPS Chance items 
Primary 100% Divine Whiskers 
‘Secondary - - 
Appendage - - 
Element 100% Ice (8) 

© Time Anytime 
Duscae (Costtemark Tower maze - Chapter 15) 


AVAILABILITY 
Natural Habitat 


Quest - 
Í STATUS AILMENTS immune to Instant Death and Alterna, resistant to Stap 
[NANO : +7 > 


120% _ 100% 120% 100% 100% 100% IMM 120% 100% 100% 


NOTES Emplays Fire-elemental attacks capable of inflicting Bumt and Overheated 
statuses. Break effects: Vitality -20% (head/10%, upper and lower bady/20%, tail/15%). 


ROGUE KARLABOS 


_ Level 93 HP 649,700 
í EXP 6,424 Strength 114,210 

tibra IMM Vitality 251 
_ Parry Yes Spirit 314, 


CATFRISUTES Size 3 
_tevel 35 HP 75,300 
EXP 507 Strength 6.350 
Libra 10 Vitality 158 * 
_ Parry Yes Spirit 194 | 
DROPS Chance Items 
Primary 100% Karlabos Carapace 
Secondary - - 
Appendage 100% Prawn Antennae . 
Element 50% Fire (6) 
BVALLABUTY © Time Anytime 
Natural Habitat - 


Quest Sideguest: The Perfect Cup (Gladio) 


Î STATUS AlLMENTS Resistant to Instant Death 


NNM + / eo 


fe 108% 100% 10% 190% 120% 100% 


NOTES Body part modifiers: -60% damage from weapons until broken {all parts). Break 
effects: Strength -15% (claw/20%}; Vitality -30% (upper and lower body/20%). 


SPARKSHEARS 
4 Size 1 
_ tevel 17 HP 20,400 
_EXP 55 Strength 1,620 
_ Libra 1.5 Vitality 103 
| Parry Yes Spirit 33 
DROPS Chance tems 
Primary 75% Crab Caräpace 
Secondary 
Appendage 
Element 50% Fire a 
AVRILARILITY © Time Anytime 
Natural Habitat - 


Quest Hunt: The Gourmands of Vannath (Galdin Quay) 
| STATUS AlLMENTS Resistant to instant Death 
[ANNO */ o 


%20% 100% 160% 100% 120% 180% 50% 120% 180% 
NOTES Employs attacks that bypass defense. Break effects: Vitality -15% (body/60%). 


MIGHTYSHEARS 
| Size 2 
_ Level 34 HP 32.700 
EXP 211 Strength 5,400 
Libra 3 Vitality 131 
Í Parry Yes Spirit 118 
DROPS Chance items 
Primary 100% Giant Crab Pincers 
Secondary - - 
Appendage - 
Element 50% Fire (3) 
AVAILRBILJFY Time Anytime 
Natural Habitat - 


Quest Hunt: Shear Force (Old testallum) 


| STATUS AILMENTS Resistant to Instant Death and Alterna 


NONNEN: +7 


VOOK 120% 0% 120% 100% 100% 50% 120% 100% 50% 
NOTES Employs attacks that bypass defense. Break effects: Vitality -15% (body/50%). 


B KARLABOS 


Size 3 


_ Level 40 HP 40,900 

EXP 651 Strength 7,040 

Libra 10 Vitality 7 

Parry Yes Spirit 142 

DROPS Chance Items : 

Primary 75% Rough Shell 

Secondary - - 

Appendage 100% “_ Prawn Antennae 

Element 50% Fire (6) 

AVAILABILITY © Time Anytime : 
Natural Habitat - 


Quest Hunt: Herald from the Depths (Oid Lestallum) 


É STATUS AILMENTS Resistant to Instant Death and Alterna 


NNM Ss «Se 


TO 100% 120% 00% 100% 180% 100% 50% 120% 100% 50% 


NOTES Body part modifiers: -60% damage from weapons until broken (all parts). Break : 


effects: Strength -15% (claw/20%); Vitality -30% (upper and lower body/20%). 


STONESHEARS 
ff Size 1 
d tevel 4 HP 
\ EXP 11 _ Strength 
_ Libra 1.5 Vitality 
_ Parry Yes Spirit 
DaePS Chance Item: 
Primary 25% Crab Carapace | 
Secondary - sl 
Appendage 2 =| 
Element 50% Fire {3} 
BVALABULITY Time Anytime 
Natural Habitat Leide (Galdin Quay region) 
Quest 


| STATUS AILMENTS - 


4 B Î er 
NIENKE Ss * / e 
100% 120% HO0% 100% 100% 120% 100% 50% 120% 100% 50% 
NOTES Employs attacks that bypass defense. Break effects: Vitality -15% (body/60%). 


SHIELDSHEARS 
Size 2 
Level 18 HP 15,000 
EXP 68 Strength 1,400 
ij Libra 3 Vitality 87 
_ Parry Yes Spirit 78 
DROPS Chance Items 
Primary 50% Giant Crab Pincers 
7 Secondary $ 
Appendage : : 
Element 50% Fire (3) 
AVAILABILITY _ Time Anytime 


Natural Habitat Cieigne (Fort Vaullerey region, Maidenwater, Cape Caem region) 


Quest - 

aber mnd = 

NNM S + / o 
180% 100% 120% 100% 120% 100% 180% 120% 50% 


NOTES Employs attacks that bypass defense. Break effects: Vitality -15% (body/60%). 


SHIELDSHEARS 
É Size 2 | 
5 Level 70 HP 74,400 
EXP 1,242 Strength 29.830 
_ Libra 3 Vitality 143 
Parry Yes Spirit 126 
DROPS Chance Items 
Primary 50% Strong Pincers 
Secondary - - 
Appendage - - 
Element 50% Fire (3) 
AVAILABILITY _ Time Anytime 


Natural Habitat Duscae (Daureil Caverns maze - Chapter 15) 


Quest - 


| STATUS AILMENTS Resistant to Afterna 


180% 10% 120% HOP 120% 160% 10% 50% 120% 1% 50% 
NOTES Employs attacks that bypass defense. Break effects: Vitality -15% (body/50%). 


EEZ 
| 
í 
) 


KARLABOS 


i 


Size 3 

Level 40 BP 893,00 

8 EXP 651 Strength 8,840 
Libra 10 Vitality 166 ; 
Parry Yes Spirit 202 ; 
DROPS Chance Items 
Primary 75% Rough Shell 

Secondary hd 

Appendage 100% Prawn dies £ 
Element 50% Hire @) 
AVALABILITY Time Anytime | | 


Natural Habitat Cleigne (Leirity Seaside) 


Quest 


Ì STATUS AILMENTS Resistant to Instant Death and Alterna 


NNM: + / e 


10% 180% f20% 100% 100% 10% 100% S0kh 10% 100% 50% 


Í 
i 
î 


Ï 


NOTES Body part modifiers: -60% damage from weapons until broken (all parts). Break | 


effects: Strength -15% (claw/20%); Vitalicy -30% (upper and lower body/20%). 


ï 
Î 


ï 
ï 
i 


RUBYSHEARS 
Size ij 
Level 11 HP 16,100 
EXP 30 Strength 1,060 
Libra 15 Vitality 84 | 
_ Parry Yes Spirit 81 
DROPS Chance Items 
Primary 50% Crab Carapace í 
Secondary - eit 
Appendage - - 
Element 50% Fire (3) 
AUMLABILFTY $ Time Anytime | 
Natural Habitat - 


Quest Hunt: Peace to the Beach (Galdin Quay) 


Í STATUS AILMENTS Resistant to Instant Desth 


NNM S + / eo 


100% 120% 100% 100% 100% 120% 100% 50% 120% 100% 50% 
NOTES Employs attacks that bypass defense. Break effects: Vitatity -15% (body/60%). 


SHIELDSHEARS 

Size zi 
Level 18 HP 20,800 
EXP 68 Strength 1,700 } 
_ Libra 3 Vitality 104 ; 
_ Parry Yes Spirit A; 
DROPS Chance Items 
Primary 50% Giant Crab Pincers 

Secondary - - 
Appendage - -i 
Element 50% Fire (34 | 
AVAILABILETY 5 Time Anyüme | 
Natural Habitat _- | 


Quest Hunt: Cranky Crustaceans (Longwythe Rest Ares) 
l STATUS AILMENTS - 


NNM «fo 
100% 


Tk 100% 120% 100% 100% 50% 120% 100% 
NOTES in attacks that bypass defense. Break effects: Vitality -15% (body/60%). ! 


Î 
H 
i 
ï 
i 


De 


EH 


FINAL FANTASY. IV 


Beasts 


247 


248 


BEASTS 


REAPERTAIL 

Size 1 
fi _ tevel 1 HP 800 
di ES EXP 2_ Strength 280 

en _ Libra 15 Vitality 
_ Parry Yes Spirit | 
à. $ €) DROPS Chance ami | 
Primary 25% Scorpion Barb 
Secondary - : 
Appendage - - 
Element 50% Ice (3) 
AVALABILITY _ Time Anytime 


Natural Habitat Leide (Hammerhead region): Cteigne (Ravatogh region} 


Quest - 
| STATUS AILMENTS - 


NNS * / > 


f20k 120% 100% 10% 100% 100% 0% 100% 5l% 120% 
NOTES Employs attacks that bypass defense. Break effects: Vitality -15% En, 


SAPHYRTAIL 
Ö Artmeures Size 1 
_ Level 25 HP 3,400 
EXP 93 Strength 1,640 
Libra 1.5 Vitality 73 
Parry Yes Spirit 66, 
DROPS Chance Items | 
Primary 30% Scorpion Stager 
Secondary - Ei, 
Appendage : | 
Element 50% lee (3) 
AVAILABILEFY © Time Anytime | 


Natural Habitat _Cleigne (The Rock of Bavatoghl 


Quest - 
kee AILMENTS - 
NNM: » / 


120% 120% 158% 100% 100% 100% 100% 100% 58% 50% 
NOTES Employs attacks that bypass defense. Break effects: Vitality -15% ae 


TREANT 
} AFTRIBUTES Size 2 
Level 38 HP 11,000 ; 
EXP 209 Strength 7,160 : 
Libra 10 Vitality 219 
_ Parry Yes Spirit 166 
DROPS Chance Items 
Primary 80% Treant Branch 
Secondary - - 
Appondage 100% Treant Trunk - 
Element 50% Lightning (5) 
AVAILABILITY Ì Time Anytime 
Natural Habitat Cleigna (The Myrlwaod} 
Auest - 


| STATUS AILMENTS Resistant to Instant Death and Alterna 


NAM: */ oe 


100% _ 120% dek 100% 180% 120% 0% ib 50% 50% 


BOTER Capable of inflicting Mieiiiked and Confusion statuses. Break effects: 
Vitality -A5% [head/15%, body/15%, tail/15%} 


WYVERN 


c ATTRIBUTES Size ? 
en 38 HP 36,400 | 
‚ EXP 361 Strength 5,820 , 
_ Libra 15 Vitality 139 : 
4 Parry Yes Spirit 17; 
DROPS Chance ltems 
Primary 75% Wyvern Wing! 
Secondary Ai 
Appendages -i 
Element 100% Lightning {8} ; 
AVBHABILIEL © Time Anytime : 
Natural Habitat - 


Quest Hunt: Verinas Mart Under Threat (Verinas Mart - Bavatogh) 


| STATUS AILMENTS Highly resistant to Instant Death, resistant to Alterna 


NNM Ss * Se 


op 190% 100% 100% 120% 120% 100% 100% 120% 50% 50% 
NOTES Break effects: Vitality -15% [bady/25%). 


REAPERKING 


AFTRIBUTES Size 1 
_ tevel 23 HP 62,400 
_ EXP 127 Strength 4,810 
_ Libra 15 Vitality 156% 
U parry Yes Spirit 14] 
DROPS Chance Items | 
Primary 75% Big Scorpion Stinger. | 
Secondary : 
Appendage - - 
Element 50% lee (4) 
AVAILABILITY _ Time Anyüme 


Natural Habitat Leide (north region) 


Quest - 
| STATUS AILMENTS Resistant to Instant Death and Alterna 
NEEM S «* / 


120% 120% 100% 100% 100% 100% 100% 100% 50% 120% 50% 
NOTES Employs attacks that bypass defense. Break effects: Vitality -15% (body/50%). 


REAPERKING 


} ATTRIBUTES Size dj 
- _ Level 47 HP 50,900 
5 _ EXP 325 Strength 13,580 | 
‚toe 15 Vitality 152 | 
Parry Yes Spirit 135 | 
& DROPS Chance items | 
Primary 15% Big Scorpion ane 
Secondary - 
Appendaga - - 
Element 50% lee (4) ; 
AVAELABILTTY 8 Time Antie) 
Natural Habitat - 


Quest Hunt: Pointiest Pins in the Volcano (Verinas Mart - Ravatogh) 
| STATUS AlLMENTS Resistant to Instant Death and Alterna 
« a, hd Nen E: | Ï 
NEE + Se 


10% Hb 100% 100% 100% 100% 100% 100% 50% 120% 50% 
NOTES Employs attacks that bypass defense. Break effects: Vitality -15% (body/60%). 


SAPHYRTAIL 
ij Size 1 | 
Level 25 HP 18,700 } 
EXP 93 Strength 2,220 | 
Libra 15 Vitality 5 
Parry Yes Spirit 89 
DROPS Chance tems 
Primary 30% Scorpion Stinger 
Secondary - - 
Appendage - 
Element 30% Ice (2) 
AVAUABIUTY © Time Anytime 
Natural Habitat - 


Quest Hunt: Sting in the Tail (Longwythe Rest Areal 
| STATUS AILMENTS - 


NNEKNOES */ 


120% 120% 100% so0% f00% 169% 00% 100% 50% MM 0% | 
NOTES Employs attacks that bypass defense. Break effects: Vitality -15% (body/60%). | 


Eek EN 
TREANT 

© ATFRIEUTES Size 2 
Level 46 HP 91,400 
EXP 312 Strength 13,220 
Libra 10 Vitality 243 
Parry -_ Spirit 183 

DROPS Chance Wagt 
Primary 100% Treant Ee 
Secondary 5 Ee 
Appendage 100% Treant Trunk 
Element 50% Lightning (5) 
AVAILABILTTY {Time 20:30 to 03:59 


Natural Habitat 


Quest Hunt: Felling the Mad Old Trees (Meldacio Hunter HO) 


Ì STATUS AILMENTS Highty resistant to instant Death, resistant to Altera 


NEN KE de 


190% 120% 100% 100% 100% 100% 120% 120% 100% 50% 50% 


NOTES Capable of inficting Motltfed and Confusion statuses. Break effects: 
Vitality -45% (head/15%. body/15%, tail/15%) 


ATTEIBUTES Size ! 


| 85 HP 301,300 | 
2,928 Strength 62,220 | 
Libra 15 Vitality 265 | 
Parry Yes Spirit 2 | 
DROPS Chance items | | 
Primary 100% Dragon Claw | 
Secondary - zi 
Appendage - . | 
Element 100% Lightning (18) } 
AVAILABIITY 4 Time Anytime | 
Natural Habitat _Cleigne (Steyliff Grove maze - Chapter 45} 
Quest - 


| STATUS AILMENTS Highly resistant to Instant Death, resistant to Alterna 


NNM S «*/ © 
160% 100% 109% 100% 20% fh on 100% 120% 50% 50% 
NOYES Break effects: Vitality -15% (body/25%). 


md ee RENNEN 
MANDRAKE 
| ATTRIBUTES Size 1 
Level 32 HP 8,700 : 
EXP 165 Strength 2,660 : 
Libra 1,5 Vitality 108 
Parry Yes Spirit 82 | 
DROPS Chance items - 
Primary 25% Mandrake Hower 
Secondary - . 
Appendage sik 
Element 50% Lightning (3) 
AVAILABILITY © Time Anytime 
Natural Habitat Cleigne (The Myrlwood, Malmalam Thicket) | 
Quest - 


Ì STATUS AiLMENTS Resistant to Altema 


NNS «fe 


Jh 100% 108% 100% 120% 100% 100% 120% 50% 


NOTES Capable of re Mollified and Confusion statuses. Break effects: 
Vrality -15% (body/60%). 


WYVERN 
a Size 2 
_ Level 38 HP 1,400 
EXP 361 Strength 4,120 | 
Libra 1,5 Vitality 104 | 
_ Parry Yes Spirit 88, 
DROPS Chance one | 
Primary 75% Wyvern hi 
Secondary - 
Appendage 
Element 100% Lightning eN 
AYAULABIEINTY E Time Anytime 
Natural Habitat _Cleigne (The Rock of Ravatogh) 
Quest - 


| STATUS AILMENTS Besistant ta Alterna 


[ANR es > 


100% 100% 100% 120% 120% 100% 100% 120% 50% 50% 
NOTES Break effects: Vitality -15% (body/25%). 


RINAL FANTASY. IN 


DAGGERQUILL 


DYNOAEVIS 


THUNDEROG 


ATTRIBUTES Size 1 Size 1 | ATTRIBUTES Size 
_ Level 8 HP 1400 ‚ Level 18 HP 2400 Level 29 HP 
EXP 13 Strength 370 EXP 39 Strength 5 EXP 86 Strength 
_ Libra 1.5 Vitality ELTA Libra 1.5 Vitality zh _ Libra 15 Vitality Kn | 
_ Parry Yes Spirit — 42 Party -_ Spirit 57 _ Parry Yes Spirit 91: 
1 
DROPS Chance 7 items DREPS Chance tems DROPS Chance kems | Î 
Primary 50% Sharp Tait Feathers Primari 25% Sharp Tail Feathers Primary 15% Thunderoc Feather | í 
Secondary 50% Daggerquill Breast , Secondary - - Secondary - - Ì 
Appendage - v -; Appendage - - Appendage - - Î 
Element 30% Lightning (2) Elament 30% Lightning (2} Elemant 30% Lightning (2) } 
AVAILABILETY Ì Time 20:30 to 03:59 AVAILABILTY 5 Time Anytime AVAILABIEITY E Time Anytime | 
Natural Habitat Leide (north region) Natural Habitat - : Natural Habitat Cleigne {Ravatogh region) ï 
El 
Ef 
Quest - Quest Main Quest: The Archaean É Quest - 
I STATUS AILMENTS Immune to Stop I STATUS AILMENTS Immune to Stop | ja STATUS AILMENTS immune to Stop Bestlary 
KZ W i Î 
NEN Ss «* / eo NNM: «+ / oe NEN EE Ss * 7 eo 
100% 100% 100% 129% 120% 100% 100% 120% 100% 50% 50% 168% 100% 128% 100% 100% 120% 100% SOK 50% : 120% 190% 10% 160% 100% 100% 100% 120% 100% 50% 50% 
NOTES Break effects: Vitality -15% (body/60%). NOTES Bregk effects: a -15% (body/60%). í NOTES _Employs Lightning-elemental attacks capable of inflicting Shocked status. 
: Break effects: Vitality -15% (body/60%). E 
ee 
THUNDEROC CACTUAR 
| ATTRIBUTES Size 1 Size 1 \ ATIRIBUTES Size 1i 
_ Level 29 HP 21,200 A8_HP 47,000 d Level 15 HP 5,000 | 
_ EXP 86 Strength 2,600 =24 Strength 9,970 EXP 3,333 Strength 710 
Libra 15 Vitality 86 15 Vitality 125 Libra 15 Vitality 74 | 
_ Parry Yes Spirit 107 5 Yes Spirit 152 } Parry Yes Spirit 60 | 
DROPS Chance Items ° en à DROPS Chance Items : DROPS Chanca tems | 
Primary 75% Thunderoc Feather Primary 75% Thunderoc Feather | Primary 100% Oracte Ascension Coin ! Î 
Secondary - - Secondary - - Secondary . -i 
Appendage - - Appendage =| Appendage -f 
Element 30% Lightning {2} Element 50% Lightning (3) Element 50% fire (99) 
AVRILKBILITY {Time 04:00 to 20:29 AVAILABIUITY { Time 04:00 to 20:29 Ì BVAILABIUTY Î Time 04:00 to 07:59 | 
Natural Habitat - Natural Habitat - Ï Natural Habitat _Duscae (southwest of Perpetauss Keep, north of Alstor Slough}; 
Û Leide (northwest of Hammerhead, north of Longwythe); Claigne (east of Steyliff Grove, 
north of Fort Vaullerey}; rare monster, will only respawmn after a minimum of 15 minutes : 
Quest Hunt: Voltage Fluctuatian (Meldacio Hunter HO) Guest Hunt: Red Lightning of Ravatogh (Verinas Mart - Aavatagh) Quest - | 
| STATUS AlLMENTS immune to Stop | STATUS AILMENTS Resistant to Instant Death, resistant to Alterna, immune to Stop À STATUS AILMENTS Immune to Instant Death and Alterna 
= E 
[NRN S +7 S ANEENUOM: */ NANO S » 7 o 
R 108% 120% 100% 100% 100% 1e 120% so0% Sh% 50% 10% 100% 18% S0O% 100% 160% 100% 120% 10% 50% | 120% 120% 100% 100% 50% 100% 50% ; 
NOTES _Emplo a Lightning-elementai attacks capable of infticting Shocked status. NOTES _Employs Lightning-elemental attacks capable of inflicting Shocked status. | NOTES = invoke Stalwart status. Employs fixed-damage (1,000 HP) attacks. Break E 
Break effects: Vitality -15% (body/60%). Break effects: Vitality -15% (body/60%). effects: Vitality -15% (body/50%). E 
- i 
imm ann en RE - B EN Be, 
SLACTUAR GIGANTUAR ZU 
Size 1 E Size 3} wasjes Size ai 
_ tevel 15 HP 5,000 _ teval 40 HP 35,900 | Level 67 HP 108,200 : 
_ EXP 3,333 Strongth 770 EXP 1,470 Strength 6,500 EXP 6.764 Strength 133,100 ; 
Libra 1.5 Vitality 74 Í Libra 10 Vitality 156 É É_ Libra 45 Vitality 145 i 
_ Parry Yes Spirit 60  Pany Yes Spirit 18 : Ì Parry -_ Spirit 136 Î 
DROPS Chance Items DROPS Chance ftems | DROPS Chance Items i 
Primary 100% Cactuar Nesdie Primary 100% Jumbo Needie ; Primary 25% Zu Tender ĳ 
Secondary - - Secondary - -i Secondary 75% Zu Beak 
Appendage - - Appendage - „| Appendage - Ee: 
Element 50% Fire (99) Element 100% Fire (99) : Element 100% Lightning (16) } 
AVAILABILTTY 5 Time 04:00 to 07:59 AVAILABIEETY Ì Time 04:00 to 20:2 AVAILARIUETY Î Time Anyime } 
Natural Habitat _Duscae (southwest of Perpetouss Keep, north of Alstor Slough); Natural Habitat - Natural Habitat - Í 
teide (northwest of Hammerhead, north of Longwythel; Cleigne (east of Steyliff E 
Grove, north af Fort Vaullerey); very rare monster, will only respawn after a minimum Ì H 
of 15 minutes i i 
Quest - Quest Hunt: In the Orylands, It Rains Spines (Longwythe Rest Area} ; Quest Hunt: Feathered Giant of the Firesmoke (Verinas Mart - Ravatogh} ; 
| STATUS AILMENTS Imrune to Instant Death and Altera Á | STATUS AILMENTS immune to Instant Death and Altera | Í STATUS AILMENTS immune to Instant Death, Alterna, Poison, and Stop | 


NAMENS + / NNENNOM: */e INNNENOMS */ s 
100% 10 | 


tio 100% 100% 12% 126% 190% 199% 50% 108% 120% 100% 100% 180% 190% 120% 50% 100% 108% 50% | 180% 100% 100% 120% 120% 50% MM 
NOTES May invoke Stalwart status. Employs heek {1,000 HP} attacks. Break | NOTES May invoke Statwart status. Employs fixed-damage (1,000 HP) attacks. Break : NOTES Body part modifiers: -25% es from Firearms and + 10% damage from 
effects: Vitality -15% (body/60%). effects: Vitality -15% (bady/60%). | 


; fire (head); -25% damage from weapons (neck); -40% damage from weapons (body); Ì 
H -50% damage from weapons (wings): -75% damage from weapons and -25% from E 
| fire, Ice, and Lightning (legs); -50% damage from weapons and -25% from Fire, Ice, 


3 Ì ; gend Lightning HRN 
Tin df = en , ete 
BENNU ADAMANTOISE 
& AFIRIBUTES Size 4 Ì ArrRigures Size st 
Ù Level 55 HP 198,300 ‚Level 99 HP 5,624,400 ; 
SEXP 5,230 Strength 28,800 EXP 40260 Strength __190,690 : 
_ Libra 45 Vitality 260 _ Libra IMM _ Vitality 325 à 


_ Parry Spirit 183 
DROPS Chance items ; 
Primary 100% Jet-black Beak 
Secondáry : 


_ Parry -_ Spirit 223 i 
DROPS Chance toms 
Primary 100% Adamantite ; 
Secondary - -} 
Appendage - - Appendage - | 
Element 100% Lightning (24) Element 100% Fire (03) ! 
< Time Anytime AVAILABILHTY Ë Time Anytime } 


BNAILABILITY 


Natural Habitat -— > % Natural Habitat 
É 
Quest Sidequest: A Legend ís Born (Randoiph) Quest Sidequest: Let Sleeping Mountains Lie (Cindy); Hunt: Lonely Rumblings in Ì 
Longwvythe (Hammerhead) } 
na AILMENTS Ímmune to Instant Death, Altena, Poison, and Stop Ì STATUS AILMENTS immune to Instant Death, Alterna, Poison, and Stop i 
Z 
NEMEN: «+ / o NNM: */ ec 
198% 160% 1% 100% 120% 100% 50% 120% IMM 10e 120% 100% 100% 100% 160% 120% 160% f00% 190% IMM Î 
NOTES pr part modifiers: -25% damage from Firearms and + 10% damage from NOTES Body part modifiers: -25% damage from weapons, Fire, and Ice (head and Î 
Fire (head); -25% damage from weapons (neck); -40% damage from weapons (body); legs); +50% damage from weapons, Fire, and Ice (neck); + 150% damage from 
50% damage from weapons (wings); -75% damage from weapons and -25% from weapons, Fire, and Ice leyes). 


Fire, Ice, and Lightning (legs); -50% damage from weapons and -25% from Fire, Ice, 
and ad ke 
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DAEMONS | 
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GOBLIN 
DI Size 1 
_ Level 7 HP 1,100 
_ EXP 1_ Strength 370 
_ Libra 15 Vitality 48 
_ Parry Yes Spirit 45 
DROPS Chance Items 
Primary 3% Potion 
Secondary - -t 
Appendage - zÀ 
Element 30% Ice (24 
AVARABILTY _ Time Anytime 


Natural Habitat Common; teide (Keycatrich Trench, Balauve Mines) 


Quest Main Ouest: The Power of Kings 
| STATUS AILMENTS Resistant to Poison 


NNS + / o 


180% 120% 120% 100% 100% 100% 120% 50% 100% 120% 
WOTES Capable of stealing Potions. Break effects: Vitality -20% (bady/30%)}. 


GLAMHOTH 
4 Size ij 
_ Level 17 HP 18,600 
_ EXP 5 Strength 1.470 
— Libra 15 Vitality 97 
_ Parry Yes Spirit 88 
DROPS Chance items ; 
Primary 3% Hi-Potion } 
Secondary - a 
Appendage - - 
Element 30% lee (2) 
AVRILABRUTY © Time 20:30 to 03:59 
Natural Habitat - 
Quest Hunt: Stealers of Lives (Gafdin Quay) 
| STATUS AILMENTS Resistant to Instant Death and Poison 
BN EN ES EA Di EJ at Bn 


198% 100% 120% 120% 10% 100% 100% 120% 50% Rok 


NOTES _Capable of stealing Potions and Hi-Potions. Break effects: Vitality -20% 
{body/30%). 


IMP 
Size 1 
Level 78 HP 18,800 | 
EXP 126 Strength 26,390 
Libra 11 Vitality 105 
Parry Yes Spirit 125 | 
DROPS Chance Items 
Primary 3% Siver Bangle 
Secondary - -ì 
Appendage 5 sil 
Element 50% fire KE: 
AVANABILITY _ Time Anytime | 
Natural Habitat _ Leide [Balouve Mines maze - Chapter 15); Cieigne (Steyliff Grove 


maze - Chapter 15} 


Quest - 


| STATUS AILMENTS Resistant to Alterna and Poison 


NONNEN: «+ / eo 


100% 180% 100% 120% 120% 108% 100% 5D 120% 120% 


NOTES Employs Ice-elemental attacks, Capable of inflicting Mollified and Poison 
statuses. Break effects: Vitality -20% (body/30%). 
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” en NE Ze 
SKELETON 
Size 
Ì Levol 24 HP 
EXP 16 Strength | 
_ Libra 5 Vitality 78 ; 
Parry Yes Spirit n: 
DROPS Chance items | 
Primary 5% lron Bangie Hi 
Secondary - =| 
Appendage : =| 
Element 30% Lightning (2) : 
AVAILABILITY E Time Anytime : 
Natural Habitat Common; Cleigne {Steyliff Grove) 


Quest Main Quest: Party of Three 
| STATUS AlLMENTS - | 
NEI 3 «+ / o 


1086 120% 100% $00% 100% 100% 1204 100% 120% 50% 120% 
NOTES Capable of self-destruction. Break effects: Vitality -20% ibody/30%). 


GOBLIN 
_ ATERIGUTES Size 1 
Level 7 HP 2,400 
EXP 1 Strength 420 í 
_ Libra 15 Vitality 5 | 
Parry Yes Spirit 47 
DROPS Chance Items 
Primary 3% Pation 
Secandary - 
Appendage - - 
Elemant 30% lee (2) 
AVRILARILTY _ Time 20:30 to 03:59 
Natural Habitat - 


Quest Hunt: Mineside Mischief Makers (Longwythe Rest Area) 
| STATUS AILMENTS Resistant to Poison 
NEEM Ss «* / e 


100% 100% 120% 120% 100% 100% 100% 120% 50% 100% 10% 


EON Capable of steating Potions and Hi-Potions. Break effects: Vitality -20% 
body/30%). 


SNAGA 
Û Size 1| 
_ Level 30 HP 2,580 
_EXP 13 Strength 1,870 
Libra 8 Vitality 7% 
Parry Yes Spirit 71 
DROPS Chance items 
Primary 3% Hi-Potion 
Secondary - 
Appendage - 
Element 30% Ice {2} | 
AVAABILITE _ Time Anytime | 
Natural Habitat - 


Quest Main Quests: No Turning Back, A King's Struggie 
| STATUS AILMENTS — 


NNS + / 


100% 188% 120% 120% 100% 100% 100% 120% 50 100% 120% 


NOTES Capable of stealing Potions and Hi-Potions. Break effects: Vitality -20% 
(body/30%). 


GOBLIN 
C ATERIBUTES Size 1 | 
‚ Level 84 HP 20,300 
EXP 131 Strength 31,340 | 
tam 15 Vitality 125 | 
_ Parry Yes Spirit 108 
DROPS Chance Items í 
Primary 3% Eixir | 
Secondary - zE 
Appendage z -! 
Element 50% Ice (3) 
AVALABILITY E Time Anytime 


Natural Habitat Duscae (Costlemark Tower maze - Chapter 15} 


Quest - 
| STATUS AILMENTS Resistant to Altena and Poison 
[ANNO */ eo 
100% 


daa 20% 100% 100% MEK 50% fB0% 120% 


NOTES Capable of stealing Mega-Potions and Megalixirs. Break effects: Vitality 
-20% (bady/30%). 


es Zn an 
IMP 
| ATTRIBUTES Size 1Ì 
Level 13 HP 2,400 | 
EXP 3_ Strength 650 ; 
_ Libra 11 Vitality 50 | 
_ Parry Yes Spirit 65 | 
DROPS Chance ftems | 
& Primary 3% Bronze Bangle | 
4 Secondary - zi 
Appendage - =| 
Element 30% Fire (2) ; 
Auput.aar fy 3 Time Anytime | 


Natural Habitat Common; Duscae {Fociaugh Hollow); Cleigne (Glacial Grotto) 


Quest Main Quests: Sword in the Waterfall, The Trial of Ramuh 


Î STATUS AlLMENTS Resistant to Poison 


NAME s + / e 


100% 100% 100% 120% 120% 100% 100% 50% 120% 100% 120% 


ROTES Employs lce-elementat attacks. Capable of inflicting Mollified and Poison 
statuses. Break effects: Vitality -20% (body/30%). 


ALV 


Size 1 | 


_ Level 22 HP 24,10 | 

_ EXP 8 Strength 1.980 | 

Libra 1 Vitality 0 | 

_ Parry Yes Spirit 115 | 

DROPS Chance Items | 

Primary 3% iron Bangle | 

Secondary - -À 

Appendage - =| 

Element 30% Fire (2} 

RURILABILTY © Time 20:30 to 03:59 
Natural Habitat - 


Quest Hunt: Il Weeds Grow in the Night (Altissia, Maagho) 

| STATUS AILMENTS Hesistant to Instant Death and Poison } 
! 

U AN EN EI EN EI El | 
\ ke ele sé ) * Ld & | 

Î 


180% 100% 100% 120% 120% 100% 100% 50% t20% 100% 120% 


NOTES Employs Ice-elemental attacks. Capable of infficting Mallified and Poison 
statuses. Break effects: Vitality -20% (body/30%). 


SKELETON 
Size 1; 
Level 65 HP 12,500 | 
EXP 118 Strength 17,970 | 
i Libra 5 Vitality 116 ; 
_ Parry Yes Spirit 101 
DROPS Chance Items 
Primary 5% Titanium Bangte : 
Secondary - - 
Appendage Ei 
Element 30% Lightning (2) 
AVRILAEILEEN Ì Time Anytime 
Natural Habitat _Duscae (Fociaugh Hollow maze - Chapter 15); Cleigne (Glacial 


Grotto maze - Chapter 15} 


Quest - 


Ì STATUS AILMENTS Resistant to Altera 


NNM: + 7 e 


108% 120% 180% 100% 100% 128% 100% 120% 128% 
NOTES Capable of self-destruction. Break effects: Vitality -20% ba 
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HOBGOBLIN 


HOBGOBLIN 


HOBGOBLIN 


FINAL FANTASY U 


Size 1 Size 1} Size 1: 
tevel 20 HP 6,300 Level 20 RP 21,100 ; tevel 14 KP 32,800 
EXP 8 Strength 1,210 EXP 8 Strength 1,720 | EXP 104 Strength 27.060 ! 
_ tibra 8 Vitality 7 _ Libra 8 Vitality 102 Libra 8 Vitality 127 i 
_ Parry Yes Spirit 69 _ Parry Yes Spirit 82 | Parry Yes Spirit nz: 
DROPS Chance items DROPS Chance Items | DROPS Chance kems | y 
Primary 3% Gernet Bracelet Primary 3% Garnet Bracelet } | Primary 3% Hetiodor Bracelet | 
Secondary | Secondary - | Secondary -À 
Appendage 5 ze Appendage Î Appendage =d 
Eiement 30% Lightning (2) : Element 30% Lightning | | Elament 50% Lightning {3} 
AVALÄBRITY © Time 20:30 to 03:59 ; AVAILABIUTY Î Time 20:30 to 03:59 | AVAILABILITY _ Time Anytime } 
Naturat Habitat Common; Cleigne (Fociaugh Hollow) E Natural Habitat - | Natural Habitat Leide (Balouve Mines maze - Chapter 15); Duscae (Costlemark ì 
| Tower) | 
Quest - pii Hunts: Foatfalls in the Dark (Galdin Quay), Baby Snatchers (Cauthess Rest | Quest - 
Areal a” p 
Ie z ener - jee AILMENTS Resistant to Alterna ij ad Bestiary 
NEMEN + /Se INNAME s * / + NNS + / 
100% 120% 100% 100% 108% 100% 120% 120% 190% 50% 120% ME 12% 100% 10% 1% MP 120% 10% 10% 50 120% | 120% 100% 100% 100% 100% 120% 10% 100% 50% 10% | 


ROTES May invoke Tenacious status. May steal ingredients. Break effects: 
Vitality -20% (body/30%). 


NOTES May invoke Tenacious status. May steal ingredients. Break effects: É NOTES May invoke Tenacious status. May steal ingredients. Break effects: 
Vitatity -20% {body/30%). | Vitality -20% (body/30%). 


HOBGOBLIN 

Size 1 

Level 88 HP 46,600 } 
EXP 171 Strength 39,440 | 
Libra 8 Vitality 134 | 
Parry Yes Spirit 6 
DROPS Chance Kkems : 
Primary 3% Sapphire Bracelet : 
Secondary „di 
Appendage -í 
Element 50% Lightning (3) £ 
ANAILABILEFL _ Time Anytime | 


Natural Habitat Duscae (Costiemark Tower maze - Chapter 45} 


Quest - ® Daemons 


Ï STATUS AILMENTS Resistant to Altera 


NAE EE 4 «se 


100% 120% 100% 100% 100% 100% 120% 20% 100% 50 120% 


NOTES May invoke Tenacious status. May steal ingredients. Break effects: 
Vitality -20% (body/30%). 
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BUSSEMAND 
Level 44 
_ EXP 30 
_ Libra 8 
Parry Yes 
DROPS Chance 
Primary 3% 
Secondary 
Appendage - 
Elemaont 30% 
AVAILARILETY © Time 


Natgral Habitat Leide (Cresthaim Channels}; Duscae (Costiemark Tower} 


Quest Himt: Baby Snatchers (Cauthess Rest Area) 


| STATUS AiLMENTS Resistant to Instant Death and Aiterna 


188% 129% 100% 180% 109% 109% 129% 


Size 
HP 13,400 
Strength 7,120 ; 
Vitality 107 
Spirit 36 
ltems ; 
Amethyst Bracelet ; 
Ughtning {2} : 


108 


1: 


NNENNOM: «7 


128% 


NOTES May invoke Tenacious status. May steal ingredients. Break effects: 
Vitality -20% {bady/30%). 


ERESHKIGAL 


1: 
23,300 : 


5.530 

35 

116 

Items 

Knight's Anklet 


Lightning (2} 
Anytime 


8 AfTRIBUIES Size 
_ kevel 39 HP 
_ EXP 52 Strength 
Libra 11 Vitality 
Parry Yes Spirit 
DROPS Chance 
Primary 3% 
Secondary - 
Appendage - 
Element 30% 
AVATASULITY 5 Time 
Natural Habitat Leide {Crestholm Channels, Keycatrich Trench maze — Chapter 15); 


Duscae (Costlemark Tower} 


Quest - 


| STATIJS AILMENTS Resistant to Instant Death and Altea 


NNM Ss * / oe 


120% 


10% 100% 100% 100% 100% 120% 109% 


120% 


188% 


50% 


NOTES May invoke Tough status. May steal Potions and Hi-Potions. Break effects: 
Vitality -20% (body/30%). 


ALBERICH 
Level 37 
EXP 42 
Libra u 
Parry Yes 
DROPS Chance 
Primary 3% 
Secondary - 
Appendage - 
Element 0% 
AURILARILITY {Time 
Natural Habitat 


Quest Main Qwest: Reunion and Recovery 


| STATUS AILMENTS - 


items 
Fencers Ánklet 


Lightning (2) | 


Anytime 


NNS «+ / e 


108% 108% 100% 109% 10% 100% 120% 


160% 


58% 


RATES May invoke Tough status, May steal Potions and Hi-Potions. Break effects: 


Vitahty -20% inody/30%} 


KADRU 
8 ATYRIBUTES 
Level 36 
EXP 374 
Libra 15 
Parry Yes 
DROPS Chance 
Primary 8% 
Secondary - 
Appendages E 
Etemaant 100% 
KIANABEUTY {Time 
Natural Habitat 


Quest Main (lest: Zegnautus Keep 


| STATUS AILMENTS - 


Strength 
Vitality 
Spirit 


items : 
Angel Earring | 


fire (8) | 


Anytime 


NEMO: «7 o 


0% 180% 120% 100% 10% 10% 1% 50% 


120% 


188% 1205 


NOTES Capoble of infficting Toad status. Capable of self-destruction. Break effects: 


Vitality -20% (ali body parts/ 30%}. 
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En 


GARCHIMACERA 


k : Size 14 
_ Level 24 HP 18,70 ; 
EXP- 18 Strength 1,830 } 
Libra 1 Vitality 78 ; 
_ Parry Yes Spirit 98; 
DROPS Chance Hems ; 
Primary 3% Warriors Anklet 
Secondary - - 
Appendage - -i 
Element 30% Lightning {2} 

AVAILABILITY © Time Anylime | 


Natural Habitat Duscae (Costiemark Tower) 


Quest Main Quest: A Precious Source of Power 


| STATUS AILMENTS - 


NONO: +/ eo 


10% 


18% IO 100% 100% 1BE% 12% 100% 108% 50% 


NOTES May inveke Tough status. May steal Potíons and Ethers. Break effects: 
Vitality -20% (eody/30%}. 


ERESHKIGAL 
Size 1: 


Level 39 HP 40,200 ; 
EXP 52 Strength 86504 
Libra 11 Vitality Má 
Parry Yes Spirit 139 : 
DROPS Chance items 
Primary 3% Fencer's Anklet } 
Secondary - “if 
Appendage - -; 
Element 30% Lightning (2) : 
AVBILABILITK £ Time 20:30 to 03:59 | 
Natural Habitat - t 


Quest Hunt: A Daemonic Orchestra (Cauthess Rest Area) 
] STATUS AILMENTS Resistant to Instant Death and Afterna 


ENEN: + / 


ih 1% 0% 100% 120% 10% 120% 100% 5% 1% : 


NOTES May invoke Sin status. May steal Potions and Hi-Potions. Break effects: 
Vitality -20% (hody/20%) 


ALBERICH 
Size 1; 
Level 37 HP 4,720; 
EXP 42 Strength 2,790 : 
Libra 11 Vitality 84 ; 
Parry Yes Spirit 64: 
DROPS Chance Items 
Primary 3% Fencer's Anklet « 
Secondary - - 
Appendage - . 
Element 30% Lightning (2) 
Time Anytime 


Quest Main Quest: Reunion and Recovery 
STATUS AILMENTS - | 
NNENDOMS s/e 


NEK 100% 18% 180% 199% 10 UM 19% SK 12e | 


HOTES May invoke Tough status. May steal Potions and Hi-Potions. Break effects: 
Vitality -20% (tody/30%). 


NAGARANI 
ATSRIEUTES Size 3; 
Level 49 HP 122,700 ; 
EXP 1,228 Strength 17,070 ; 
Libra 22 Vitality 181 ; 
Parry Yes Spirit 219; 
DROPS Chance Items 
Primary 4% Talisman } 
Secondary - . Ì 
Appendage - - 
Element 100% fire {8} : 
BIRK ABILITY £ Time Anytime | 


Nataraf Habitat Leide (Crestholm Channels); Duscae (Costlemark Tower); insomnia: 
(Chapter 14j Ì 


Quest - 
| STATUS AILMENTS Highly resistant to Instant Death, resistant to Aiterna and Stop 


SNEERONS / 


toen 1 IK IO 0 Em vo 


NOTES za of si Capable of inflicting Toad status. Break effects: Vitality 
-20% (all body parts/3 


Natural Habitat Duscae (Costlemark Tower maze - Chapter 15) 


Qwest - 


Î STATUS AILMENTS Resistant to Instant Death and Alterna 


MNN Ss * se 


08 128% 100% 120% 108% 100% 188% IMM ABS 08% 120% 


NOTES _Capable of inflicting Toad status. Capable of setf-destruction. Break effects: 
Vitality -20% (all body parts/30%). 


GARCHIMACERA 
É Size 1; 
_ Level ” 24 HP 25,900 
EXe 18 Strength 2,210 : 
Libra 11 Vitality 94 
Parry Yes Spirit 118 
DROPS Chance items 
Primary 3% Warrior's Ankdet 
Secondary - 
Appendage - / 
Element 30% Lightning (2) . 
AVAILABILITY 5 Time 20:30 to 03:59 ; 
Natural Habitat - ' 
Guest Hont: Help Needed in EXINERIS (Lestallum, Thorouahfare) 
peen AILMENTS - | 
MANNS + fo 
108 DON 100% IP 120% 10% 120% 10% nh 
HATES May invoke Tough status. May steal Potions and Ethers. Break effects: | 
Vitality -20% {body/309%). 
SALPINX 
\ Size 1 
Level 35 HP 35,100 
EXP 40 Strength 5,080 
Libra 11 Vitality 109 
_ Parry Yes Spirit 134 
DROPS Chance items 
Primary 3% Fencer's Anklet 
Secondary - - 
Appendage - - 
Element 30% Lightning (2} 
ANALABELITY 8 Time 20:30 to 03:59 
Natural Habitat insomnia (Chapter 14) 
Ed 
Quest Hurt: Tourists Fade into the Night (Altissia, Maagho) 
Ï STATUS AILMENTS Resistant to Instant Death and Afterna 
NNM: + / 
160% 100% 180% 180% 1% 10% 120% 180% 50% 120% 
8 Tough status. May steal Potions and Hi-Potions Break effects: 
Fiad. 


} 
/ 
NAGA 
| ATTRIBUTES Size 2Ì 
Level 30 HP 30,700 | 
EXP 374 Strength 3,400 | 
Libra 15 Vitality 102; 
Parry Yes Spirit 126 | 
DROPS Chance itors Ì 
Primary 8% Angel Earring 
Secondary - sl 
Appendage hd "i 
Eloment 100% Fire (8) ; ' 
AYRE RBUITY ä Time Anytime Ì | 
Natural Habitat Duscae (Fociaugh Hollow} Ì 
Quest Main Ouest: The Trial of Ramuh H 
á STATUS AILMENTS Resistant to Instant Death | 
$ 
NRM ss * / eo 
WO TK ME 1 TOK 1% OS O0 OK OW 1 | 
NOTES Capable of inficting Toad status. Capable of self-destruction. Break effects: Ì 
Vitality -20% (all body parts/30%)}. | 
El 
SERPENTESS 
ATTRIBUTES Size 2Ì 
| tevel 9% KP 196,400 | 
EXP 4,726 Strength 66,910 
| Libra 15 Vitality 158 | 
Parry Yes Spirit 186 
DROPS Chance items | 
Primary 8% Rune Earring | 
Secondary - - | 
Appendage - | 
Element 100% Fire az! 
AVBILABILFY Ì Time Anytime | 


AT E 
APS ÉS, 


Us. 


Y_MAHANAGA 


Á "en É AFTRIEUTES Size 3 


_ Level 78 HP 380,800 
„ex 3,603 Strength 72,310 
_ Libra 22 Vitality 235 
_ Parry Yes Spirit 219 
DROPS Chance Items 
Primary B% Talisman 
Secondary - - 
Appendage - 
Element 100% Fire (10) 
AVANABILITY © Time Anytime 


Natural Habitat Duscae (Daurell Caverns maze - Chapter 15) 


Quast - 


STATUS AILMENTS Highly resistant to Instant Death, immune to Alterna, resistant 


to Stop 
NANO: */ 
10 408% f00% 100% 120% HOD% 50% 100% f20% 120% 


NOTES Capable of healing. de of inflicting Toad and Stone statuses. Break 
effects: Vitality -20% (all body parts/30%). 


RONIN 
5 ATTRIBUTES Size 1 
Level 80 HP 91,400 
EXP 4,123 Strength 37.840 
Libra 8 Vitality 145 
Parry Yes Spirit 126 
DROPS Chance items 
Primary 1% Safety Bit 
Secondary 5 
Appendage - 
Element 100% Fire (10) 
AVRILABILITY © Time Anytime 


Natural Habitat _Cleigne (Steyliff Grove maze - Chapter 15) 


Quest - 
\ STATUS AILMENTS Resistant to Alterna 
NAE S +* / 


10% 100% 00 120% f00% 00% 100h 5OK to to 120% 


El NOTES Employs Dark-elemental attacks capable of causing Instant Death. Break 
B effects: Vitality -20% (body/30%). 


YOJIMBO 
ATERIBGTES Size 1 
Level 45 HP 46,500 
EXP 1,210 Strength 11,450 
Libra 11 Vitality 147 
_ Parry Yes Spirit 130 
DROPS Chance Items 
Primary 1% Safety Bit 
Secondary - - 
Appendage -| 
Element 50% Fire (6) 
BUAILARILITY < Time Anytime 


Natural Habitat Leide (Crestholm Channels); Duscae (Costlemark Tower, Fociaugh 
Hollow maze — Chapter 15}; Cleigne (Glaciat Grotto maze — Chapter 15} 


Quest - 
| STATUS AILMENTS Resistant to Instant Death, resistant to Altera 


[NEN */ 


00% 120% Z00% 120% 100% 100% 100% 120% 120% 


NDTES Employs fce-elemental attacks capable of inflicting Frozen status, and 
Dark-elemental attacks capable of causing Instant Death. Break effects: Vitality -20% 
(body/30%). 


YOJIMBO 
| ATTRIBUTES Size 1 
Level 54 HP 188,400 | 
_ EXP 2025 Strength 30,450 
_ Libra 11 Vitality 245 | 
E vary Yes Spirit 217 
DROPS Chance tems 
Primary 1% Safety Bit | 
Secondary il 
Appendage - Ï 
Element 50% Fire el ' 
AVAILABILIJY © Time 20:30 to 03:59 | 


Naturat Habitat - 


Quest Hunt: A Fistful of Gil {(Longwythe Best Area} 


| STATUS AILMENTS Immune to instant Death, resistant to Alterna 


NAE: + 7 e 


100% 120% 100% f20% 100% 100% 50% 100% 120% 120% 


NGTES Employs lce-elemental attacks capable of inflicting Frozen status, and 
ddr attacks capable of causing Instant Death. Break effects: Vitality -20% 
ody/30%). 


RONIN 


| AFTRIJUTES Size ij 
el 17 HP 13,500 
EXP 140 Strength 1,220 
| Uta 8 Vitality at: 
_ Parry Yes Spirit B: 
DROPS Chance Items 
Primary 5% Ether 
Secondary 
Appendage | 
Element 50% Fire (6) : 
AVAILABILITY { Time Anytime ; 
Natural Habitat Duscae (Daurell Caverns); Cleigne (Glaciat Grotto) ; 
Quest Main Quest: Sword in the Waterfall 


Í STATUS AILMENTS - 


IN AN B | 
120% 100% 100% 120% 100% 100% 50% 190% 120% 120% 


NOTES _Employs Dark-elemental attacks capable of causing Instant Death. Break 
effects: Vitality -20% (body/30%). 


ARAMUSHA 
Ì ATIRIBUTES Size Ù 
_ Level 50 HP 39500 ; 
_ EXP 1,520 Strength 12,120 : 
Libra 8 Vitality 127 | 
Parry Yes Spirit 12; 
DROPS Chance ltems | 
Primary 1% Safety Bit : 
Secondary el 
Appendage - -i 
Ì Element 50% Fire (6) ; 
AVAILABILITY © Time Anytime | 
Natural Habitat Leide (Balouve Mines); Duscae (Fociaugh Hollow maze - Chapter 15) 
Quest - 


Í STATUS AILMENTS Immune to Instant Death, resistant to Aiterna 


NNM S + Se 


Hek 100% 100% 120% 100% OOK 108 50% ton 120% 120% 


NOTES Employs Dark-elemental attacks capable of causing Instant Death. Break 
effects: Vitality -20% (bady/30%). 


HMS +*/o 


RONIN 
Ù ATTRIBUTES Size 
(lvs 1 HP 
EXP 234 Strength 
Libra 8 Vitality 
Parry Yes Spirit 
DROPS Chance 
Primary 1% 
Secondary - 
Appendage 
Element 50% 
AVALABIITY 5 Time 
Natural Habitat - 
Quest Hunt: Bewitched Blade Stains the Waters (Altissia, Maagho) 


| STATUS AILMENTS - 


MNN: + 


120% 100% 100% 120% 100% tok 100% 50% 


1 

41,100 
1.860 
138 

125 
items 
Safety Bit 


Fire (6) 
20:30 to 03:59 


FINAL FANTASY. U 


‘ & Bestiary 


se 


120% 120% 


NOTES _Employs Dark-elementat attacks capable of causing Instant Death. Break 


effects: Vitality -20% (body/30%). 


ARAMUSHA 
ATTRIBUTES Size 
Level 52 HP 
‚EXP 1,738 Strength 
un 8 Vitality 
Parry Yes Spirit 
BROPS Chance 
Primary 5% 
Secondary - 
Appendage - 
] Element 50% 
AVAILABILITY © Time 
Natural Habitat - 


Quest Hunt: In a Heat Haze of Glory (Lestallum, Market) 
Î STATUS AILMENTS Immune to Instant Death, resistant to Alterna 


SSR: + 


120% 100% 100% f20% 100% 100% 100% 50% 100% 


1 
175,600 | 
2I,N0 | 

243 | 
215 
Items | 
Elixir 


Fire (6) | 
20:30 to 03:59 } 


s + 


10 120% 


NOTES _Employs Dark-elemental attacks capable of causing Instant Death. Break | 


effects: Vitality -20% (body/30%). 


: Daemons 


253 


AE VONS 


KENGO 


Level 7 
_ EXP 3,153 
_ Libra Hu 


_ Parry Yes 
DROPS Chance 
Primary 1% 
Secondary - 
Apperdage - 
Etement 100% 
AVAILABILITY 5 Time 


Natura! Habitat Duscae (Glacial Grotto maze - Chapter 15} 


Quest - 


Size 1 


Í 


HP 290.200 í 

Strength 58,250 | 
Vitatity 265 
Spirit 234 
Kems 

Safety Bit | 

"| 

Fie (8); 

Anytime | 


| STATUS AILMENTS Resistant to Instant Death, immune to Altema 


NAE Ss * so 


109% 108% L2O% 10% 129% 108% 10% 50% th t20% 120% 


NOTES Employs lce-elemental attacks capable of inflicting Frozen status, and 
Leid attacks capable of causing Instant Death. Break effects: Vitality -20% 
ody, E 


254 


Ê 
H 
Ë 
É 


De 
ARACHNE 
Size 2| 
Level 12 HP 13,000 : 
EXP 114 Strength 180. 
Libra 11 Vitality 55 
Parry Yes Spirit bri 
ĳ SS B DROPS Chance Items 
| Primary 8% Elixir 
' Secondary - 
Appendage s - 
Element 100% tightning (8} 
ANALLABILITY _ Time Anytime 


Naturat Habitat Leide (Keycatrich French); Cieigne (Glacial! Grotta) 


Qsest 
| STATUS AILMENTS - 
MENEM ss * / 


10% 120% 1% 180% 1DA% 100% 120% 120% SOK 50% 120% 


WBTES Employs Lightning-elemental attacks capable of inflicting Shocked and Stop 
statuses. Can summon Tarantulas. Break effects: Vitality -20% (all body parts/30%). 


UTTU 
í Size 2 | 
Level 97 HP 122,000 
EXP 1,534 Strength 83,520 
Libra 22 Vitality 103 | 
in Pamy -_ Spirit 129 a 
\ B DROPS Chance Items 
Primary 8% HiElixir 
Secondary 5 -{ 
Appendage = = 
Element 100% Lightning (10) 
AVALABIUTY {Time Anytime , 
Natural Habitat Duscae (Costlemark Tower maze - Chapter 15) 
Quest - 


| STATUS AlLMENTS Resistant to Altera 


dede dd 
128% 180% 109% 100% 180% 128% ABS Hi ABS 128% 


NOTES Employs Lightning-elemental attacks capable of infticting Shocked and Stop 
statuses. Can summaon Kokyangwutis. Break effects: Vitality -20% (all body parts/30%). 


KOKYANGWUTI 

Size 1 

Level 41 HP 41,400 

EXP 163 Strength 7,570 

{ Libra 15 Vitality 143 
ie Parry Yes Spirit 121 
DROPS Chance items 
Primary 8% Potion 
Secondary - 
Appendage - - 
Element 30% lce {2} 
AVARLAGILITY Ë Time 5 


Natural Habitat Summoned by Ariadne and Uttu 


Quest - 


| STATUS AILMENTS Resistant to Instant Death and Alterna 


NONE : 
100% 108% 120% 


108% 120% 50% 
NGEES Break effects: ai 20% en 


ide EN 


AYAKASHI 


h Size 1 
_ tevel 93 HP 667,40 
EXP 6,805 Strength 147,000 
Libra 1f_ Vitality 303 
_ Parry Yes Spirit 262 
DROPS Chance Items 
Primary 1% Safety Bit 
Secondary - - 
Appendage 7 a 
Element 300% Fire (10} 
AVAILABUETY © Time 20:30 to 03:59 | 
Natural Habitat 


Quest Hunt: Dead General Strikes Down the King tLestallum, Thoroughfare} 


Í STATUS AILMENTS immune to Instant Death and Altena 


NOMEN: + / > 


10% 50% 120% 18% 10% 10% IMM IM 120% 


NOTES Employs lce-elemental attacks capable of inficting Frozen status, and 
ie attacks capable of causing Instant Death. Break effects: Vitality -20% 
ij, 


Hi 


H 


H 


d 
É 


REAPER 

fl Size 1 
Level 25 HP 17,800 
EXP 302 Strength 1,960 
Libra 15 Vitality ga 
Parry - Spirit 85 
DROPS Chance Items | 
Primary 10% Hi-Potion £ 
Secondary - - 
Appendage 
Element 50% Ice | 

AMAILABILITY © Time Anytime | 


Natural Habitat Cleigne (Steyliff Grove} 


Quest Main Quest: Party of Three 


| STATUS AILMENTS - 


NNS + / e 


ARACHNE 


Size 
_ Level 12 HP 18,500 
EXP 114 Strength 
Libra 15 Vitality 
Parry Yes Spirit 
DROPS Chance 
Primary 8% 
Secondary - 
Appendage - 
4 Element 100% Lightning (8) 
AVARABILITY < Time Anytime 
Natural Habitat 


Quest Main Quest: The Power of Kings 
| STATUS AILMENTS Resistant to Instant Death 


NNS + / e 


109% 129% 108 100% 100% 108% 120% 120% 100% 120% 


NOTES … Employs Lightning-elemental attacks capable of inflicting Shocked and Stop 
stafuses. Can summon Tarantulas. Break effects: Vitality -20% (all body parts/30%). 


Î 


Ë 
id 
{ 


Î 
ï 
: 
H 
: 


| 
É 


H 


18% 128% 100% 100% 100% 120% 108% 120% 50% 100% 120% 
NOTES Break effects: Vitality -20% (body/30%). 
UTTU 
Í Size 2 
_ Level 32 HP 18,400 
_ EXP 654 Strength 2,760 
_ Libra 22 Vitality 68 
_ Parry -_ Spirit 29 
DROPS Chance Items 
Primary 8% Hi-Elixir 
Secondary a 
Appendage - - 
Element 100% Lightning (8) 
AVALABILETY 5 Time Anytime 
Natural Habitat 


Quest Main Quests: A Kingís Struggle, Zegnautus Keep 
| STATUS AILMENTS Besistant to Altera 
NAMME: + / e 


120% 100% 180% 100% HDA 120% 120% 1% 50% 120% 


NOTES Employs Lightning-elemental attacks capable of inflicting Shocked and Stop 
statuses. Can summon Kokyangwutis. Break effects: Vitality -20% (all body paris/30%). 


ARIADNE 


Size 2 

Level 41 HP 100,400 

EXP 873 Strength 9,490 

Libra 15 Vitafity 

Parry Yes Spirit 

DROPS Chance 

Primary 8% 

Secondary - 

Appendage - 

Element 100% Lightning (8) 
BYAILABITY Ê Time Anytime 
Natural Habitat Insomnia (Chapter 14] 


Quest Hint: The Web-Weaving Princess (Lestallum, Market) 
| STATUS AILMENTS Highly resistant to Instant Death, resistant to Alterna 
/ 
NONNEN */ e 


100% 20% 100% 188% ine oo 120% SO 100% SO 120% 


NOTES Employs Lighfning-elemental attacks capable of inflicting Shocked and Stop 
statuses. Can summen Kokyangwutis. Break effects: Vitality -20% {all body parts/30%}. 


IRON GIANT 
d Size 3 
_ Level 30 HP 27,300 
_ EXP 413 Strength 3,140 
_ Libra 22 Vitality 137 
Parry Yes Spirit 105 
DROPS Chance Items 
Primary 5% Hi-Elixie 
Secondary = 
Appendage - - 
Element 100% Fire (12) 
BNKUABESS © Time 20:30 to 03:53 


Natura! Habitat Common; Duscae (Daurel! Caverns); Cleigne {Steyliff Grove) 


Quest Main Quest: Party of Three 
| STATUS AILMENTS Besistant to Instant Death 


NNM: */ 


Vk 100% 1E 160% 120% 100% 5% 180% 18% 


NGTES Employs gravity-based (attractive) attacks. May invoke Tenacious and Stalwart 
statuses, Break effects: Vitality -20% (all body parts/30%). 


TARANTULA 
Size 1} 
Level 8 HP 900 | 
EXP 10 Strength 350 ! 
_ Libra 15 Vitality 44 
_ Parry Yes Spirit 39 £ 
DROPS Chance items | 
Primary 8% Potion | 
Secondary - | 
Appendage 5 zi 
Element 30% toe (1): 
BUARABKIN Á Time - 
Natural Habitat Summoned by Arachne |E 
Ë 
| 
Quest - | 
pe AILMENTS - 
| 
Hf 
| 
NNS + / oe 
109% 108% 128% 128% 100% 100% 50% 190% 120% ' 
NOTES Break effects: Vitality -20% {body/30%). | 
Í 
} 
enten Re 
IRON GIANT 
IE Size 3 | 
_ Level 37 HP 97.500 | 
, _ EXP 627 Strength 8,980 | 
_ Libra 22 Vitality 235 
_ Parry Yes Spirit 179 Ì 
DROPS Chance Items | 
Primary 10% Hi-Potion ; 
Secondary - =| 
Appendage B i 
Element 100% Fire (16) í 
AURELAGILIFY \ Time 20:30 to 03:59 } 
Natural Habitat - 
Quest Hunt: À Roaring ín the Night (Taelpar Rest Area) 
| STATUS AiLMENTS immune to Instant Death, resistant to Alterna 
NANO: */ o 
128% 190% 100% 100% 108% 1% 120% 


NOTES Employs gravity-based fattractive) attacks. May invoke Tenacious and Stalwart 


statuses. Break effects: Vitality -20% (alt body parts/30%). 


FINAL FANTASY. 1 


IRON GIANT GARGANTUA 
Size 3 hi Size 
Level 50 HP 150,100 _ Level 30: HP 
EXP 9,214. Strength 53,90 k EXP AI. Strength 
ds Libra 22. Vitality 206 _ Libra 22 Vitality 
Parry Yes Spirit 152 _ Parry Yes Spirit 
/ 4 } DROPS Chance items DROPS Chance 
Te HEA Primary 1% Megalixir Primary 10% 
: Secondary - - Secondary - 
Appendage - Appendage - 
Element 100% Fire {12} Element 100% 
ANBILABILEEY © Tima Anytime AVATLABILITY \ Time 
Natural Habitat Duscae (Costlemark Tower maze - Chapter 15} Natural Habitat - 
Qeest - Quest Main Quest: Zegnautus Keep 


| STATUS AILMENTS Resistant ta Instant Death and Alterna 


NEE 5 


108% 120% 100% 108% 109% 120% 100% ABS 


| NOTES Employs gravity-based (attractive) attacks. May invoke Tenacious and Stafwart 


statuses. Break effects: Vitality -20% (all body parts/30%). 


É GANYMEDE 


| STATUS AILMENTS Resìstant to Instant Death and Altena 


* # 


100% MM 120% 18% L0% 100% 100% IDK IDK IEK SOK HM 


statuses. Break effects: Vitality -20% (all body parts/30%). 


RED GIANT 


Size 3 | | Size 
Level 66 HP 238,00 4 _ Level 42 HP 
EXP 4585 Strength 46,080 | EXP 1,972 Strength 
Libra 22 Vitality 239 _ Libra 45 Vitality 
FP Parry Yös Spirit 221 | _ Parry Yes. Spirit 
DROPS Chance lteins DROPS Chance 
Primary 1% Megaliir Primary 8% 
Secondary = Secondary 
Appendage - - Appendage - 
Element 100% Fire (12) Element 100% 
AVAILABIITY \ Time Anytime AVAILABILTY < Time 
Natural Habitat Duscae [Fociaugh Hollow maze - Chapter 15) Natural Habitat Duscae {Costlemark Tower}; Insmonia (Chapter 14) 
Quest Hunt: Cruel Giants of Duscae (Cauthess Rest Area) (20:30 to 03:59 only} Qaest - 


| STATUS AILMENTS Immune to Instant Death and Altema 


NNM s 


Wk 120% 180% 10% Ak 120% 188% 50% 


NOTES Emptoys gravity-based (attractive) attacks. May invoke Tenacious and Stalwart 


Statuses, Break effects: Vitality -20% {all body parts/30%). 


CHADARNOOK 
— Level 32 
"EXP 1.485 
Libra 15 
£ Parry Yes 
DROPS Chance 
Primary 5% 
Secondary - 
Appendage - 
Element 50% 
AVAILAGILITY © Time 
Natural Habitat - 


Quest Hunt: A Lost Painting {Altissia, Maagho) 
STATUS AILMENTS immune ta Instant Death and Altera 


kde den $ 


B MK 20% UK 120% 


HOTES Invokes changes in resistances between physical and magic. Employs Dark- 


* f 


180% _ 108% 


DAEMONWALL 
Size Size 
HP _ Level 84 HP 
Strength DEXP 11.320 Strength 
Vitality _ Libra 15 Vitality 
Spirit S Parry Yes Spit 
BROPS Chance 
Moon Pendant Primary 5% 
Secondary 
5 Appendage nn 
Lightning (5) Element 100% 
Anytime AVALABILITY © Time 
Natural Habitat - 


Quest Hunt: A Walt in our Way [Meldacio Hunter HO} 


Ms * so 
180% 
NSTES Employs gravity-based (attractive) attacks. May invoke Tenacious and Stalwart 


| STATUS AILMENTS Iramune to Instant Death and Altera, resistant to Stop 


ANNEN: */ eo 
B OK Sh HR OHM OH OH OK OH HK 


B NOTES Employs Fre-elemental and gravity-based (attractive) attacks. May invoke 
f Tenacious and Stalwart statuses. Break effects: Vitality -50% (all body parts/30%). 


( GANYMEDE 


3 
Î 
21,300 Level 66 
3,140 H EXP 4,585 
137 Libra 22 


105 8 Parry Yes 


Size 

HP 
Strength 
Vitality 
Spirit 


Items DROPS Chance 

Hi-Potion Primary 1% 

- Secondary - 

- Appendage - 

Fire (16) Element 100% 

Anytime AVRILABIITY _ Time 
Natural Habitat Ouscae (Faciaugh Hollow maze - Chapter 15) 
Qwest 


| STATUS AILMENTS Immune ta Instant Death and Altena 


Ti, R 


10% 100% 16% 100% 120% 


statuses. Break effects: Vitality -20% (all body parts/30%). 


128% 


262 
Items 
Oracle Card 


Lightning £12} 


Anyüme 


| STATUS AILMENTS Immune to instant Death and Altera, resistant to Poison 


NNM s * fe 


1885 


* # 


1005 5% 120% 128% 100% 10 


ficting Poison and Stone statuses. Break effects: 


elemental attacks. Capable of inflicting Mallified, Compromised, and Confusion statuses. body/ fo} 
Break effects: Vitality -20% (all body parts/30%). í 
et Lik — ee Eee / mn 
DEATHCLAW 
4 Size 3j 
_ Level 34 RP 72,300 E 
EXP 387 Strength 4,030 
jy | bra 45 Vitality 14t ; 
bĳ Parry Yes Spirit 185 : 
DROPS Chance items 
Primary 8% Elixir £ 
Secondary - - 
Appendage - - 
Element 100% ice (B) 
AVALASIUTY 8 Time Anytime : 
Natural Habitat - : 


Quest Main Quest: Breath of the Glacian 


| STATUS AILMENTS immune to Instant Death and Alteme 


NEMEN Ss + eo 


2 0% 


10e 189% 198% 10% IBE% 128% 120% 
NOTES _Employs Dark-elemental attacks. Break effects: 
Vitality «20% (all body parts/30%). 


LE ad 


120% S% 5% Bh 


2e, 


100% 


CHANDRAVARMA 
3 Size 
81.800 ‚ Level 73 HP 
10,080 EXP 6,332 Strength 
230 Libra 45 Vitality 
174 _ Parry Yes Spirit 
ters DROPS Chance 
Mega-Potion Primary 8% 
| Secondary 
- Apgendage - 
Fire (16) Element 100% 
Anylime AVRILABILIEY Time 
Natural Habitat Duscae (Fociaugh Hollow maze - Chapter 45) 
Quest - 


l STATUS AILMENTS \mmune to instant Death and Aitema, resistant to Stop 


ENEN: + 


NOTES Empioys Fre-elementaf and gravity-based (attractive) attacks. May invoke Î 
Tenacious and Stalwart statuses. Break effects: Vitality -50% (all body parts/30%). 


Fire 12) | 
Anytime Ë 


> Bestiary 


NER + f ka 
10e 50% | 
NOTES Employs gravity-based (attractive) attacks. May invoke Tenacious and Stalwart | 


Lan 


285.600 


56,980 : 


Fire (16) : 


Anytime } 


> Daemons 


18 ; 


255 


DAE MONS 


256 


ISEULTALON 
\ ATIRIBUTES Size 3 
_ Level 72 HP 230,200 
_ EXP 2117 Strength 37.610 
_ Libra 45 Vitality 196 
_ Parry Yes Spirit 249 
DROPS Chance Items 
Primary 8% Hi-Elixir 
Secondary - - 
Appendage - - 
Element 100% ice {10} 
AVAICABILITY © Time 20:30 to 03:59 


Natural Habitat Insomnia (Chapter 14}; Duscae (Daurell Caverns maze - Chapter 15} 


Quest Hunt: Bones Seek an Offering (Lestallum, Thoroughfare) 


| STATUS AILMENTS immune to Instant Death and Afterma 


NNM: + / 


100% 10% 0% 100% 100% 120% 120% 120% 100% _ 120% 


NOTES _Employs Dark-elementat attacks. Break effects: Vitality -20% (all body 
parts/30%). 


LICH 
ATTRIBGTES Size 
Level 35 HP 81.800 | 
_ EXP 204 Strength 7,270 
_ Libra 45 Vitality 157 
_ Parry Yes Spirit 122 
DROPS Chance Items 
Primary 3% Rainbow Pendant 
Secondary - 5 
Appendage - - 
Element 50% Lightning {6} 
AVALLAGILETY < Time 20:30 to 03:59 
Natural Habitat - 
Quest Hunt: Softly Now, Mighty Faes (Meldacio Hunter HO) 
| STATUS AlLMENTS Resistant to Alterra 
N 4 he N/ “ ni 
NN Ss * / 
th 100% 100% HOK 120% 100% 100% 100% 120% 50% 120% 


NOTES Employs Fire-elemental attacks. Capable of inflicting Disenchanted status. 
Break effects: Vitality -20% {body/30%} 


MINDFLAYER 
| ATTRIBUTES Size 2 
‘Level 19 HP 28,500 
EXP 144 Strength 1,630 
Libra 45 Vitality 74 
_ Parry Yes Spirit 17 
DROPS Chance Items 
Primary 3% White Sage 
Secondary - - 
Appendage - < 
Element 50% ce (5} 
AVAILABLE & Time 20:30 to 03:59 
Natural Habitat - 


Quest Hunt: Exorcism of the Nebulawoad (Wiz Ghocobe Past) 
I STATUS AILMENTS 
ANNO: */ o 


10% 180% 120% 120% 180% 100% 100% LOOK 50% 120% 120% 


NOTES Employs ice-elemental attacks. Capable of inflicting Mollified and Confusion 
statuses. Break effects: Vitality -20% (body/30%). 


MINDFLAYER 
AFTRIEUTES Size 2: 
Level 86 HP 148,80 
EXP 2,853 Strength 41,700 
Libra 45 Vitality 105 4 
> Parry Yes Spirit 156 ; 
DROPS Chance items } 
Primary 2% Safety Bit … 
Secondary - - 
Appendaga - - 
Element 100% Ice (8) 
AVALABIUTY © Time Anytime 


Natural Habitat Duscae (Costiemark Tower maze - Chapter 15) 


Quast - 
| STATUS AILMENTS Resistant to Alterna 


NOAM: * / 0 


188% 100% 120% 129% IDD 100% 100% 100% IMM 


NOTES Employs Ice-elemental attacks. Capable of inflicting Mollified and Confusion 
statuses. Break effects: Vitality -20% (bady/30%) 


NAGLFAR LICH 
fj Armausores Size 3 | | ATTRIBUTES Size 2 
Level 120 HP 875,700 ; _ Level 27 HP 21,400 
EXP 4885 Strength 153,380 i _ EXP 201 Strength 2,620 
Libra 45 Vitality 260 kj _ Libra 22 Vitality 85 
Parry Yes Spirit 323 | _ Parry Yes Spirit 104 
DROPS Chance Items | | DROPS Chance } Items 
Primary 100% Squirming Bone Primary 3% Rainbow Pendant 
Secondary ĳ 3 Secondary - 
_Appendage Appendage - 
Element 100% lee ao) | í Element 50% Lightning (6) 
AVAILABILEY E Time 20:30 to 03:59 ! BVARABILITY 8 Time Anytime 
Natural Habitat - | Natural Habitat Cleigne (Steyif Grove) 


Quest Sideguest: Wondrous Weapon {Randolph} 
| STATUS AILMENTS Immune to Instant Death and Alterna, weak to Stop 


NARE S * / e 


5% Sh 50% 50 50% 5% Eh 120% 120% 120% 120% 


NOTES _Employs Dark-efemental attacks. Break effects: Vitality -20% (all body 
parts/30%). 


WRAITH 
| ATTRIBUTES Size 2 
Level 32 HP 23,300 
EXP 126 Strength 3,410 
Libra 45 Vitality 88 
Parry Yes Spirit 108 
DROPS Chance Items 
Primary 3% Rainbow Pendant 
Secondary - - 
Appendage - - 
id ik Element 50% Lightning (6) ; 
AVARKABILTY 5 Time Anytime | 


Natural Habitat - 


Quest Main Quests: Into the Arctic Crevasse, Zegnautus Keep 
| STATUS AILMENTS Resistant to Alterna 
NEEM Ss «se 


REK 100% 100% 0% 120% 100% 100% 100% 120% 50% 120% 


NOTES _Employs Fire-elemental attacks. Capable of inflicting Disenchanted status. 
Break effects: Vitality -20% (body/30%). 


MINDFLAYER 
ATTRIBUTES Size 
Level 26 HP 108.400 | 
EXP 233 Strength 4,450 
Libra 45 Vitality 132 
Parry Yes Spirit 25 | 
DROPS Chance items 
Primary 5% White Sage 
Secondary 2 
Appendage 5 
Element 50% Ice (5) 
AVAILABLE © Time 20:30 to 03:59 


Natural Habitat -— 


Quest Hunt: Back Alley Spook (Altissia, Maagho} 


| STATUS AILMENTS immune to Instant Death, resistant to Alterna 


NNM * fe 
109% 100% 120% 120% 100% 0% EDA 20% HOK ; 


NOTES Employs Ice-elemental attacks. it, of inflicting Mollifed and Confusion 
statuses. Break effects: Vitality -20% (body/30%). 


NECROMANCGER 

ATTRIBUTES Size 2: 
_ Lavel 41 HP 45,300 

EXP 455 Strength 3,420 £ 
_ Libra 45 Vitality 122 } 
Parry Yes Spirit 148 | 
DROPS Chance Items ; 
Primary 3% Rainbow Pendant : 
Secondary - -; 
Appendage 5 Í 
Element 50% 
Ë Time 


Lightning (6) 
Anytime 


BURILAREFY 
Naturat Habitat Duscae (Daurell Caverns) 


Quest. Main Quest: Party of Three; Hunt: Softly Now, Mighty Foes {Meldacio 
Hunter HO} 


| STATUS AILMENTS Resistant to Instant Death 


EE Kade 


18% 100 18% 100% 10% 100% 100% 120% HK 120% 


wei Employs Dark-elemental attacks capable of causing Instant Death. Summons 
minions. Break effects: Vitality -20% (body/30%). 


Quest Hunt: Things from the Past (Cauthess Rest Area) (20:30 to 03:59 only) 
| STATUS AILMENTS Resistant to Altena 
“ ke he / en Er 
NINE Ss + /s 


120% 100% 100% 100% 120% 160% 100% 100% 120% 50% 120% 


NOTES _Employs Fire-elemental attacks. Capable of inflicting Disenchanted status. 
Break effects: Vitality -20% (body/30%). 


MINDFLAYER 
| ATTRIBUTES Size 2 
_ Level 19 HP 20,200 
EXP 144 Strength 1,400 
Libra 45 Vitality 62 
Parry Yes Spirit 97: 
BROPS Chance Items 
Primary 3% White Sage 
Secondary - - 
Appandage a 5 
Element 50% ice (5} 
BVRILABILITY © Time Anytime 


Natural Habitat Ouscae (Fociaugh Hollow); Cleigne (Glacial Grotto} 


Quest Main Quests: Sword in the Waterfall, The Trial of Ramuh 


| STATUS AILMENTS - 


NONNEN + / e 


120% 120% 100% 100% 108% 10% 50% 120% 120% 


NOTES Pa) Ice-elemental attacks. Capable of inflicting Molfified and Confusion 
statuses. Break effects: Vitality -20% (body/30%). 


MINDFLAYER 
 ATTRIBUTES Size 2 
_ Level 75 HP 112,600 
EXP 2,061 Strength 31,860 
Libra 45 Vitality 102 
Parry Yes Spirit 152 
DROPS Chance Items 
Primary 5% Lavender Oil 
Secondary - = 
Appendage - - 
Element 100% lce (8) 
AVALABILITY 5 Time Anytime 


Natural Habitat Leide (Balouve Mines maze - Chapter 15); Cleigne (Steyliff Grove 
maze - Chapter 15} 


Quest - 

I STATUS AILMENTS Resistant to Alterna 
NANO: + / o 
108% 


120% 120% 100% 100% 100% 108% 50% 120% 10% 


NOTES ee Ice-elemental attacks. Capable of inflicting Mollified and Confusion 
statuses. Break effects: Vitality -20% (body/30%). 


ze 4 NECROMANCER 


ATTWIEUTES Size 2 
Level 41 HP 99,500 
EXP 455 Strength 11.810 
Libra 45 Vitality 173 
Parry Yes Spirit 210 
DROPS Chance tems 
Primary 3% Rainbow Pendant } 
Secondary - | 
Appendage 5 - 
Element 50% Lightning (6) 
BAKABIUETY © Time 20:30 to 03:59 | 
Natural Habitat - Ì 


H 


Quest Hunt: Things from the Past (Cauthess Rest Area} 


| STATUS AILMENTS Resistant to Instant Death 


SAAN ERR 


lef 128% 100% 10% 108% 120% 100% 100% 120% 5D 120% 


MOTIES Employs Dark-elemental attacks capable of causing Instant Death. Summons | 
mirkons. Break effects: Vitality -20% (bady/30%). 


pn 


2 A PSYCHOMANCER 


ATTRIRUTES Size 2 
, Level 82 HP 150,400 pd 
_ EXP 2,080 Strength 50,270 E 
Libra 45 Vitality 151 
ë Parry Yes Spirit 179 4 
EV DROPS Chance Items \ 
hd IE Primary 3% Earth Pendant ; 
cie Secondary - =| 
ie Appendage - - | 
) | Element 100% Lightning (8) 
AVAILABILITY EE Time Anytime } 
Natural Habitat Cleigne (Steyliff Grove maze - Chapter 15} 
Quest - 
| STATUS AILMENTS Besistant to Instant Death and Alterna 
NONNEN: + / e 
128% 108% 0% 18% fB 100% EP 120% SO 120% 


NOTES Employs Dark-elemental attacks capable of causing Instant Death. Summons 
minions. Break effects: Vitality -20% (body/30%). 


GARGOYLE 
| ATTRIBUTES Size 1 
Level 32 HP 1,800 
EXP 182 Strength 840 
Libra 5 Vitality 46 
‘Parry -_ Spirit 50 
DROPS Chance Items 
Primary 3% Knight's Anklet 
Secondary - - 
Appendage - - 
Element 50% Fire 15) 
AVAILABIJTY { Time Anytime 
Natural Habitat - 


Quest Main Quest: No Turning Back 


| STATUS AILMENTS Fesistant to Alterna 


NNM: */ © 
100 100% f20% 180% EBK 120% 180k 50% 180% 120% 120% 


NOTES Capable of inflicting Stop status. Body part modifiers: +30% damage from 
weapons (body); +60% damage from weapons (head); + 100% damage from weapons 
(back). Break effects: Vitality -50% (back/10%)}. 


FORAS 
Size 2| 
Level 35 HP 33,80 | 
EXP 423 Strength 7,470 
Libra 8 Vitality 107 Í 
Parry -_Spirit 83 | 
DROPS __ Chance tems | 
Primary 3% Crusader's Anklet ki 
Secondary - 
Appendage 
Element 50% Fire 6 
AVARABIUTY 5 Time Anytime | 
Natural Habitat - 


Quest Main Quest: Zegnautus Keep 


| STATUS AILMENTS Resistant to Instant Death and Alterna 


NANO: + / o 


100% 10% 120% 100% 100% 120% 100% 50% 100% 120% 0% 


NOFES Capable of inflicting Stop status. Bady part modifiers: +-5% damage from 
weapons (body); +30% damage fram weapons (back); +-40% damage from weapons 
{weak spot in the back). Break effects: Vitality -30% (back/10%), Vitality -50% (weak 
spat ín the back/10%)}. 


hr PSYCHOMANCER 


_ ATERIEUTES Size 2 
Level 82 HP 445,500 
EXP 2,080 Strength 83,930 | 
Libra 45 Vitality 240 | 
Parry Yes Spirit 284 
DROPS Chance items 
Primary 3% Moan Pendant 
Secondary - Í 
Appendage - -: 
Element 100% Lightning {8} | 
AVALABEUITY Ì Time Anytime | 
Natural Habitat Leide (Balouve Mines maze - Chapter 15}; Cleigne (Steyliff Grove 


maze - Chapter 15) 


Quest - 


| STATUS AILMENTS Resistant to Instant Death and Altera 


NNS + / oe 
108% 


188% f00% 109% 120% 100% 100% 12% 50% 120% 


E NOTES Employs Dark-elemental attacks capable of causing Instant Death. Summons 
minions. Break effects: Vitality -20% (body/30%}. 


Secondary - 
Appendage - 
Element 
À Time 


AVAULABILITY 
Natural Habitat Duscae (Fociaugh Hollow maze - Chapter 15) 


Quest Hunt: Trembling Killers (Lestaltum, Thoroughfare} 


Í STATUS AILMENTS Resistant to Altena 


ELITE ERE 


108% 20% 180% 100% 120% 100% 58% 100% 120% 120% 
NOTES Capable of inflicting Stop status. Body part modifiers: + 30% damage from 


weapons (body); +60% damage from weapons (head); + 100% damage from weapons Ë 


(back). Break effects: Vitality -50% [back/10%). 


ZIGGURAT 
AÄTTRIBUTES Size 1} 
Level 57 HP 51400 : 
EXP 1.200 Strength 7,440 | 
Liba. 5 Vitality 130 ; 

_ Pafry -_ Spirit 115 
DROPS Chance items | 
Primary 3% Champion's Anklet 


FINAL FANTASY. A 


BRAINDRAINER 


AT Size 

Level 95 HP 

EXP 3,133 Strength 

Libra 45 Vitality 

Parry Yes Spirit 

DROPS; Chance items : 

Primary 5% tavender Oil 

Secondary - -i 

Appendage - it 

Element 100% tee {8} ; 
AVAILABILITY — Time Anytime } 


Nataraf Habitat Duscae (Costlemark Tower maze - Chapter f5} 


Quest - 


| STATUS AILMENTS Resistant to Altera 


NNS */ e 
fen 10 L0h th 180% 160 10% 50% 120% 120% 


NOTES Employs Ice-elemental attacks. Capable of ei Molfified and Confusion 
statuses. Break effects: Vitality --20% (body/30%). 


FORAS 


ATIRIEGTES Size 2 
tevel 35 HP 18,200 
EXP 423 Strength 8,930 
Libra 8 Vitality 184 
Parry -_ Spirit 178 
DROPS Chance tems 
Primary 3% Crusader's Ankdet 
Secondary = 
Appendage 5 
Element 50% Fire | 
AVAILABIITY Ì Time Anytime 
Natural Habitat - 


Quest Main Quest: Zegnautus Keep 


| STATUS AILMENTS Resistant to Instant Death and Alterna 


NNM Ss * fe 


100% MBK 120% MD 10 FP% 100% 50% 0 120% 120% 


WOTES Capable of infficting Stop status. Body part modifiers: +5% damage from 
weapons (body): +30% damage from weapons (back); +40% damage from weapons 
{weak spot in the back). Break effects: Vitality -30% (back/10%), Vitality -50% (weak 
spot in the back/10%}. 


ë Bestiary 


Í 
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ME /= ONS 


TONBERRY 
Í Size 1Ì 
_ Level 2 HP 31,30 } 
_ EXP 231 Strength 3,840 ; 
_ Libra 15 Vitality 105 à 
_ Pany Yas Spirit 128 } 
DROPS Chance Îtems : 
Primary 5% White Choker 
Socondary . -: 
Appendago e „ 
Element 50% Lightning (33) à 
AURILABIUTY Ì Time 20:30 vo 03:59 : 
Natural Habitat - ĳ 


Quest Hunt: The Case of the Disappearing Hunters (Altissia, Maagho) 


| STATUS AILMENTS - 


B SS B 
180% 100% fo 120% 100% 10% 120% 


NOTES mh Fire-glemental attacks capable of „dg: Burnt status. ilk of 
inficting Stop status. Break effects: Vitality -20% (body/30%). 


Il Rade 


tam | 


pmemanmninien oe; zn maman vaneen vam en wanen ed 
MASTER TONBERRY 
ne Siza dj} 
Level 88 HP 512,500 : 
EXP 9,233 Strength 96,620 
Libra 45 Vitality 244 
Parry Yes Spirit 289 ; 
DROPS Chance Items : 
Primary 10% Red Chaker ; 
Secondary - -} 
Appondege - -: 
Element 50% Lightning {99} Ì 
ANAILABILIJY Î Time 


Natural Habitat Cleigna (Steyliff Grove maze - Chapter 15) 


Quest - 


lg AILMENTS Highly resistant to instant Death, immune to Altera, resistant 
to Stop 


10% 10% HB 1% MOK HEEK 100% ION 120% ven 


NOTES Employs Fire-elemantat attacks capable of inflicting Burnt status. in of 
inflicting Stop status and Instant Daath. Break effects: Vitality -20% (body/30%). 


NEN: */ eo 


BOMB 

Size 2 
Level 15 HP 5,400 : 
EXP 17_ Strength 850 | 
Libra 15 Vitality 54 
Parry Yes Spirit n: 
DROPS Chance items ; 
Primary 1% Fire Crast : 

Secondary 5 5 
Appendage = zis 
Element 100% fire (12) E 
AVARABIITY { Time 20:30 to 03:59 ; 
Natural Habitat Common : 
Qwest - | 
peet - | 
NONE « / 
18 1D 10% 120% 108% 100% 10% ABD 40 0% 12% 


NOTES Employs Fire-elemental attacks capable of inflicting Burnt status. Can self- 
destruct, damaging all nearby characters. Break effects: Vitality -20% (body/30%). 


3 


vegen: RE 
ICE BOMB 

: Ì ATTRIBUTES Size 2} 
E Level 22 HP 1,200 : 
EXP 27 Strength 1,390 ; 
Libra 15 Vitality 69 ; 
5 Paary Yos Spirit 86 
DROPS Chance Hems 
Primary 1% lce Crest } 

Secondary î « 

Appendage - - 

ì Element 100% lee (12) 

RÜARABIUTS _Erime 


Natural Habitat Common 


Quest - 


| STATUS AILMENTS - 


VRK MMK 190% LAK 160% 188% 480% ABS IDK 129% 


NOTES _Employs Ice-elementat attacks capable of inflicting Frozen status. Break 
effects: Vitality -20% (body/30%). 
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20:30 to 03:59 


ld 


TONBERRY 
ATTSIBUTES 
Level 84 
EXP 2,888 

d Libra 15 

Parry Yes 
DROPS Chance 
Primary 5% 
Secondary 
Appendage - 
Element 50% 

AVRILABILTY 5 Time 


Natural Habitat _Cleigna (Steyliff Grove maze - Chapter 15) 


| STATUS AILMENTS Resistant to Alterna 


180% toek rod% taak 120% toe soon 100% 


NOTES Employs Fire-elementat attacks capable of Wi Burnt status. Capable of 


infüicting Stop status. Break effects: Vitality -20% tbody/30% 


Size 

HP 
Strength 
Vitality 
Spirit 


NEEM Ss + / e 


12e 


1Í 

335.200 | 
66,040 | 
216 | 

255 | 

van | 

Blue Choker | 
ki 


Lightning (| 
Anytime | 


50% 120% : 


Í 
Í 
Ì 
! 
Î 
$ 
Í 
! 
{ 
Î 
í 
t 
$ 
Î 
| 
Ì 
| 
í 
ï 


í 


MASTER TONBERRY 
} AFsRIBUTES Size 1| 
Ï Level 41 _HP 99,500 
Ï EXP 1,617 Strongth 1.810 | 
Libra 45 Vitality 123 
N vary Yes Spirit 210 
DROPS Chance Items 
Primary 6% Green Choker 
Secondary . : 4 
Appendages - 
Element 50% Lightning (33) ! 
AVARABILTY £ Time 20:30 to 03:59 í 
Natural Habitat 


Quest Hunt: The Tragic Facts (Altissia, Maagho) 


| 
| 
ï 
| 


Ï STATUS AILMENTS Highly resistant to instant Death, resistant to Aiterna and Stop 


NONNEN S + fe 
Wk 10% 100% 10% 100 LOP 19% 100% GOK 0% 10% | 


NOTES _Employs Fire-etamental attacks capable of inflicting Burnt status. Capable of 
inficting Stop status and Instant Death, Break effects: Vitality -20% (body/30%). 


SIR TONBERRY 
ATTRIEUTES Sizo 1í 
_ Level 25 HP 267,400 í 
_ EXP 6,774 Strength 52,890 | 
Libra 45 Vitality 210 
Parry Yes Spirit 249 | 
DROPS Chance Hems | 
Primary 6% Red Choker | 
Secondary . | 
Appendage - - 
Element 50% Lightning {66) : 
AVAKABILITY < Tims Anytime | 


Natural Habitat Duscae (Daurelf Caverns maze - Chapter 15} 


Quest - 

| STATUS AILMENTS immune to Instant Death and Alterna, resistant to Stop 
NERO: + / o 
128% 


128% We 180% 108 1e 50% 


NOTES EN Fire-glemental attacks sh of nn Burnt status. bi of 
inflicting Stop status and instant Death. Break effects: Vitality -20% {body/30% 


1% : 


GRENADE 
| ATTRIBUTES Size 2 | 
Level 31 HP 9,400 ; 
EXP 48 Strength 2,720 | 
Libra 18 Vitality 8 
Parry Yes Spirit 86 | 
DROPS Chance ftems 
Primary 1% Fire Crest | 
Secondary Ì 
Appendage 5 | 
Element 100% Fire (12) 
AVAABILETY 5 Tims 20:30 to 03:59 | 
Natural Habitat Common 
Quest. - 


Ì STATUS AILMENTS Resistant to Alterna 


ENEN s tf 


SIR TONBERRY 
ATTRIBUTES Size 1} 
Level 75 HP 312,700 | 
| EKP 7472 Strength 70,560 | 
Libra 45 Vitality 235 | 
Parry Yes Spirit 28 | 
DROPS Chance Items } 
Primary 100% Chef's Knife 
Sacondary 
Appendage - - 
Element 50% Lightning (99} 
AVALABIUTY { Time 20:30 to 03:59 
Natural Habitat - 


Quest Sidequast: Legend Wrapped in Enigma (Randolph) 
| STATUS AILMENTS immune to Instant Death and Alterna, resistant to Stop 
ANNM: + / o 


180% 50% 10% 120% 198% 180% BOK 50% 504 ta 


HOTES Employs Fire-elemental attacks capable of inficting Burnt status, Capable of 
iaficting Stop status and Instant Death. Break effects: Vitality -20% (body/30%) 


GRENADE 
ATTRIBUTES Size 2 
Level 31 HP 3,300 
EXP 48 Strength 3,840 
Libra 15 Vitality 105 
Parry Yes Spirit 128 | 
DROPS Chance items 
Primary 1% Fire Crest 
Secondary - - 
Appendage - - 
Element 100% Fro (12) | 
AVAILABILTY 5 Time 20:30 to 03:59 
Natural Habitat - 


Guest Hunt: Wilt-o'the-Wisps out on the Town (Altissia, Maagho) 


d STATUS AILMENTS Rosistant to Alterna 


NEEM: * fo 


Wk ME 1% 189% IL 108% 120% ARS BEK LEN 120 | 
NOTES Employs Fire-elemental attacks capabia of inflicting Burnt status. 
Capable of causing a large ek ti can summon up ta three Bombs 
Break effects: Vitality -20% (body/20%) ; 
ee # 
ICE BOMB 
â Size 2i 
Level 22 HP 4,100 | 
k - EXP 27 Strength 1,880 ; 
%. £ _ Libra 15 Vitality 93 Ì 
e * | Yas Spirit 115 
ae ied DROPS Ghance items ; 
Primary 1% fee Crest } 
Secondary - -t 
Appendages | 
; Element 100% toe {12} ; 
AUATLABILPA £ Time 20:30 to 03:59 | 
Natural Habitat — Í 
Guest Hunt: Cool Callatein Mist {Lestalkum, Thoroughtare) 
hs AlLMENIS - 
NONO: */ 0 
WOK UK 105 12% 190 MEK 480% AS 100% 120% | 
„Empiovs ce-elemental attacks EE of inflicting Frozen status. | 
JE effects: bd -20% (bady/30%). 


OR LOER MU 120h 1% 120K ABS 40% 120% 
NOTES Employs Fire-elemental attacks capable of ifficting Burnt status. i 
Capable of causing a large explosion that can summen up to three Bombs. í 
Braak effects: Vitality -20% {body/30%). í 
t 
ed 
À CRYONADE 
| f Size zj 
Level 65 HP 28,500 ; 
EXP 233 Strength 20,570 : 
Libra 15 Vitality 105 ; 
Parry Yes Spirit 125 ; 
DROPS Chance toms 
Primary 1% lee Crest 
Secondary - "} 
Appendage 3 „t 
Se Element 100% kee (12) } 
AUSKABIETY Z Time Anytime } 


Natural Habitat _Cleigne (Glacial Grotto maze - Chapter 15) 


Quest - 
peers AILMENYS Resistant to Altena | 
NNM: + / oe 
we ve 10 


WK LK OM OMS IK LA 


NOTES Employs lce-elemental attacks capable of inflicting Frozen status, 
Capabe of causing a large explosion that can summon up to three Je Bombs. 
Break affects: Vitality -20% (ody/30%). 


THUNDER BOMB 
pik Size 2 | 
Level 21 HP 7,000 | 
_ EXP 25 Strength 1,320 
| Libra 15 Vitality 67 
_ Parry Yes Spirit 85 
DROPS Chance items 
Primary 1% Lightning Crest 
Secondary - - 
Appendage 5 5 
Element 100% Lightning (12) 
AVAILABILITY _ Time Anytime 
Natural Habitat Common; Duscae (Fociaugh Hollow) 
Quest Main Quest: The Trial of Ramuh 
| STATUS AILMENIS - 
oe Í 
brede dind 
120% 100% 109% 120% 100% 100% 100% 100% 188% ABS 120% í 
NOTES _Employs Lightning-elemental attacks capable of inflicting Shocked status. | 
Break effects: Vitality -20% (body/30%). : 
maren emee meermin rvdv veter vererven atman anneer 
FLAN 
\ ATTRIBUTES Size 1 
‚Level 14 HP 2,500 
_ EXP 23 Strength 690 
Libra 15 Vitality 50 
_ Parry Yes Spirit 66 
DROPS Chance Îtems 
Primary 3% Potion 
Secondary = 8 
Appendage 5 8 
Elemant 100% Lightning (12) 
ACARABEITY £ Time Anytime 


Natural Habitat Common; Leide (Crestholm Channels); Duscae (Costlemark Tower); | 


Cleigne (Glacial Grotto} 


Ouest Main Ouest: Sword in the Waterfall 


| STATUS AILMENTS - 


[NRM «7 o 


H 
É 
H 


H 
Ë 
H 
H 


THUNDER BOMB 
ATTRIEUTES Size 2 
Level 21 HP 23,600 
EXP 25 Strength 1.870 
_ Libra 15 Vitality 90 
_ Parry Yes Spirit 113 
DROPS Chance Items } 
Primary 1% Lightning Crest 
Secondary = e 
Appendage - 
Etemant 100% Lightning aa, | 
AVASLABIENY _ Time 20:30 to 03:59 | 
Natural Habitat - 
Quest Hunt: Thunder in Them Thar Hilis (Wiz Chocobo Post) 
| STATUS AILMENTS - . 
NNS + / 
180% 100% 120% 100% 100% 100% 100% 190% ABS 120% 


NOTES Employs Lightning-elemental attacks capable of infficting Shocked status. 
Break effects: Vitality -20% (body/30%). 


nn 
FLAN 

ATTRIEUTES Size ti 
Level 14 _HP 18,200 : 
EXP 23_ Strength 1430 | 
Libra 15 Vitality Ki | 
Parry Yes Spirit 34 Ì 
DROPS Chance Items i 
Primary 3% Potion | 
Secondary Ee -| 
Etemont 100% Lightning (12) : 

AVAILABILITY 5 Time 20:30 to 03:59 | 

Natural Habitat - 


Quest Hunt: Squash the Squirmers (Longwythe Rest Area} 


| STATUS AiLMENTS - 


[ANNM + / o 


GALVANADE 
{ ATTBIBUTES Size 2} 
Level 54 HP 21,200 ; 
EXP 188 Strength 12.370 ; 
Libra 15 Vitality 99 : 
Parry Yes Spirit 120 
DROPS Chance Items : 
Primary 1% Lightning Crest 
Secondary - -} 
Appendage - -} 
Element 100% Lightning (12) £ 
AVALABELITL < Time Anytime é 


Natural Habitat Duscae (Costlemark Tower); Leide (Keycatrich Trench maze - 
Chapter 15} 


Í STATUS AILMENTS Resistant to Altema 


NNS + / 


109% 100% 108% 10% 120% 100% 120% 100% 100% vam 
NOTES Employs Lightníng-elemental attacks capable of inflicting Shocked status. : 
Capable of causing a large explosion that can summon up to three Thunder Bombs. E 
Break effects: Vitality -20% {body/30%). E 
JUMBO FLAN 
ATTRIBUTES Size 1 
Level 15 HP 18,700 
EXP 26 Strength 1,210 & 
Libra 15 Vitality ”: 
_ Parry Yes Spirit 95 
DROPS Chance items 
Primary 3% Potion 
Secondary - -i 
Appendage - -i 
Element Lightning (12) 
BVALLABUITV Time 20:30 to 03:59 } 
Natural Habitat | 


Quest Hunt: Raindraps in the Night (Hammerhead) | 


| STATUS AILMENTS Resistant to Instant Death 


NNM Ss + / o 


5% 58% 50% 50% 50% 0% 50% 180% 108% 100% 120% Í 50% 0 Sh 50% 50% 50% 50% 108% 126% 50% 50% 50% 50% 180% 190% 00% 120% í 
í $: „Employs HP-draining attacks. Break effects: Vitality -20% (body/30%). NOTES Employs HP-draining attacks. Break effects: Vitality -20% (body/30%). É NOTES mn zdand attacks. Break effects: Vitality -20% (bady/30%). | 
Pe nn GER ee Een jn Ne esn 
CRÈME BRÛLÈE GELATIN BAVAROIS 

Ì ATIRIBUTES Size 1 Ì Size 1 | Size 1j 
_ Level 25 HP 3,700 _ Level 35 HP 5,000 ; _ Level 50 HP 8,509 : 
EXP 55 Strength 1,450 EXP 101 Strength 3,140 ; î EXP 207 Strength 9,050 : 
‚Libra 15 Vitality 68 _ Libra 15 Vitality 7} _ Libra 15 Vitality 92: 
_ Parry Yes Spirit 85 Parry Yes Spirit 95: _ Parry Yes Spirit ut j 
DROPS Chance ltems DROPS Chance tems | DROPS __ Chance Items : 
Primary 1% Lightning Crest Primary 2% Ice Crest | Primary 2% fire Crest | 
Secondary - - Secondary 5 -i Secondary 5 -; 
Appendage - - Appendage = =| Appendage - =| 
Element 100% Fire (12) | Element 100% lee (12) ; Element 100% Fira (12) 
BEAUABITY {Time Anytime | AVRILABITY < Time Anytime | BVRILARLITY © Time Anytime ! 


Natural Habitat Cleigne (Steylitf Grove) 


Quest Main Quest: Party of Three 


Í STATUS AILMENTS - 


NNM: + e 


50% 0% 50% 5% 50% 50 ABB 100% ABS 120h i 

NOTES Employs HP-draining attacks. Break effects: Vitality -20% (body/30%). 
MARSHMALLOW 

Size 1} 

Level 52 HP 8,400 

EXP 222 Strength 10.300 

Libra 15 Vitality 93 

_ Parry Yes Spit 112 

DROPS Chance toms 

Primary 2% Ice Crest 

Secondary - - 

8 Appondage - EE 

Î Element 100% Jee (12) 

AVAILKBIEITY 5 Time Anytime | 


Natural Habitat Leide {Keycatrich Trench maze - Chapter 15) 


Muest - 
d STATUS AILMENTS Rasístant to Altera 


NMS */ o 


Hek 5% Bh Oh 50% 50% 5% 120% 50 120% 
NOTES Employs HP.draining attacks. Break effects: Vitality -20% bn 


Natural Habitat Leide (Crestholm Channels), Duscae {Costtemark Tower) 


Quest Hunt: Blobs Ashore (Old Lestallum) 
1 STATUS AILMENTS Besistant to Aiterna 
NNM Ss «/ 


50% Bk Bh 50% 5 0% 50% ABS ABS 120% 120% 
RATES Employs HP-draining attacks. Break effects: Vitality -20% (body/30%), 


Natural Habitat Leide (Keycatrich Trench maza - Chapter 15) 


Quest Hunt: King of the Graat Escape (Ailtissia, Maagho} 


I STATUS AILMENTS Resistant to Aiterna 


MNM: */ oe 


50% 50% 50% 5 5% 50% 50% ABS 120% 
NOTES Employs HP-draining attacks. Break effects: Vitality -20% we 
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ED AEMONS 


DOLCE 
ATTRIBUTES Size 1À 
Level 72 HP 16.400 
EXP 455 Strength 22,360 
_ Libra 15 Vitality 102 
_ Pany Yes Spirit 122 | 
DROPS Chance Items : 
Primary 3% Fire Crest k 
Secondary - zt 
Appendage a i 
Element 100% Fire (12) | 
AVAILABIUTY 8 Time Anytime à 


Natural Habitat _Duscae (Daurell Caverns maze - Chapter 15); Cleigne (Steyliff Grove : 


maze - Chapter 15) 


Quest - 


Î STATUS AILMENTS Resistant to Altema 


iede 


MM MR IMM IMM AB5 120% 120% 


NOTES Emptoys HP-draining attacks. Immune to all weapon types, including Royal 
Arms. Break effects: Vitality -20% (body/30%). 


CUSTARD 
ATERIBUTES Size 1| 
Level 72 HP 16,400 | 
EXP 455 Strength 22.360 | 
Libra 15 Vitality 102 | 
Parry Yes Spirit 122 
broPs Chance items | 
Primary 2% Lightning Crest | 
Secondary - eit 
Appendage É 5 
Element 100% Lightning (12) 
AVALLABIUTY Ì Time Anytime 


Natural Habitat _Cleigne (Steyliff Grove maze - Chapter 15} 


$ 

Ì 

$ 

EH 

í 

È 

H 

! 

| 

Quest - ! 
| lashe AILMENTS Resistant to Alterna | 
| 

s p iK ’ Û 
NAKE ss * fe 
Ei 

Í 

i 


MM HM IMM MN IMM IMM IMM 120% 120% ABS 120% 


NOTES Employs HP-draining attacks. fmmune to all weapon types, including Royat 
Anns. Break effects: Vitality -20% (body/30%). 


tn En 95 ve eden DE Eine … Re 
BLACK FLAN BLACK FLAN 
ATTREUTES Size 2j | ATTRIBUTES Size zi 
Level 38 HP 42,100 ; Level 38 HP 91,100 
EXP 144 Strength 5,850 | 1 EXP 144 Strength 7.350 
Libra 22 Vitality 110 ; Libra 22 Vitality 156 
_ Parry Yes Spirit 142 ; Parry Yes_ Spirit 202 | 
DROPS Chance tems | DROPS Chance Items 
Primary 2% Dark Crest } Primary 2% Dark Crest 
Secondary - ! Secondary = -| 
Appendage - - | Appendage - - | 
Element 100% Ice (12) ; Element 100% lee 12) | 
AYAILABILTY E Time Anytime } AVAILABIJTY © Time 20:30 ta 03:59 
Natural Habitat Leide (Crestholm Channels); insomnia (Chapter 14); Leide ï Natural Habitat - 
{Keycatrich Trench maze - Chapter 15} | 
Quest - Î Quest Hunt: Mission: Invincible (Meldacio Hunter HO} 


| STATUS AlLMENTS Resistant to Instant Death and Alterna 


| STATUS AILMENTS Resistant to Instant Death and Alterna i 


N SG | 
ANEENUMS*/e (ANEENUMS + / > 
Beh 50% 50% 50% 50% 50% 50% 50% 50% 50% 120% 50% 50% 50% 50% 50% Bh 50% 50% 50% 120% 
NOTES Employs Dark-elemental and HP-draining attacks. Break effects: NOTES _Employs Dark-elementat and HP-draining attacks. Break effects: 

Vitality -20% (body/30%). i Vitali nete (body/30%). 
i Î 
} 
HECTEYES 
ATTRIBUTES Size 2 | 
Level 20 HP 7,500 : 
EXP 77 Strength 1,140 
Libra 15 Vitality 64 | 
Parry Yes Spirit 83 
DROPS Chance items i 
Primary 1% Dark Crest | 
Ed 
Secondary - zi 
Appendage - -i 
Element 50% Fire (6) ; 
AVRILABIUTY Ì Time Anyüme | 
Natural Habitat Duscae (Daurell Cavens) 
Quest - 
ee AILMENTS - 


ARES * / 


Rek 100% 100% 120% 100% 100% 100% 120% 


100% 


NOTES zi of inflicting Compromised and Confusion statuses. Break effects: 
Vitality -20% (body/30%). 


Natural Habitat _Cleigne (Steyliff Grove maze - Chapter 15) 


MATCHA MOUSSE 

ATTRIBUTES Size 1 | 
Level 83 HP 21,500 j 

EXP 644 Strength 30.570 } 
Libra 15 Vitality 107 
È _ Parry Yes Spirit 128 | 
DROPS Chance Items 

Primary 3% Dark Crest 
Secondary = zi 
Appendage - - 
Element 100% lee (12) } 
AVRILABIUTY 3 Time Anytime | 


Quest - 
| STATUS AILMENTS immune to Instant Death, resistant to Afterna 


Î 
Ï 
[SSR + oe 


0% 50% EMK á 50% Sk 50h 120% 128% 


NOTES Employs HP-draining attacks. Break effects: Vitality -20% (body/30%). 


LAKHMU FLAN 

ATTBIBUTES Size 2 | 
Level 61 HP 274,000 ; 

EXP 388 Strength 39,180 

Libra 22 Vitality 210 
Parry Yes Spirit 269 | 

k DROPS Chance items 
Primary 2% Dark Crest 
Secondary - = 
Appendage 5 E | 
Element 100% lee (12) } 
AVARABILTY © Time Anytime 


Natural Habitat Leide (Keycatrich Trench maze - Chapter 15} 


Quest - 


| STATUS AlLMENTS Resistant to Instant Death and Akerna 


NONE: * / eo 


50% 50% 50% 50% 50% 50% 50% 50% 120% 
NOTES _Employs Dark-elemental and HP-draining attacks. Break effects: 
Vitality -20% (bady/20%). 
HECTEYES 
ATTRIBUTES Size 2 | 
Level 20 HP 24,600 | 
EXP 71_ Strength el 
Libra 15 Vitality 85 
Parry Yes Spirit Kh | 
DROPS Chance Items | 
Primary 1% Dark Crest } 
Secondary - „ji 
Appendage - | 
Element 50% Fire {6} ; 
BUAWABILITY 5 Time 20:30 ta 03:59 | 
Naturat Habitat - | 


Quest Hunt: A Nightmare Upon the Water (Altissia, Maagho} 
| STATUS AlLMENTS - 


[ANNM S so 


100% 120% 100% 100% 120% HAA 10% 1% 1004 120% 


NOTES _Capable of inflicting Compromised and Confusion statuses. Break effects: 
Vitality -20% (body/30%). 


| 
| 
| 
| 
E 
| 
| 
Ì 
Kij 


HECTEYES 
 ATTRIBUTES Size 2 
Level 55 HP 24,400 
EXP 499 Strength 12,830 
Libra 15 Vitality 97 
Parry - Spirit 124 
DROPS Chance Items 
Primary 1% Dark Crest 
Secondary - - 
Appendage d d 
Element 50% Fire {6} 
AVAILAGIUTY © Time Anytüme | 
Natural Habitat Leide (Keycatrich Trench maze - Chapter 15}; Cleigne {around 
Pitioss Ruins) 
Quest - í 


| STATUS AILMENTS Resistant to Alterna 


NNM Ss * / 
100% 180% 120% 100% 100% 120% 100% 100% 180% 100% 120% 


NOTES -Capable of inflicting Comipromised and Confusion statuses. Break effects: 
Vitality -20% Ybody/30%). 


en, 


IMPERIAL TROOPER 

| ATTRIBUTES Size 1} 

_ Level 16 HP 2,600 

EXP 42_Strongth 800 | 

ĳ Libra 15 Vitality 64 | E 

Il Parry =_ Spirit 55 | 
DROPS Chance items | 
Priraary 5% Superior Restorative } 
Secondary 1% Bulletproof Vest | 
Appendage - - ! 
Element 30% Lightning (2) 

AVAILABILITY _ Time Anytime 


Natural Habitat Leide (hill overlooking Insomnia); imperiat bases: landing craft drops 
from Chapter 05 to Chapter 08 


Qwest Main Quests: Engaging the Empire, Imperial Infiltration 


Ë STATUS AILMENTS Immune to Poison and Stop 


NEN ss * / 


oen Main Quest: Il Tidings 


| STATUS AILMENTS irmune to Poison and Stop 


[ANNO S */ eo 


100% 


tu 
NOTES - 


100% 


120% 


120% 100% 120% {0% 50% 100% 


IMPERIAL RIELEMAN 

ATTRIBUTES Size 1 
Level 3 HP 1,000 
EXP 8 Strength 260 
Libra 15 Vitality 38 
Parry -_ Spirit 35 
DROPS Chance tems 
Primary 5% Superior Restorative 
Secondary 1% Bulletproof Vest 
Appendage - - 
Element 30% Lightning {2} 
© Time Anytime } 


t 
î 
H 
ï 


ï 


BATTERY SOLDIER 
ATTRIBUTES Size 1 | 
Levet 4 HP 1.000 
EXP 9 Strength 280 
Libra 1.5 Vitality 46 ; 
Parry -_ Spirit 36 | 
DROPS Chance Items ; 
Primary 5% Muscle Stimulant 
Secondary 1% Bulletproof Vest 
Appendage - 
Element 30% Lightaing (2) $ 
AVBLABILITY 3 Time Anytime : 
Natural Habitat - 


Quest Main Quest: The Power of Kings 


| STATUS AILMENTS \mmune to Poison and Stop 


IMPERIAL RIFLEMAN 
ATTAIBGTES Size 1: 
Level 16 HP 900 : 
EXP 42 Strength 320 : 
Libra 15 Vitality a4 | 
Parry Spirit 49 
DROPS Chance items ; 
Primary 5% Superior Restorative ; 
Secondary 1% Bulletproof Vest : 
Appendage - 
Element 30% Lightning {2} 
AVAILABIUTY { Time Anytime ; 
Natural Habitat - Î 


Osest Main Quest: Express Train for Trouble 
| STATUS AILMENTS Immune to Poison and Stop 


A * 


100% 100% tl 20% 100% 120% 100% 


BATTERY SOLDIER 
AFTRIBUTES Size 
Level 16 HP 
EXP 42 Strength 
Libra 15 Vitality 
Party -_ Spirit 
DROPS Chance 
Primary 5% 
Secondary 1% 
Appendage 
Element 30% 

AVAILABIUJTY E Time 

Natural Habitat Leide {hill overlooking Insomnia); imperial bases 


Quest Main Quests: Engaging the Empire, Imperial Infiltration, The Trial of Leviathan 


Í STATUS AILMENTS \mmune to Poison and Stop 


Muscle Stimulant 


50% 


Bulletproof Vest 


Lightning (2) 
Anytime 


190% 100% 108% 100% 120% 120% 100% 120% 100% 50% 100% 
NOTES - 
IMPERIAL RIFLEMAN 
\ AITMIRUTES Size 1} 
_ Level A HP 1,000 ; 
EXP 11 Strength 300 | 
Libra 15 Vitality 40 
Pasry - Spirit 37; 
Ef 
DROPS Chance Items ; 
Primary 5% Reflex Enhancer í 
Secondary 1% Bulletproof Vest ; 
Appendage - - Ì 
Element 30% Lightning (2) 
AVAILABILITY 5 Time Anytime | 
Natural Habitat Leide (Esterleiden Blockade) ! 
| 
Quest Main Quests: IIÌ Tidings, The Power of Kings | 
i 
| odin ck immune to Poison and Stop Í 
EE 
ï 
NNM Ss * se 
El 
100% _s00% 100% 100% 120% 120% 100% 120% 10% 50% 100% | 
NOTES - Ì 
i 
El 
| 
En eben Need 
MAGITEK AXEMAN 
| ATTRIBUTES Size 1| 
Level 6 HP 2,400 
EXP 16 Strength 370 
Libra 1.5 Vitality 50 
Parry -_ Spirit 44: 
DROPS Chance items … 
Primary 5% Muscle Stimulant 
Secondary 5% Magitek Booster 
Appendage 5 
Elemant 50% lee (4) : 
AVAILABILITY {Time Anytime 
Natural Habitat 
Quest Main Quests: If Tidings, Main Quest: The Power of Kings 
Ee Imrmune to Poison and Stop | 
| Ei OE ud se 
180k dh 120% 120% 108% 100% 100% U% 100% : 


NOTES - 


i : x ee Ke 
NNM: + / oe NNS * fe 
100% 108% 108% 120% 120% 108% 120% 100% 50% 100% | 100% 100% 100% 100% 120% 120% 100% 120% 180% 50k 100% Ì 
NOTES - | NOTES - i 
WET entend NE ennn 
IMPERIAL SNIPER ETERNAL TROOPER 

ATERIBUTES Size 1| | AFTRIBUTES Size 1i 
Level 16 HP 2,500 | Level 35 HP 4,800 i 
EXP 41 Strength 860 : EXP 42 Strength 2.960 HI 
Libra 1.5 Vitality 62 | Libra 15 Vitality 86 ĳ 
Parry - Spirit 57: Parry - Spirit 3: 
DROPS Chance items ; DROPS Chance items Î 
Primary 5% Reflex Enhancer : Primary 3% Muscle Stimulant i 
Secondary 1% Bulietproof Vest ; Secondary - -: 
Appendage - =| Appendages “tE 
Element 30% Lightning (2) ; Element 30% Lightning (2} i 
AVAILABILITY 5 Time Anytime AVAILASIUTY © Time Anytime | 
Naturaf Habitat Leide (hill overlooking Insornnia); imperial bases H Natural Habitat _insornnia (Chapter 14} Ì 
Qusst Main Quests: Engaging the Empire, The Trial of Leviathan Quest Main Quest: The Cure for Insomnia | 
pn AILMENTS Immune to Poison and Stop Peau Resistant to Altera, immune to Poison and Stop | 
NNS «7 oe KN EN BN DA asdinddind 
108% 00% 108% oak 120% 20% 100% 120% 100% 100% | 169% 100% 180% s0D% 120% 120% 100% 120% 100% 108% ì 
NOTES - ‚Joors - | 

MAGITEK AXEMAN ARMORED AXEMAN 
} arrmigures Sizo 1} ATIRIBUTES Size ri 
Level 24 _HP 7,400 Level 31 HP 1,000 
EXP 103 Strength 4,460 : EXP 186 Strength 630 H 
Libra 1.5 Vitality 83 ; tibra 1.5 Vitality 22 
Parry -_ Spirit 2 í Parry -_ Spirit 24 
DROPS Chance items | DROPS Chance Items } î 
Primary 5% Muscle Stimulant ; Primary 5% Muscie Stimulant £ i 
Secondary 5% Magitek Booster ; Secondary 5% Magitek Booster ! Ì 
Appendage - -i Appendage ; 
Element 50% lee (4) ; Element 50% lce a : 
AVAUABIUITY Ì Time Anvtim AVAILABILITY 5 Time Anime | 
Natural Habitat Leide (Formouth Garrison); Duscae (Aracheole Stronghold); landing Naturaf Habitat - i 
craft drops from Chapter 05 to Chapter ; : 
| | 
Quest - : Quest Main Quest: Express Train for Trouble i 
pn AILMENTS immune to Poison and Stap É | Pd AILMENTS Resistant to Alterna, immune to Poison and Stop 
UK Ee ‘Im EE | 
NNNENUOES: */e INNAME */ e 
1e0k 10% 120% 20% 100% 100% 100% 100% 50% 120% 100% : 100% 100% 120% 120% 100% 180% 100% 1M% 50% 120% 100% 8 
NOTES - NOTES - 
EN 5 ME _ En EE _/ 
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IMPERIAL FORCES 


MAGITEK BANNERMAN MAGITEK BANNERMAN MAGITEK BANNERMAN 
f Size 1 5 ATERIBUTES Size 1| & ATTRIEUTES Size 1 
_ Level 6 HP 2,200 Level 18 HP 5,500 ! 4 Level 44 HP 12,800 
EXP 18 Strength 360 _ EXP 73 Strength 1,000 _ EXP 385 Strength 6,550 
_ Libra 15 Vitality 56 _ libra 1,5 Vitality 83 _ tibra 1.5 Vitality 120 
_ Parry -_ Spirit 44 _ Parry -_Spirit 63 _ Parry - Spirit at 
DROPS Chance Items DROPS Chance items DROPS Chance Items 
Primary 10% Hesh Fortifier Primary 10% Flesh Fortifier Primary 10% Flesh Fortífier 
Secondary 1% Bulletproof Suit Secondary 2% Bulletproof Suit Secondary - 
Appendage - - Appendage - - Apgendage - - 
Element 50% Lightning (4} Element 50% Lightning (4) Element 50% Lightning (4) : 
AVAILEBIITY _ Time Anytime RVALLABILETY © Time Anytime AVAKABILITY _ Time Anytime : 
Natural Habitat Random fanding craft drops in Lucis from Chapter 02 onward Natural Habitat Landing craft drops from Chapter 05 to Chapter 08 Natural Habitat Landing craft drops from Chapter 05 onward 
Quest - Quest - Quest - 


| STATUS AILMENTS immune to Poison and Stop | STATUS AILMENTS immune to Poison and Stop | STATUS AILMENTS Resistant to Alterna, immune to Poison and Stop 


Pi p 
NNS + oe NNM Ss «se NNM: + / o 
100% 100% 120% 120% 100% 198% 180% 120% 100% 188% 180% f20% 120% 100% fD0% 100% 100% 120% 50% 100% 100% 120% 120% 108% 100% 108% 100% 120% 50% 100% 
NOTES Employs Lightning-elernental attacks capable of ok Shocked status. NOTES Employs Lightning-eltemental attacks capable of inflicting Shocked status. NOTES Employs Lightning-elemental attacks capable of inflicting Shocked status. 
MAGITEK SWORDSMAN ARMORED SWORDSMAN IMPERIAL SPEARMAN 
Ù ATTRIBUTES Size 1 | ATIRIBUTES Size | ATRIBUTES Size 1Í 
î Level 18 HP 6,100 { Level 32 HP 1,080 : Level 18 HP 3,200 ; 
_ EXP 68 Strength 370 | EXP 187 Strength EXP 60 Strength 280 | 
_ Libra 1.5 Vitality 75 | Libra 1.5 Vitality Libra 15 Vitality 63 ; 
_ Parsy -_ Spirit 54 | B vary -_ Spirit Parry =_ Spirit 48 | 
DROPS Chance Items | DROPS Chance Items DROPS Chance items | 
Primary 5% Reflex Enhancer Primary 5% Reflex Enhancer Primary 5% Muscle Stimulant | 
Secondary 5% Magítek Booster | Secondary - - Secondary | 
Appendage - il Appendage 5 E Appendage | 
Element 50% Fire (4} | Element 50% Fire (4) Element 50% Lightning (4) Î 
AURILABIITY _ Time Anytime | AURILAAIUT _ Time Anytime BYALLABILID © Time Anytime | 
Natural Habitat Landing craft drops from Chapter 05 to Chapter 08 | Natural Habitat - Natural Habitat í 
Î 
| | 
Quest Main Quests: Engaging the Empire, The Trial of Leviathan | Quest Main Quest: Express Train for Troubte Quest Main Quest: The Archaean ; 
$ É 
Î 
Ô STATUS AILMENTS immune to Poison and Stop | | STATUS AILMENTS Resistant to Alterna, mmune to Poison and Stop Ï STATUS AILMENTS immune to Poison and Stop E 
E H 
Í Ë 
vei EK , 5 ' 
: N \ u re we ee 7 Ns: ee N 
NNS «Se (NNEEMNOES */e (INNEENOR Ss «* / 
100% 100% 120% 120h OBK 100% 100% 50% 00% 120% 100% | 188% 109% 129% 120% 189% 180% 108% 50% 180% 120% 100% 180% 160% 120% 120% 100% 169% 150% 100% 120% 50% 100% | 
NOTES - | NOTES - NOTES - | 
| | 
) ) 
MAGITEK ASSASSIN ED ASSASSIN leren TROOPER 
Ù Size | Size 1 Size 1 | 
‘Level 87 HP 14,60 i Level 34_HP 960 | U Laval 31 HP 1,200 
_ EXP 476 Strength 8,620 | — EXP 244 _ Strength 790 EXP 87 Strength 720 | 
Ïĳ Libra 15 Vitality 108 _ Libra 15 Vitality 20 | _ Libra 15 Vitality 2 | 
_ Parry -_ Spirit 96 _ Parry -_ Spirit 22 | _ Parry -_ Spirit 24 | 
DROPS Chance tems DROPS Chance Ifems | DROPS Chance hems | 
Primary 5% Muscle Stimulant Primary 5% Muscle Stimulant i Primary 3% Fiesh Fortifier | 
Secondary - - Secondary 2% Gravity Welt ; Secondary - =| 
Appendage - - Appendage - -i Appendage - “if 
Elemant 50% Lightning (4) Element 50% Lightning 44} Element 30% Fire (1) | 
AVAILABILITY © Time Anylime BIRSLABUIT © Time Anytime | AVAILARILTEY © Time Anyúme | 
Natural Habitat Landing craft drops from Chapter 09 onward Natural Habitat - Natural Habitat - í 
f 
| | 
Quest Sidequest: Formouth Garrison Quest Main Ouest: Express Train for Trouble | Quest Main Quest: Express Train for Trouble ! 
É 
i ú 
| STATUS AiLMENTS Resistant to Aiterna, immune to Poison and Stop | STATUS AlLMENTS Resistant to Alterna, immune to Poisen and Stop í | STATUS AILMENTS immune to Poison and Stop Î 
| | 
KNN: */e (NNANNOM:*/e (NNERRUM: */ 9 
108% f20% 120% 180% 100% 180% 100% te 180% f00% 198% 120 10% 100% s0P% 1% 10% 120% 50% 100% 108% 100% 160% 100% 120% 189% 128% 160% 120% 100% | 
$ 
NOTES - NOTES - | NOTES Capable of self-destruction. | 
| | 
: | 
í | 
a amnens nn: EN 
SHOCK TROOPER ROGUE AXEMAN HAYWIRE AXEMAN 
ä Size 1} | ATTRIBUTES Size 1] | ATTRIBUTES Size 1 
_ Level 31 HP 3,800 | Level 33 HP 6,800 ; _ Level 37 HP 7,200 
EXP 97 Strength 680 | _ EXP 166 Strength 4,060 _EXP 208 Strength 4,510 
_ Libra 1,5 Vitality 2 | í Libra 15 Vitality 84 | _ Libra 15 Vitality 98 | 
« Parry =_Spisit 28 | _ Parry - Spirit 72 | _ Parry -_ Spirit 83 | 
DROPS Chance ftoms DROPS Chance items | DROPS Ghance items | 
Primary 3% Flesh Fortifier 4 Primary 3% Reflex Enhancer Primary 3% Reflex Enhancer } 
Secondary - Secondary - -i Secondary - -| 
Appendage - - Appendage - -Í Appendage - „tf 
Element 30% Fire {1} Element 30% Lightning 11} Ì Element 30% Lightning (1) 
AVALLABILITY _ Time Anytime | AVAILARKITY { Time Anytime | AUKRABILITY & Time Anytime 
Natural Habitat - Natural Habitat Natural Habitat - 


Avast Main Quest: Zegnautus Keep Quest Main Quests: The Imperial Capital, Zegnautus Keep Quest Main Quests: Zagnautus Keep 


| STATUS AILMENTS immune to Poison and Stop 


NNM: + / o 


160% 188% 100% 100% 1204 128% 50% S08% 120% 169% 
NOTES Capable of self-destruction. | 


Ì STATUS AILMENTS Immune to Poison and Stop 


Ml CV BN Es ese 
109% 180% 120% 100% 106% 100% 120% 5% 100% 
NGTES - 


l STATUS AILMENTS immune to Poison and Stop 


MNM: * 7e 


108% 120% 1204 08% 0% IK 120% 50% | 
NOTES … ĳ 


1% 
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MA VELES 
b Size 4) 


_ Level 17 HP 18,800 
Ï EXP 311 Strength 1,240 
? Libra 12 Vitality 92: 
_ Parry -_ Spirit 84: 
E zen DROPS Chance Items ; 
En 8 Primary 30% Laser Sensor #8 
AL En | Ge Secondary . - 
Appendage - -Ì 
Element 100% Fire (8) ; 
EVRILABIUTS { Time Anytime : 


Natural Habitat Leide (Esterleiden Blockade}; Duscae (Aracheole Stronghold); 
Cleigne (Fort Vaullerey); landing craft drops from Chapter 05 to Chapter D8 


Quest Main Quests: The Power of Kings, Engaging the Empire 
Ì STATUS AILMENTS Resistant to Instant Death, immune to Poison and Stop Ì 
NEMEN S + Ss eo 


100% 120% 100% 120% 100% 180% 100% 50% 100% 120% IMM 


HOTES Body part modifiers: -90% damage fram all damage types (all body parts). 
E Break effects: weapon destroyed (destructible weapons/3%). 


MA VELES-BIS 


0 ATIRIBUTES Size 3; 
_ Level 46 HP 47,300 : 
EXP 1976 Strength 10,890 ; 
Kz _ tibra 12 Vitality 139 ; 
_ Parry -_ Spirit 124 | 
DROPS Chance Items 
Primary 60% Dynamo 
Secondary 5% Chobham Armor :& 
Appendage - «| 
Element 100% Fire (3) : 
AVALABILITY 5 Time Anytime : 
ern Habitat Leide (Formouth Garrison}; landing craft drops from Chapter 09 
onwar 


Quest Sidequest: Formouth Garrison 


STATUS AILMENTS Resistant to Instant Death and Alterna, immune to Poison 


and Stop Í 
NNS + / oe 
180% 120% 100% 120% 100% 100% 100% 50% 100% 120% MM 


NOTES Capable of inficting Stone status. Body part madifiers: -90% damage from 
all damage types (legs and arms). Break effects: weapon destroyed (destructible 
weapons/3%). 


MA-X CUIRASS 
hi Size a Hi 
108,500 5% 


_ Level 51 HP 
_ EXP 3,553 Strength 19,290 
\ Libra 30 Vitality 433 
_ Parry -_ Spirit 1151 
DROPS Chance Items 
Primary 100% Magitek Shield 
Secondary - - 
Appendage - - 
Element 100% Lightning (33) 
AVALLABILETY _ Time Anytime 
Natural Habitat - 
Quest Sideguest: Formouth Garrison 
STATUS AILMENTS Highly resistant ta Instant Death, immune to Alterna, immune to Í 
Poison, immune to Stop 


NEN EE DE 5 


190% 100% 100% 100% 100% 10% 120% 100% 


NOTES Employs Lightning-elemnental attacks capable of inflicting Shocked status. 
Break effects: weapon destroyed (destructible weapons/10%). 


& 


* id 
100% 


MA-X PATRIA Hi 
id Size ah 
© Level 76 HP 201,400 ; 
8 EXP 4,780 Strength 92.930 : 
_ Libra IMM Vitality 684 : 
Parry -_ Spirit 4,182 | 
proPs Chance Items | 
Primary 97% Hydraulic Cylinder 
Secondary 3% Magitek Core 
Appendage - 5 
Element 100% Lightning (33) 
BIGLAERITT _ Time Anytime 
Natural Habitat Landing craft drops from Chapter 05 onward after you've defeated 
a MA-X Maniple 
Quest - 


| STATUS AILMENTS immune to Instant Death, Aftemna, Poison, and Stop 


[LARRNOM: */ oe 
100% 160% 100% 100% 120% 120% fOD% 100% 100% 


NOTES Employs Lightning-elemental attacks capable of inflicting Shocked status. 
Body part modifiers: -40% damage from all damage types (legs). -30% damage from 
all damage types larms), -10% damage from all damage types (hands). Break effects: 
weapon destroyed (destructible weapons/10%). 


MA VELES-BIS 


\ ATERIBDTES Size 3 
_ Level 46 HP 47,300 
—_ EXP 1,976 Strength 10,830 
f Lora 12 Vitality 139 
Parry -_ Spirit 124 
4 Fl DRGPS Chance Items £ 
Primary 60% Dynamo SAN 
Secondary 5% Magitek Shield 
Appendage - - 
Element 100% Fire (8) 
AVAILABILITY © Time Anytime ANRILABIITY 
Natural Habitat Leide (Formouth Garrison); landing craft drops from Chapter 09 
onward onward. 


Quest Sidequest: Formauth Garrison 


STATUS AILMENTS Resistant to instant Death and Alterna, immune to Poison 


and Stop war ke 
NEEM s «Ss 

100% 120% 100% 128% 100% 100% 100% 50% 100% 120% IMM 100 120% 
NOTES Capabie of inflicting Toad status. Body part modifiers: -90% damage from 


all damage types tiegs and arms). Break effects: weapon destroyed (destructite 
weapons/3%). 


MA HOPLOMACHUS an 
_ ATFRIBUTES Size 3 
Level 45 HP 45,700 
_ EXP 1,884 Strength 10,130 
} Libra 12 Vitafity 137 
Parry -_ Spirit 122 f 
DROPS Chance Items : 
Primary 95% Dynamo 
Secondary 5% Magnetron 
Appendage - 
Elemant 100% Fire (8) 
AVAKABILITY © Time Anytime . BYARABILTY 
Natural Habitat Landing craft drops from Chapter 09 onward Natural Habitat 
Quest Sidequest: Formouth Garrison 
pn AILMENTS Resistant to Instant Death and Alterna, immune to Poison 
and Stop 
Hr 120% 100% f20% 100% 190% 100% 50% 100% 120% IMM 100% 100% 


NOTES Employs fFire-elemental attacks capable of inflicting Burnt status. Body part 
modifiers: -90% damage from all damage types (all body parts). Break effects: weapon 
destroyed (destructible weapons/10%) 


MA-X MANIPLE 


| 


MA VELES-BIS 

| ATIRIBUTES 

_ Level 48 
EXP 1,976 
Libra 12 
© Parry - 
DROPS Chance 

r‚ Primary 60% 

Secondary 5% 
Appendage - 
Element 100% 

5 Time 


100% 


100% 


Quest Sideguest: Formouth Garrison 


100% 


NOTES Capable of inflicting Confusion status, Body part madifiers: -90% damage 
from alt damage types llegs and arms). Break effects: weapon destroyed (destructible 
weapons/3%). 


108% 


Á MA-X CUIRASS 
MN ATTBIBUTES 
Level 22 
| EXP 709 
1 Libra IMM 
1, Parry - 
DaaPs Chance 
Primary 100% 
Secondary n 
Appandage - 
Element 100% 
{ Time 


Quest Main Quest: Declaration of War 


Í STATUS AILMENTS Immune to instant Death, Alterna, Poison, and Stop 


HOK 120% 


160% 


Size 3 
HP 47,300 
Strength 10,890 
Vitality 138 
Spirit 124 
Items 

Dynamo 

Tempered Shield 

Fire (8) 

Anytime 


Natural Habitat Leide (Formouth Garrison); landing craft drops from Chapter 09 


STATUS AILMENTS Resistant to Instant Death and Alterna, immune to Poison 


160% 


Mss e 


50% 


100% 120% IMM 


Size 3 | 
HP 46,200 

Strength 2,240 
Vitality 307 

Spirit 844 ; 
Items 

Circular Saw | 

Lightning (33) | 


Anytime 


NME S/S eo 
100% 


NOTES Employs Lightning-elemental attacks capable of inflicting Shocked status. 
Break effects: weapon destroyed (destructibie weapons/10%). 


100% 100 WB 


ATTRIBUTES Size a} ; Size 3! 
Level 23 HP 47,700 $ Level 55 HP 124,900 : 
"&EXP 605 Strength 2,360 ger 3,572 Strength 23 370 
Likn 30 Vitality 310 _ Libra 30 Vitality aar 
-_ Spirit 852 Lei, =_ Spirit 1172; 
Chance Items # | DRÔPS Chance Items } 
Primary 95% Laser Sensor | Primary 95% Laser Sensor 
Secondary 5% Assist Suit : Secondary 5% Assist Suit } 
Appendage - zj Appendage - -} 
Element 100% Lightning (33) ; Element 100% Lightning (33) ; 
AVAILABIUTY © Time Anytime ; AVARLABIUITY \ Time Anytime 
Natural Habitat _Duscae (Aracheole Stronghold); landing craft drops from Chapter _ : Natural Habitat Leide (Formouth Garrison) ï 
05 to Chapter 08 ; 
Quest Main Quest: Engaging the Empire Quest - 
STATUS AILMENTS Highly resistant to Instant Death, resistant to Alterna, immune | STATUS AILMENTS Highty resistant to Instant Death, resistant to Alterna, immune | 
to Poison and Stop E to Poison and Stop E 

KNN Ss */e INNMNNUOE Ss */ 
108% 100% 100% 189% 108% 120% 120% 100% 0% 100% MM 180% 109% 100% 100% 120% 120% H00% 100% 100% (MM | 
NOTES Employs Lightning-elerental attacks capable of inflicting Shocked status. NOTES Employs Lightring-elemental attacks capable of inflicting Shocked status. : 
Break effects: weapon destroyed (destructible weapons/10%). Break effects: weapon destroyed (destructible weapons/10%). í 
dammen nn _ B 

MA-X DUX MA-X ANGELUS-0 

ATTRIBUTES Size 3; Ä Size 3 | 

Deens 51 HP 108,500 : Level 99 HP 202, 000 | 
z EXP 4,286 Strength 19,290 ; EXP 22108 Strength 152,300 | 
_ Libra 30 Vitality 433 } _ Libra IMM Vitality 2,959 ; 
_ Parry -_ Spirit 1,451: _ Parry -_ Spirit 5,125 £ 
$ E 
DROPS Chance items ; DROES Chance Items ; 
Primary 100% Magitek Core ; Primäry 95% Magîek Suit 
Secondary - -; Secondary 5% Magitek Suit VZ j 
Appendages - -i Appendage - -i 

Element 100% Lightning (33) ; Elemont 100% Lightning (99) } 
AVALAEIUITY { Time Anytime : AVA ABILITY © Time Anytime | | 
Natural Habitat - heren Habitat Landing craft drops during Chapter 15 after you've defeated a í 
-X Patria Ï 
| 
Quest Sidequest: Formouth Garrison Quest - | 


Jans AILMENTS Highly resistant to Instant Death. resistant ta Altera, inmune 


[ Poison and Stap 
NNS + / oe 
toe 108% 180% sac 120% 120% 108% 10% 100% IW 180% 100% 


NOTES Body part modifiers: -90% damage from all damage ee (all body parts). 
Break effects: weapon destroyed (destructible weapons/10%) 


180% 


[NAMES * Se 


100% 


HOTES Employs Lightaing-elemental attacks capable of inflicting Shocked status, 
Body part madifiers: „90% damage from all damage types (all body parts). Break effects: } 


120% 120% 


weapon destroyed {destructible weapons/10%). 


100% 


| STATUS AILMENTS immune to Instant Death, Alterna, Poison, and Stop 


100% 100% IMM 
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ARANEA LEVIATHAN 


Size 5 | 


| Â ATTRIBUTES Size 1} | ATTBIBUIES Size 5 
25 HP 213,000 : } Level 26 HP 46,500 ; ‚ Level 42 HP 230,000 ; 
0 Strength 580 _ EXP 1,903 Strength 67 : _ EXP 2486 Strength 3,070 ; 
IMM Vitality 76 _ Libra 45 Vitality 56 | Libra IMM Vitality 127 | 
-_ Spirit 99: Parry -_ Spirit 109 : | Parry - Spirit 155 
DRO Chance Items : E DroPs Chance Items DROPS Chance Items 
Primary 5 zl Primary - -À Primary 5 E 
ë B Secondary - - | Secondary = =| Secondary . =| 
Appendage - - Appendage - -} Appendage - =| 
Element Element 100% Lightning (10) | Element 100% lee (33) | 
LAE ï AVALABILITY | 
Time Anytime Time Anytime ; Time Anytime | 
Quest Main Quest: The Trial of Titan Quest Main Quest: Imperial Infiltration | Quest Main Quest: The Trial of Leviathan 
STATUS AILMENTS Immune to Instant Death, STATUS AILMENTS Immune to Instant Death STATUS AILMENTS Immune to Instant Death, 
Alterna, Poison, and Stop | and Alterna, weak to Poison and Stop Ì Alterna, Poison, and Stop 


NEN ME 


100% 100% 100% 100% 100% 100% | 100% 100% 100% 100% 100% 100% | 10% 10% 10% 10% 10% 10% 
Ms * se Ns «Se Hs «se 


100% 160% 100% 100% 100% Cee B100% 100% 100% 100% 120% 10% 10% 10% 10% 10% 
NOTES Unbreakable NOTES Capable of dodging. Employs powerful NOTES Moves swiftly, but is weak to projectiles 
Í Highwind technique. with homing properties. 
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* Bestiary 


® Bosses 


EPEN vrg 


IERIT 


Ì ATTRIBUTES Size 2e | ATTRIBUTES Size 3 | ATTRIBUTES Size 1 
Level 44 HP 275,000 Level 46 HP 99,500 Level 58 HP 200,000 
_ EXP 4411 Strength 8,000 j EXP 5,923 Strength 18,070 EXP 6,501 Strength 4,760 
Libra IMM Vitality 143 KAN Libra IMM Vitality 255 _ Libra IMM Vitality 164 
Parry -_ Spirit 152 & _ Parry - Spirit 1,023 _ Parry -_Spirit 152 
fl orors Chance Items } N orops Chance Items B orors Chance Items 
fl Primary - E Ê Primary - ë 8 Primary - - 
8 Secondary = - \ Secondary = - Ë Secondary je 5 
8 Appendage - - | Appendage - - |  Appendage - - 
fl Element 100% Fire (50) | fl Eiement 100% Fire (99) fl Element 100% Ice (99) 


Time 


Anytime 


Time Anytime 


Quest 


Time Anytime 


Quest 


Quest Main Quest: Reunion and Recovery 


Main Quest: The Cure for Insomnia 


Main Quest: The Cure for Insomnia 


STATUS AILMENTS Immune to Instant Death, 
Aiterna, Poison, and Stop 


100% 100% 100% 100% 100% 100% 


bk P & 


100% 50% 50% 50% 120% 
Nn NOTES Employs Dark-elemental techniques. 


STATUS AILMENTS immune to Instant Death, 
Alterna, Poison, and Stop 


NON EN 4 KE 


100% 100% 100% 100% 100% 100% 


sk f & 


IMM 150% 100% 100% 


NOTES Employs Fire-elemental attacks capable 
of inflicting Burnt status. 


STATUS AILMENTS Immune to Instant Death, 
8 B Alterna, Poison, and Stop 


BN GN B ES Dl 


100% 100% 100% 100% 100% 100% 


BRS en 


100% 100% 100% 100% 100% 


NOTES Capable of phasing and warp-striking. 
Employs elemental spells. Employs Dark-elemental 
techniques. 


100% 
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OIRATEGY & ANALYSTS 


Final Fantasy XVs real-time combat may seem straightforward at first, but there are actually many 
multilayvered, Interdependent systems that govern the prowess of your party and their opponents. 
If you aspire to attain true mastery of the battie system, including a eommanding appreciation of 
how to prepare Noctis and his cohorts for each encounter, this chapter has much to teach you. 


Note: We have taken great care to avoid narrative spoilers in this chapter, Unless you are extremely 
sensitive to advance notice of gameplay features, you should be fine to read on without ruining 
your appreciation of the storyline. 
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QUESTIONS & ANSWERS 


As most readers will likely arrive at this packed chapter with very specific queries in mind, we open it with a collection of useful jumping-off points. 
There is much, much more to learn in the many pages of advice and analysis that follow, of course, but we confidently assume that many of the 
following questions will be the cause of a first visit. 


Which weapons should | use? What exactly is happening during combat? 

=> Weaponry, page 272 What are all the different types of weapon attacks? 

—> Combat Maneuvers, page 283 

What's so special about the Royal Arms? — Royal Arms, page 285 
What are my allies doing? — Ally Coordination, page 288 

What do the different techniques do? > Techniques, page 288 
What is Armiger? > Armiger, page 287 

What are my defensive options? — Defense, page 292 

How can | summon my Astrals? = Summons, page 291 


ke, 


How does the Elemancy system work? 
> Elemancy, page 274 


What do | need to know about Ascension? 
> Ascension, page 296 


OOG OD 


What do all the status effects in the game mean? 
=> Status Effects, page 282 


i 7 
What do the in-game stats mean? Oa MaDe LOUER 
Se Airibdtes pehe Di > Damage Calculation, page 292 


How do character skills work? How does the post-battle Report Card work? 
> Skills, page 303 > Report Card, page 294 


What are my stat gains when leveling up? 


How do | play the mini-games Justice Monsters Five and > Parameter Growth, page 294 


Totomostro in Final Fantasy XV? 

—> Mini-Games, page 309 What are some interesting party setups? 
=> Party Setups, page 300 

Reading Notes 


Though it may be just over 30,000 words in length and equally suitable for occasional reference as and when required, this-chapter has been 
arranged in a manner that makes it perfect for a single marathon read — if you are so inclined. The idea is for you to be fully equipped to 
deal with the three-step “gameplay loop” that defines FFXV: Battle Preparation, Conflict, and Party Advancement. If you need to skip 
directly to a specific section, the following diagram can act as a handy thematic index. 


BATTLE PREPARATION 
Attributes- — See page 269 
Weaponty > See page 272 
Elemancy > See page 274 
Status Effects > See page 282 


REFERENCE CHAPTERS 
Walkthrough & Sideguest 


Inventory & Bestiary 


Long-term Per-oatte 

planning, adve 
PARTY ADVANCEMENT 
Character Development = See page 294 __ CONFLICT 
Ascension > See page 296 Combat Maneuvers > See page 283 
Party Setups > See page 300 Damage Calculatton- > See page 292 
Skills & Mini-Games > See pages he 
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ATTRISU IES 


Before we delve into advanced mechanics governing combat and party setups, it is necessary to explain the core attributes for party members and 


enemies. 


HP 


OO nanne nnnna 


There are three fundamental states of HP that apply to Noctis and his 
allies. 


& Base HP is an absolute value that is determined by the characters 
level and gear, plus bonuses derived from consuming meals and 
other boosts. You can dramatically augment this total with certain 
pieces of equipment and foodstuffs, which is by far the best way to 
enhance your survivability. 


© Current HP is the active value that can be reduced by damage from 
enemy attacks, and is recovered either passively (albeit gradually) or 
by manual recovery methods. 


© Maximum (Max) HP is the upper limit to which Current HP can 
be recovered through standard restorative means. By default, it is 
equivalent to Base HP This value diminishes as a result of attacks 
from Daemon-type enemies, as well as any depletion that occurs 
during the Danger status. 


The HP bar displays up to three shades to demonstrate the relationship 
between these three values. Your Base HP spans the entire length of 
the bar. Current HP is filled in white. Any black represents a reduction 
in Max HP from the base value. Finally, gray indicates the difference 
between Current HP and Maximum HP 


In other words, as illustrated in the accompanying diagram: 


& White: Current HP 

& Gray: Passively recoverable Max HP 

& White + Gray: Max HP 

& Black: Max HP reduction (cannot be recovered passively) 
& White + Gray + Black: Base HP 


Max HP 
Reduction 


Current HP 


Recovery 


If Current HP is less than Max HP the difference can be recovered 
passively over time, though at a fairly ponderous rate. The default 
recovery speed is 0.4% per second for Noctis and 3% per second for 
allies. Entering a cover state (look for scenery where the @/69 prompt 
appears) improves the recovery rate to 4% per second for Noctis, rising 
to 14% when you unlock the eminently affordable Rapid Regen nexus 
on the Recovery Ascension tree. Always make use of cover when you 
can, as it enables you to replenish both Max HP and MP quickly without 
diving into your stocks of restorative items. 


Passive regeneration of HP and the restorative effects of basic potions 
are limited by the value of Max HP. To recover Max HP to the full Base 
HP value, you must rest at a lodging or camp, or use elixir-type items. 


Damage Over Time & Fall Damage 


Noctis and his friends can be afflicted with negative statuses that 
gradually drain HP over time. These effects cannot kill your characters, 
however: the reduction will stop at 1 HP 


& Poison: Removes 1.2% Max HP per second 
Ò Envenomed: Removes 2.4% Max HP per second 
© Burnt/Frozen/Shocked: Removes 3% Max HP per second 


Damage-over-time rates also apply to enemies that are susceptible to 
these effects, ranging from 0.5 to 2% Max HP per second. 


Noctis can also suffer the unfortunate effects of gravity if he plunges 
incautiously from a lofty vantage point. A 33-foot drop results in a loss 
of 20% Max HP At 50 feet, this increases to 40%; at 100 feet, 60%; 
and beyond 330 feet, 100%. Landing in water mitigates the damage to 
a maximum of 20%. 


Danger 


When a party member loses all Current HP in combat, the Danger status 
is triggered: the affected character has no Current HP left, and therefore 
only the gray Max HP bar is displayed. Worse, this bar depletes at a 
steady rate. You therefore need to react quickly whenever this happens. 


& Noctis can use a recovery item to remove the Danger status 
immediately from himself or his allies. 

& Noctis loses 1.5% of Max HP per second while in Danger status; 
allies experience a slower Max HP reduction of 0.4% per second. 

& Noctis can recover from Danger status after 30 seconds if he survives. 

& Noctis's allies do not recover from Danger status automatically and 
must be rescued by Noctis or other party members. To do so as 
Noctis, simply move within range and hold ®/. 

© Allies can also rescue Noctis when they are not focusing on another 
task (such as completing a combo or any other animation). If you do 
not wish to use a restorative item, stumble towards your nearest 
healthy ally while taking care to avoid enemy attacks. 


In addition to the constant penalty to their health, characters in 
Danger status have severely limited capabilities: they have reduced 
movement speed, and cannot perform attacks or defensive maneuvers. 
Furthermore, Noctis loses his ability to warp and gradually recover 
MP However, passive attributes — such as a character's defensive 
parameters — are unaffected by the Danger status. 


Death 


If the Max HP of a character in Danger status is fully depleted, he will 
fall to the ground. Should this happen to Noctis, you have no more 
than a few seconds to react and revive him with a Phoenix Down (or 
some other functionally equivalent item). If you fail to do so, the game 
is over and you will need to restart from your most recent save (or a 
checkpoint, should one be available). 


Note that there is no urgency when other party members fall: you can 
apply a Phoenix Down whenever you like, finish the battle without them 
to avoid squandering your supplies if you prefer, or even escape the 
battle to revive them instantly with their Max HP at 25% of their Base HP. 
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MP 


EE 


Noctis employs Magic Points to perform a variety of unique abilities. Unlike HP character advancement and choice of gear are the only ways to 


increase his maximum MP Allied characters do not maintain or use MP 


Consumption 


These are the governing principles of MP expenditure in battle. 


1. Warping: All warp-related actions (activated with @®/69) consume 
30 MP 


2. Defensive Phasing: Phasing also consumes MP The longer you 
press the guard button before the evasive maneuver takes place, 
the more MP is consumed. The exact formula is: MP consumed = 3 
+ (7 x t/o), where t corresponds to the length of the button press in 
seconds. The upper limit on this value is 15. The more accurate your 
defensive button presses are, therefore, the less MP you'll need to 
spend. 


3. Shield Guard: Holding @/69 to guard with a shield consumes 
3 MP regardless of how long the button is pressed. Shield usage 
therefore greatly improves defensive MP efficiency. 


4. Aerial Maneuvers: Once you unlock the Airstep ability in the 
Ascension tree (and its subsequent upgrades, Airstride and 
Airdance), Noctis can perform extended air combos. Other aerial 
abilities include Death Drop, which enables Noctis to warp into 
range from afar to begin an aerial combo, and the evasive maneuver 
Airslip. Each of these expensive moves costs 20 MP per use, so they 
are best deployed when strategically expedient. Indiscriminate use 
will often lead to rapid MP bar depletion and the Stasis condition. 


5. Holy & Death: These unique spells, granted by the Ring of the Lucii, 
consume 10% and 5% of Max MP respectively per second of usage. 


Recovery 


By default, MP recovers automatically at a rate of 2% of Max MP per 
second; this increases to 12% per second while in cover (and 22% after 
you unlock Rapid Regen in the Ascension tree), making cover a very 
cost-effective way to regain MP whenever it is available. 


Stamina 


By default, the stamina bar allows for a maximum duration of 10 
seconds of sprinting, or hang time from an elevated blade-warp point. 
The Sprinter and Distance Runner Ascension abilities increase this value 
to 15 and 20 seconds respectively. 


If you fully deplete the stamina bar, it will turn red. While the bar is 
red, Noctis can no longer sprint and is incapable of warping. The bar 
becomes green once again (with all attendant penalties removed) when 
it refills to 50% of the maximum. 


With a bit of practice, you can essentially enjoy unlimited stamina while 
sprinting by performing a “stamina refresh”. This is performed by hitting 


In combat, point-warping to a blue marker position instantly refills all 
MP Whenever you have access to such a vantage point, it essentially 
gives you access to infinite MP Ethers and Elixirs also restore all MP 
immediately and are worth stockpiling for long or difficult fights in which 
you plan to use MP Iiberally. 


Stasis - 


Noctis enters Stasis when his MP bar ís fully depleted (in other words, 
when he performs an action that costs as much or more than his 
remaining MP). While in Stasis, MP recovery is halted. Noctis will also 
briefly collapse if you try to perform MP-based moves. 


To relieve Stasis, you need to stop attacking for several seconds, 
until passive MP recovery resumes automatically. Taking cover makes 
the process almost instantaneous. Alternatively you can use an MP 
recovery item or point-warp to a blue marker position to immediately 
refill your gauge. 


ennen ennn: 


C3)/sip within 0.6 seconds of the meter hitting zero, or by releasing 
@/G within the same timeframe, depending on your sprinting method. 
If successful, the stamina bar will refill entirely as Noctis performs a 
short warp forward and continues sprinting. 


Note that there is a refractory period after every failed attempt where 
you attempt to activate the warp too early, during which a refresh is not 
possible. In these instances, you will need to wait until the bar refills to 
at least a fifth of its maximum before you try again. You cannot simply 
hit the stick or button and hope to trigger it serendipitously; mastering 
the timing is essential. 


Combat Parameters 


pn 
Party members and enemies have a set of basic parameters used to determine damage calculations for attacks. 


& Weapon Power contributes to physical damage by party members 
against enemies. Enemies do not employ this parameter. 


© Strength is the basis for physical damage by party members and all 
damage dealt by enemies. 


©& Magic governs the damage output of crafted spells (and a small 
selection of weapons, which we will cover later). While all permanent 
party members are capable of using spells, Noctis will naturally 
outperform his friends in this respect and should be the primary 
caster in any magic-oriented strategy. 


© Vitality and Spirit determine defense against physical and magic 
damage respectively. 


Also of critical importance are resistances to both damage types 
and status ailments. Resistances, or lack thereof, provide pivotal 


Enemy Intel 


modifiers that can make a huge difference in dealing or sustaining 
damage from attacks. 


& Resistances to the five types of damage (ballistic — from enemy 
firearms or other missile weapons — and Fire, Ice, Lightning, and 
Dark) are reflected in changes to percentage values. These indicate 
the amount of mitigation that each character receives against a 
particular damage type. On the other hand, enemies have a much 
broader range of resistances that also encompass the party's arsenal 
of different weapon types. 


& Resistances to status ailments determine your chances of 
applying status effects to your enemies. When it comes to your 
party members, you can think of it in a more binary way: all forms of 
ailment prevention grant full immunity to the status in question, so 
you need only worry about whether or not you need protection (either 
from gear or food) against a certain ailment. 


aad 


Your party has access to two methods to determine an enemy s basic 
attributes (HP and affinities to damage types). This knowledge is pivotal 
in that it enables you to exploit the weaknesses of your opponents (and 
avoid their resistances) by choosing equipment and/or elements that 
they are vulnerable to. 


© Libra is an ability available to Noctis when Wait Mode is active (a 
combat setting that you can turn on or off in the Options menu): simply 
hold RD/GER while locked on to a target until the circular gauge is 
filled. Libra guarantees success on practically all creatures in the game. 
However, the time you have to wait before the intel is revealed varies 
for each enemy species. As a rule, the stronger the foe, the longer 
you have to wait. We reveal the exact duration associated with each 
creature in our Bestiary (see page 228). 


© Analyze is an Ascension ability unique to Ignis. It is found in the 
Teamwork tree, and functions as a percentage chance for Ignis to 
uncover enemy weaknesses. Broadly speaking, this chance is high 
against weaker foes, and low against the most dangerous ones. 
Whenever the ability is successful, you can subsequently reveal the 
corresponding target's intel without having to go through the Libra 
scanning process. 


Note that a small selection of enemies in the game are immune to Libra 
and Analyze. With these, you can instead study their corresponding 
entries in our Bestiary chapter to assess their parameters. 


FINAL FANTASY U 


EN Strategy & 
“Analysis 


… Atiributes 


271 


272 


WEAPONRY 


The basic properties and principles of usage for different weapon categories is detailed in a separate section that begins on page 202 of the Inventory 
chapter. Over the pages that follow, however, we take a much more in-depth look at the systems that govern their performance in combat. 


Melee Weapons 


By far the most notable subset in your arsenal, melee weapons offer a 
variety of different playstyles for the enthusiastic brawler. 


©& Swords are excellent general-purpose weapons. Their strength is 
their versatility: they are rapid in attack, quick to recover, and offer 
the most robust aerial move set (being one of only two weapon 
categories that can perform sustained aerial combos once you 
unlock the Airstep branch of Ascension abilities). 


& Greatswords are by far the strongest class in terms of raw power. 
A full-powered charge attack is likely to produce unparalleled 
damage numbers. They also offer incredible crowd control with their 
broad, sweeping attacks; even against packs of more agile enemies, 
a wide, indiscriminate sweep is usually enough to deal damage to 
multiple foes at once. 


& Polearms match up well against slow, powerful foes best 
confronted with a measure of skillful anticipation. This characteristic 
is accentuated against large, lumbering enemies, as polearms — like 
swords — are capable of sustained aerial combos. 


© Daggers are capable of unleashing a torrent of attacks against an 
open foe, and enable the wielder to evade oncoming reprisals easily. 
The high degree of mobility provided by daggers enables the wielder 
to set up attacks from the rear with ease, and reap the benefits 
of corresponding damage multipliers. Additionally, many variants in 
this category carry a chance to inflict status ailments or deal extra 
damage in certain situations. 


© Shields are primarily defensive weapons. Although evasion is 
usually the better option for a sustained offensive, sometimes it is 
far more effective to absorb incoming damage: to weather a shower 
of attacks from multiple assailants or a barrage of sniper shots, for 
example — a situation in which phasing would severely deplete your 
MP bar, whereas blocking with a shield costs very little. Shields 
can also deal respectable damage while easily maintaining your 
defensive pose. You can also equip them to take advantage of the 
parameter boosts granted by some of the individual weapons in this 
category. 


Ranged Weapons 


Your options for ranged weaponry are much more limited. These 
weapons are usually employed to exploit specific weaknesses, or 
against nimble enemies that cannot easily be engaged in hand-to-hand 
combat. 


& Firearms allow a fair degree of mobility while generally keeping the 
user out of harm’s way. At long range, their effectiveness drops off: 
they provide reliable but unimpressive damage, chipping away at 
an enemy’s HP pool while front-liners hold its attention and perform 
more disruptive attacks. If you wish to maximize your firepower, you 
will need to reduce the distance and shoot from up close. 


© Machinery weapons are cumbersome to wield. They are essentially 
the ranged equivalent of greatswords, though you cannot perform 
warping abilities while using them. They offer good stopping power 


oe ne omen ne nnen 


and are particularly effective against large mechanical enemies. 
They are also capable of charged attacks. Like firearms, these 
weapons suffer a damage penalty at range. Unleash the full force 
of their attacks at close quarters for maximum effect. Machinery 
weapons have additional close-range applications in the form of a 
special attack unique to each device. This is performed with ®/9 
and can prove devastating if timed correctly. 


The damage drop-off for ranged weapons is calculated relative to their 
maximum range. For firearms, the maximum range is 100 feet; for 
machinery, 50 feet. Damage drops off in 10% increments corresponding 
to the maximum range. Therefore, firearms will deal 90% of their 
maximum damage beyond 10 feet, 80% beyond 20 feet, and so on. At 
maximum range, ranged weapons deal only 1 damage; beyond that, no 
damage is dealt at all. 
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Cerberus D 
KNN: 
Though technically a firearm, Cerberus is a unique sniper rifle that performs 
differently from any other weapon in the game. It has high break power, 
but severely impairs mobility. ts maximum range is 320 feet when scoped, 
200 feet when locked on normally, and 100 feet without locking on. 


Use ®/O to enter zoom mode. You can continue to press the button 
to cycle through the two different zoom levels. In addition to greater 
precision, zoom mode allows for biaxial targeting — making it much 
easier to snipe an appendage, for example. To exit zoom mode, use 


®/@ or perform a dodge-roll. rad 
Press RD/EER to enter the default targeting mode, which switches | 
the camera to an over-the-shoulder perspective. Noctis can only move _ Given the severe restrictions that it places on Noctis’s abilities, this > Ssston 
slowly and adjust his horizontal aim in this position. Point-warps, jumps, firearm should be employed only for surgical long-range strikes to _ Siad 


and defensive maneuvers are all possible, briefly reverting the camera 
to its normal state. 


induce the break status on an enemy. For a complete explanation of _® Anaysis 


break power and the break status, see page 284 | 
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Royal Arms 
KGN 


The Royal Arms are a set of 13 special weapons collected by Noctis over 
the course of his journey. Only seven of the 13 are automatically earned 
through main quest progression; the rest must be tracked down in their 
scattered locations throughout the world (see page 176). 


Ring of the Lucii 


Royal Arms are extremely powerful, offering very high parameter boosts, 
but consume HP with each action. In most cases, you should use them 
sparingly to avoid carelessly triggering Danger status. Once you can 
stockpile HP recovery items, or if you have easy access to cover points 
during battles, sustained Royal Arms usage becomes more tenable. 
Royal Arms are covered in exhaustive detail on page 286. 


EAO 


This special item is added to your arsenal towards the end of the main 
storyline. It provides access to three unique abilities that offer great 
advantages, but incur extreme MP costs. Combined use of the Ring 
of the Lucii with MP-replenishing methods such as point-warping can 
prove very effective in certain post-story challenges. 


© Holy is essentially a defensive phase followed by a counterattack. 
It drains MP by 10% of your maximum each second, but restores a 
generous amount with each successful counter, making it supremely 
efficient against large groups of aggressive enemies — a common 
sight in the Chapter 15 mazes (see page 192). 


Elemental Properties 


& Death acts as a type of time bomb; as long as you hold down 
@/O persistently, the spell eventually kills any target that is not 
immune to its effects. It drains MP by 5% of your maximum every 
second. 


© Alterna instantly kills targets in a small area (after a charge time), 
but can only be used with a full MP gauge. Unless you are at a very 
high level of development, it depletes all of your MP at once and 
leaves you in Stasis. 


Oe 


Almost every combat encounter in the game can be won more 
efficiently by properly exploiting enemy weaknesses. A large majority 
of monsters are vulnerable to one weapon type and one element. If you 
can exploit both weaknesses at once (for example, on a target weak 
to both Swords and Ice), the result is often devastating. This makes 
weapons with an innate elemental affinity incredibly useful. 


Ignis’s elemental binding technique, Enhancement — obtainable through 
Ascension — is perhaps even more effective. This grants you the ability 
to imbue Noctis's weapons (even the non-elemental ones) with the 
element that your current target is weak to, and subsequently enjoy 
damage bonuses. You should make it an absolute priority to learn this 
technique as early as you can. 
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ELEMANCY 


In Final Fantasy XV, spells are employed by the party primarily as consumable, free-aim projectiles equipped in a weapon slot. All craftable spells, 
without exception, are elemental: they require at least one unit of energy of either Fire, lee, or Lightning. These three elements lie at the heart of 
everything you can produce with the spellcrafting system. 


(As a side note, Light and Dark are also elements, but they are not available through spells: Light is accessible to your party via Light-elemental 
weapons, while Dark is the sole preserve of specific enemies.) 


Spells can be extremely powerful. Unlike with ranged weapons, there is no distance-based damage drop-off, but a cooldown period means that 


you need to wait 30 seconds between successive casts. This value holds regardless of how many spells are equipped, or what type of spell it is. 
Elemental spells also produce environmental aftereffects at the target site, which can deal secondary damage to allies and enemies alike. 


Crafting Basics 


You can craft your arsenal of spells in the Elemancy menu @: 


|. Choose the elemental energy that you want to invest: anything @ 
between a single unit of one element, to 99 units of all three 
elements. Select an elemental energy type with €) and add or 
remove units with LD & RD/O & Ea. 


Il. You can optionally add an item to the mix (again, anything from 
1 to 99 units). Items combined to elemental energy in this manner 
are known as “catalysts” — they provide added effects to spells. A 
spell enhanced through the adjunction of a catalyst is said to be | 3e ; D: 
“transmuted”. Select a catalyst with © and ®/@, then add or A — 
remove units with LD & @)/40 « Mn. Ee $ NN 5 


II. Once you have chosen all ingredients, select the Craft option to 
create the spell. You can then opt to equip it directly, or to store 
it for later use. By default, you create three copies of each spell, 
though this amount can be increased with catalysts and with the 
Bonuspell line of abilities — a process we will come back to shortly. 


You can review the spells that you have previously crafted by pressing 
®8/O, then automatically craft them again if you have the required 
ingredients in stock. 


À spell can only be employed in battle if you equip it as a Primary Arm 
for Noctis or a Secondary Arm for his allies. To cast one, hold the attack 
button, aim with ®, then release. You should note that casting a spell 
triggers a cooldown, which is visible on the spells icon in Noctis's 
Primary Arms display @. You can only unleash a new spell once the 
cooldown triggered by a previous casting is over. 


Magic Flasks 


penne 


You can carry as many spell types as you own Magic Hasks. You will find in your inventory, for example, you could enter a battle with 99 units of 
the list and availability conditions of all Flasks on page 222. Obtaining all Thundaga. Once you have access to more varied and powerful resources, 
of them should be a priority to expand your Magic arsenal. you can exploit this feature by duplicating spells for free (a process that 

we will describe shortly). Even with a handful of Magic Hasks, you can 
One essential fact to keep in mind, however, is that you can actually carry potentially have hundreds of devastating spells in stock. Note that you 
up to 99 copies of the same spell within a single Flask; even with one Flask can empty a Magic Flask of its contents with L3/eïP if required. 


© Elernents 

ennen 
There are three raw elements that you can farm and combine when havens to max out your stocks. This value can be increased by 
crafting spelis: Fire, Ice, and Lightning. These are available as elemental learning the Elementalism line of Ascension abilities. 


energy, which you can gather in two ways: 
© Alternatively, you can “drain” elemental energy from the enemies you 


& You can absorb it from deposits commonly found around havens defeat in battle. This is only possible if you wield one of the few weapons 
(oak and occasionally inside dungeons. Each deposit typically with this property, including your default Engine Blade — see page 202 for 
holds approximately 33 units of energy, so it takes a visit to three details. Accumulating elemental energy with this method can be time- 
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consuming, however. Most creatures have a relatively low chance of 
yielding energy (on average, 50%, though you can improve this by 50% 
by unlocking the Elemagnetism Ascension ability), and only offer low 
amounts (a handful of units of one elemental energy type). Keeping one 
of these weapons equipped at all times will at least enable you to top up 
your resources, though you can certainly optimize the process by hunting 
specific enemy species. For example, Voretooths each have a 30% 
chance of yielding two units of Fire energy when you kill them. Given that 
they tend to roam in large packs, stalking their habitats can potentially 
reward you with significant amounts of energy for crafting. Likewise, 
Spiracoms can offer a steady source of Ice energy if you are sufficiently 
strong to take them down quickly. The individual enemy sheets in the 
Bestlary chapter reveal all relevant details to farm elemental energy with 
this method, including information on monster habitats and drops. 


Catalysts & Added Effects 
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Added effects are special properties that are introduced to basic 
elemental spells through the adjunction of a catalyst during the crafting 
process. The item used determines the nature of the added effect, 
while the number of items committed serves to improve the effect. 
Each inerement is determined by a value known as effect level, which 
is usually multiplied by the number of copies of the catalyst used. The 
effect level of each catalyst is listed in a table available at the end of this 
section (see page 279). 


Catalysts & Added Effects: Overview 


ADDED EFFECT GENERAL DESCRIPTION …_| NOTES 


Quintcast (5 Chain) Cast a spell up to five times. 


Here is a simple example to help you visualize how this works: the 
Healcast effect enables a spell to heal its caster while dealing damage 

to the targeted enemy. You can create this effect by using a potion as a 
catalyst during the crafting process. A potion has an effect level of 25, 
which means that a single unit will lead to a spell restoring 25% of the 
caster’s HP If you craft the same spell but this time with two potions as 
catalysts, its healing properties will be doubled (50%); use three potions 

in the recipe and the effect is tripled (75%). This general principle applies _& riemancy 
to almost all crafting combinations. 


EShons 
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The first spell is guaranteed. Each potential subsequent spell ín the 


Ouadcast (4 Chain) Cast a spell up to four times. 


chain has a chance to succeed or fail (minimum success rate: 50%), 
according to the following formula: 


Tricast (3 Chain) Ë [cast a spell up to three times. 


Dualcast (2 Chain) Cast a spell up to two times. 


Venomcast ( (Poison) _ 


Cast: a spell with a chance: to inflict Poison status 0 on n the target. 


Success chance = 50 + (catalyst's effect level x amount of 
k catalysts used). 


A status effect can be inflicted on the target (in addition to the spells 


Cursecast (Attack 
Down) — 


{reduces attack). 
‘Stopeast (Stop) 


Cast a spell with a chance to inflict Mollified status on the target 


Cast a spell with a chance to ‘infit Stop status 0 on the target. 


Killeast{Death) | 


Healcast (Healing) Cast a spell and heal the caster. 


Freecast (Free Magic) crafted with 


Expericast (EXP Bonus) 


Failcast (Misfire) 


Powercast (Compact) 


Blastcast gnd 


caster. 


Cast a spell with a chance to infict Instant Death on the target 


Cast a spell with a chance not to consume the elemental energy it was 


Gambling effect: either the spell casting fails, or the spell is cast 
successfully and inflicts significant damage. 


Cast a spell of increased intensity (but with unchanged range). 


Cast a spell |inflicting ing significant d: damage on on both the target and the 


damage). The chance for this to succeed is the result of the following 
formula: 


| Success chance = (catalyst's effect level) x (number of catalysts 
used). 


The p proportion of HP healed i is 5 the result tof the: following for formula: Pe An 


Percentage healed = 


(catalyst's effect level) x (number of catalysts Mini-Gar 
used). 


The chance not to consume the energy is the result of the following — 
formula: 


_{ Chance = (catalyst's effect level) x {number of f catalysts u used) / 100. 


The amount of EXP received i is the result of the following formula: 


Bonus EXP = 
_x 100. 


The chance for the spell to fail i is s the ; result of of the following formula: SO 


(catalyst's effect level} x (number of catalysts used) 


Fail chance = (catalyst’s effect level) x (number of catalysts used) 
/ 100. 


Unlike other added effects, this means that the more you reinforce the 
| effect, t the ‘higher 1 the chances that your spell will misfire. _ 


The increased damage i is already factored in the catalyst's s power value. 
Powercast spells remain tier-{ spells even if their power exceeds the 
100 threshold. 


The increased damage i is already factored i in n the catalyst’s s power value. 
The caster’s HP is reduced to 1. 


Maxicast LNE, Break ) Cast the ultimate elemental ee 


None 


This effect is set by default at Level 99, even with a 3 single catalyst. The 
damage dealt can break the usual limit of 9,999. 


Some catalysts have no added effect, though many of these can still 
prove beneficial by adding power to a crafted spell or facilitating its 
duplication. 
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Catalysts & Spell Duplication 


On 


In addition to the added effects that they can confer on spells, catalysts 
have another hidden but powerful property: they can be employed to 
duplicate spelis. In short, they enable you to create extra copies of a 
spell without spending additional elemental energy. 


Here is an illustration of this principle: let's say that you are set to visit 
a dungeon quarded by enemies that you know are weak to Ice. As a 
precautionary measure, you create a powerful Blizzard spell for emergency 
situations. If things go awry, this will be your get-out-of-jail card in any 
given battle. If you spend 90 units of Ice-elemental energy and confirm 
the crafting, you end up with three Blizzard spelis (three being the default 
amount of copies you receive when crafting), each with a power of 90. 


However, if you add a Crooked Helixhorn to the mix (a treasure catalyst 
dropped by Spiracorns when you break their horn appendage), you will 
obtain not just three copies of the Blizzard spell, but four copies — with 
the duplicated copy costing nothing but the catalyst consumed. Use 
two Crooked Helixhorns and you will obtain two duplicate copies in 
addition to the original three. Use five Crooked Helixhorns and you will 
obtain five free duplicates. In all of these instances, you only consume 
90 units of ce-elemental energy. 


We reveal the amount of copies required for each catalyst to create a 
duplicate spell in an overview table at the end of this section (see page 
279). These values are decimals, so you will need to round them up. For 
example, with the duplication value of 1.25 for a Metal Scrap, it takes 2 
catalysts to get one extra copy. 


If you want to create duplicates, bear in mind that these values work 
linearly and are an accurate incremental representation of the duplication 
process. For example, with the Metal Scrap, you can multiply 1.25 by 
the number of duplicates that you want, then round up to the nearest 
integer to calculate the exact number of catalysts that you need to use. 
In other words, you get two extra copies with 3 catalysts (2 x 1.25 = 
2.50 rounded up to 3), three extras with 4 catalysts (3 x 1.25 = 3.75, 
rounded up to 4), and so forth. 


All duplication values lower than 1 deserve a special mention: a single 
catalyst with such a value will lead to the creation of at least one 
duplicate. The lower the value, the more duplicates are generated. 
The Flesh Fortifier (a consumable), has a duplication value of 0.50. This 
means that one of these items alone will lead to the crafting of two 
duplicates. Likewise, Ulwaat Berries have a duplication value of 0.25, 
and thus generate four extras each. This property makes all catalysts 
with a duplication value lower than 1 precious. 


Note that unlocking the Bonuspell abilities in the Magic Ascension tree 
enables you to receive free duplicates every time you craft a spell: one 
extra with Bonuspell, and two extra with Bonuspell Il. 


Power 
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The power, or potency, of a spell is determined primarily by the number 
of units of elemental energy used during the crafting process. If you 
create a spell with four units of Fire energy, for example, it will have a 
potency value of four on your screen. 


When you combine multiple elements together, the predominant 
element offers one unit of power for each unit of energy. Any secondary 
element offers one unit of power for every two units of energy. 


In case of equal quantities, Fire is always considered as prevalent, and 
Ice prevails over Lightning. For instance, a spell made of 10 units of Fire 
and 10 units of Ice will be a Fire spell (Fire prevails over Ice) with a power 
of 15. This value is the sum of 10 units of Fire and 5 from Ice (10/2 = 5). 


Any catalyst used in crafting also adds to the spells overall potency, 
based on its own power value (revealed at the end of this section — see 
page 275). 


Finally, unlocking the Powercraft abilities in the Magic Ascension tree 
adds a fixed value to the power of every spell that you craft. 


The complete formula to calculate a spells potency is as follows: 
Power = (number of units of the majority element) + (number of 


units of the minority elements / 2} + (“catalyst's power value” x 
“number of catalysts”) + Powercraft ability bonus 


Tiers 


When you reach specific power thresholds, a spell changes tier. These 
boundaries are set at 100 and 200. A Fire-elemental spell made with a 
potency of 100 or 200 will turn into Fra or Firaga respectively. Tiers are easy 
to recognize via the use of suffixes: “-ra” for tier 2 and “-ga” for tier 3 spells. 
The higher the tier, the wider a spell's area of effect will be, increasing the 
risk that your own party members might be caught in the blast. 


Tiers: Overview 


TIER ELEMENT POWER REQUIRED | SPELL NAME 
Fire 
Blizzard 


Lightning Thunder 


100 to 199 Fira 


Ice 100 to 199 Blizzara 


Lightning 100 to 199 Thundara 
Firaga 
Blizzaga 


Lightning Thundaga 


Given that your maximum stocks of elemental energy are capped at 
99, you can only reach the highest spell tier through the adjunction 
of catalysts (or Powercraft abilities, but these require steep AP 
investments). Each catalyst has a basic power value: this value is added 
to the number of units of elemental energy. For example, a spell made of 
96 units of Ice energy will be a (tier-1) Blizzard (with a potency of 96). If 
you add a catalyst with a power value of 2, the tally is raised to 98. Add 
a second copy of the same catalyst and the power tally reaches 100, 
tuming the spell into a (tier-2) Blizzara. 


Hybrid Spells 
Oe 
Things become a little more complicated when you combine energy of 
different types together in the same spell. Everything boils down to one 
key factor: the proportions of each element used. 


The one critical concept that determines the nature of a hybrid spell 
revolves around whether the predominant element is in absolute majority 
or simple majority. An element is in absolute majority when it represents 
50% or more of all the energy units composing a spell. 


Consider the following two examples: 


Example 1 


Example 2 
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© In the first example, the Fire element is in absolute majority (10 units 
of Fire out of a total of 18 units overall represents 55.56% — more 
than 50%). 


© In the second example, the Fire element is in simple majority (10 
units of Fire out of a total of 22 units overall represents 45.45% — 
less than 50%). 


This simple concept has important repercussions in the game: 


& When one element in a multi-element spell is in absolute majority 
(which is the case of Fire in example 1 above), this element prevails 
over the others. In example 1 above, the spell cast is “Fire”. 


© When no element in a multi-element spell is in absolute majority 
(which is the case in example 2 above), no element prevails. In 
example 2 above, the spell crafted is called Unicast. When you 
use it, you randomly cast Fire, Blizzard, or Thunder, but you do not 
choose which one. 


Key Points 


CA 


Here is a list of the most important points you need to keep in mind 
while crafting spells. 


© If you want to be certain of the nature of the spells you cast, you 
need to ensure that one of the elements it is crafted with ís present 
in absolute majority. A simple majority leads to random results. 


& When two or three elements are mixed in equal quantities in a spell, 
the game uses a simple tiebreaking rule: Fire prevails over the other 
two, and Ice prevails over Lightning (in mathematical terms: Fire > 
lee > Lightning). 


© Adding a catalyst to elemental energy during the crafting process 
provides added effects to spells (except when you choose 
catalysts without the capacity to introduce added effects, that 
is). The more units of a catalyst you use, the greater the potency 
of its effects. 


© Adding a catalyst to elemental energy during the crafting process 
can also lead to the creation of free duplicates: additional copies 
of the spell generated without consuming any additional elemental 
energy. The amounts of units required for each catalyst to give birth 
to a duplicate are listed in the table at the end of this section (see 
page 2/9). 


& The primary factor that determines the tier of a spell is its potency: 
with a power between 1 and 99 you craft a tier-1 spell; with a power 
between 100 and 199 you craft a tier-2 spell; with a power of 200 
and beyond you craft a tier-3 spell. 


© Given that you can only carry up to 99 units of elemental energy 
of each type, you need to use catalysts to increase the power 
value of your spells if you want to craft spells of the highest tiers. 
Each catalyst has a basic power value: this value is added to 
the power provided by the units of elemental energy used in the 
spell. A Garula Sirloin, for example, has a power value of 4, and 
will therefore add 4 units to the tally. Let's imagine you craft a 
spell with 90 units of Ice: a power of 90 translates into a tier-1 
spell: Blizzard. If you add 3 Garula Sirloins to the mix, though, you 
end up with a tally of 102 (90 + (4 x 3) = 102) and therefore a 
Blizzara spell. 


© The Powercraft line of Ascension abilities can also be used to raise 
the potency of your spells. These require substantial AP investment, 
but their effects are permanent once unlocked. 


©& Some catalysts cause a spell to be launched multiple times 
(Quintcast = up to five times, Quadcast = up to four times, 
Tricast = up to three times, Dualcast = twice). In the case of 
hybrid (multi-element) spells with no absolute majority, all spells 
in the chain are of a random element: for example, a Tricast 
spell will cast up to three spells, each of a random element. In 
the case of multi-element spells with one element in absolute 
majority, the first spell in the chain is always of the predominant 
element; the following spells in the chain are randomly of either 
the predominant element or the element of the strongest minority. 
A Tricast: Fire-Blizzard spell will always begin with Fire (absolute 
majority), and will then follow up with either Fire or Blizzard for the 
next two spells in the chain. 


© All spells cast in a chain are of the same tier. “Tricast Il”, for instance, 
will cast three tier-2 spells (in other words, any of Fira, Blizzara, or 
Thundara, then a second time any of the three, and again a third 
time any of the three, at random). 
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Spells: Overview 


Fire-Elemental-Only Spells 


Hybrid Spells | Simple Majority 


SPELL CRAFTED 
ADDED TIER 1 TIER 2 TIER 3 
EFFECT (POWER: 1-99) (POWER: 100-199) | (POWER: 200+) 
None Fire Fira Fraga 
Quintcast Quintcast: Fire Quintcast: Fira Quintcast: Firaga 
Quadcast Quadeast: Fire Quadcast: Fira Quadeast: Firaga 
Tricast Tricast: Fire Tricast: Fra Tricast: Firaga 
Dualcast Dualcast: Fire Dualcast: Fira Dualcast: Firaga 
Venomcast |Venomcast: Fire Venomcast: Fira Venomcast: Firaga 
Cursecast |Cursecast: Fire Cursecast: Fira Cursecast: Firaga 
Stopcast Stopcast: Fire Stopcast: Fira Stopcast: Firaga 
Killcast Killcast: Fire Killcast: Fira Killcast: Firaga 
Healcast Healcast: Fire Healcast: Fira Healcast: Firaga 
Freecast Freecast: Fire Freecast: Fira Freecast: Firaga 
Expericast | Expericast: Fire Expericast: Fira Expericast: Firaga 
Failcast Failcast: Fire Failcast: Fira Failcast: Firaga 
Powercast |Powercast: Fire Powercast: Fire Powercast: Fire 
Blastcast Blastcast: Fire Blastcast: Fira Blastcast: Firaga 


Limit Break | Flare 


Flare Flare 


lce-Elemental-Only Spells 


TIER 1 TIER 2 TIER 3 
(POWER: 1-99) (POWER: 100-199) | (POWER: 200+) 


None Blizzard 
Quintcast Quintcast: Blizzard 
Quadcast | Quadcast: Blizzard 
Tricast Tricast: Blizzard 
Dualcast Dualcast: Blizzard 
Venomcast |Venomcast: Blizzard 
Cursecast |Cursecast: Blizzard 
Stopcast 
Killcast 


Healcast 


Stopcast: Blizzard 
Killcast: Blizzard 

Healcast: Blizzard 
Freecast Freecast: Blizzard 
Expericast |Expericast: Blizzard 
Failcast Failcast: Blizzard 
Powercast |Powercast: Blizzard 
Blastcast Blastcast: Blizzard 


Limit Break | Freeze 


Lightning-Elemental-Only Spells 


ADDED 
EFFECT 


None Thunder 

Quintcast: Thunder 
Quadcast: Thunder 
Tricast: Thunder 


Quintcast 
Quadcast 
Tricast 

Dualcast Dualcast: Thunder 
Venomcast | Venomcast: Thunder 
Cursecast |Cursecast: Thunder 
Stopcast 
Killcast 


Healcast 


Stopcast: Thunder 
Killcast: Thunder 

Healcast: Thunder 
Freecast Freecast: Thunder 
Expericast |Expericast: Thunder 
Failcast Failcast: Thunder 
Powercast |Powercast: Thunder 
Blastcast Blastcast: Thunder 


Limit Break |Electon 


SPELL CRAFTED 


Blizzara Blizzaga 


Quintcast: Blizzara Quintcast: Blizzaga 
Quadeast: Blizzara Quadcast: Blizzaga 
Tricast: Blizzara Tricast: Blizzaga 
Dualcast: Blizzara Dualcast: Blizzaga 
Venomcast: Blizzara | Venomcast: Blizzaga 
Cursecast: Blizzara | Cursecast: Blizzaga 
Stopcast: Blizzara Stopcast: Blizzaga 
Killcast: Blizzara Kilicast: Blizzaga 
Healcast: Blizzara Healcast: Blizzaga 
Freecast: Blizzara Freecast: Blizzaga 
Expericast: Blizzara | Expericast: Blizzaga 
Failcast: Blizzara Failcast: Blizzaga 
Powercast: Blizzard | Powercast: Blizzard 
Blastcast: Blizzara Blastcast: Blizzaga 


Freeze Freeze 


SPELL GRAFTED 


TIER 1 TIER 2 TIER 3 
(POWER: 1-99) (POWER: 100-199) | (POWER: 200+) 


Thundara 


Ouintcast: Thundara 


Thundaga 

Quintcast: Thundaga 
Quadcast: Thundara | Quadeast: Thundaga 
Tricast: Thundara Tricast: hundaga 
Dualcast: Thundara _{Dualcast: Thundaga 


Venomcast: Thundara { Venomcast: Thundaga 


Cursecast: Thundara | Cursecast: Thundaga 


Stopcast: Thundara | Stopcast: Thundaga 


Killcast: Thundara Killcast: Thundaga 
Healcast: Thundara | Healcast: Thundaga 
Freecast: Thundara | Freecast: Thundaga 

Expericast: Thundara | Expericast: Thundaga 
Failcast: Thundara Failcast: Thundaga 
Powercast: Thunder | Powercast: Thunder 
Blastcast: Thundara | Blastcast: Thundaga 


Electon Electon 


SPELL GRAFTED 


TIER 1 TIER 2 TIER 3 
(POWER: 1-99) (POWER: 100-199) | (POWER: 200+) 


None Unicast 
Quintcast Quintcast 
Quadcast Quadcast 


Tricast Tricast 
Dualcast 
Venomcast 


Dualcast 
Venomcast 
Cursecast 
Stopcast 
Killcast 
Healcast 
Freecast 
Expericast 
Failcast 


Cursecast 
Stopcast 
Killcast 
Healcast 
Freecast 
Expericast 
Failcast 
Powercast {Powercast 
Blastcast Blastcast 
Limit Break | Maxicast 


Unicast Il 
Quintcast Il 
Quadcast Il 
Tricast Il 
Dualcast II 
Venomcast |l 
Cursecast |l 
Stopcast || 
Kilicast Il 
Healcast Il 
Freecast IÌ 
Expericast Il 
Failcast II 
Powercast 
Blastcast II 
Maxicast 


Unicast IIi 
Quintcast III 
Quadcast |l 
Tricast III 
Dualcast IIi 
Venomcast Ill 
Cursecast III 
Stopcast Ill 
Killcast III 
Healcast III 
Freecast III 
Expericast III 
Failcast III 
Powercast 
Blastcast Il 
Maxicast 


Hybrid Spells | Absolute Majority: Fre — Highest Minority: ce 


SPELL CRAFTED 


ADDED TIER 1 
EFFECT (POWER: 1-99) 
None Fire 


Quintcast: 
Fire-Blizzard 


Quadcast: 
Fire-Blizzard 


Tricast: Fire-Blizzard 
Dualcast: 
Fire-Blizzard 
Venomcast: Fire 
Cursecast: Fire 
Stopcast: Fire 
Killcast: Fre 
Healcast: Fire 
Freecast: Fire 
Expericast: Fire 
Failcast: Fire 
Powercast |Powercast: Fire 
Blastcast Blastcast: Fire 
Limit Break |Flare 


Quintcast 


Quadcast 
Tricast 
Dualcast 


Venomcast 
Cursecast 
Stopcast 
Killcast 
Healcast 
Freecast 
Expericast 
Failcast 


TIER 2 

(POWER: 100-199) 
Fira 

Quintcast: 
Fira-Blizzara 


Quadcast: 
Fira-Blizzara 


Tricast: Fira-Blizzara 
Dualcast: 
Fira-Blizzara 
Venomcast: Fira 
Cursecast: Fira 
Stopcast: Fira 
Killcast: Fra 
Healcast: Fira 
Freecast: Fira 
Expericast: Fira 
Failcast: Fira 
Powercast: Fire 
Blastcast: Fira 
Flare 


(POWER: 200 +) 


Firaga 

Quintcast: 
Firaga-Blizzaga 
Quadeast: 
Firaga-Blizzaga 
Tricast: Firaga-Blizzaga 
Dualcast: 
Firaga-Blizzaga 
Venomcast: Firaga 
Cursecast: Firaga 
Stopcast: Firaga 
Killcast: Fraga 
Healcast: Firaga 
Freecast: Firaga 
Expericast: Firaga 
Failcast: Firaga 
Powercast: Fire 
Blastcast: Firaga 
Flare 


Hybrid Spells | Absolute Majority: Fire — Highest Minority: Lightning 


ADDED 
EFFECT 
None Fire 
Quintcast: 
Fire-Thunder 
Quadcast: 
Fire-Thunder 


Tricast: Fire-Thunder 
Dualcast: 
Fire-Fhunder 
Venomcast: Fire 
Cursecast: Fire 
Stopcast: Fire 
Killcast: Fire 
Healcast: Fire 
Freecast: Fire 
Expericast: Fire 
Failcast: Fire 
Powercast |Powercast: Fire 
Blastcast Blastcast: Fire 
Limit Break |Flare 


Quintcast 


Quadcast 
Tricast 
Dualcast 


Venomcast 
Cursecast 
Stopcast 
Killcast 
Healcast 
Freecast 
Expericast 
Failcast 


SPELL CRAFTED 


TIER 1 TIER 2 
(POWER: 1-99) (POWER: 100-199) 


Fira 

Quintcast: 
Fira-Thundara 
Quadcast: 
Fira-Thundara 
Tricast: Fira-Thundara 


Dualcast: 
Fira-Thundara 


Venomcast: Fira 
Cursecast: Fira 
Stopcast: Fira 
Killcast: Fira 
Healcast: Fira 
Freecast: Fira 
Expericast: Fira 
Failcast: Fira 
Powercast: Fire 
Blastcast: Fira 
Flare 


TIER 3 
(POWER: 200 +) 


Fraga 

Quintcast: 
Firaga-Thundaga 
Quadeast: 
Firaga-Thundaga 
Tricast: Firaga-hundaga 
Dualcast: 
Firaga-Thundaga 
Venomcast: Firaga 
Cursecast: Firaga 
Stopcast: Firaga 
Killcast: Firaga 
Healcast: Firaga 
Freecast: Firaga 
Expericast: Firaga 
Failcast: Firaga 
Powercast: Fire 
Blastcast: Firaga 
Flare 


Hybrid Spells | Absolute Majority: lce — Highest Minority: Fire 


FINAL FANTASY. KV 


Hybrid Spells | Absolute Majority: Lightning — Highest Minority: Fire 


EFFECT (POWER: 1-99) (POWER: 100-199) [| (POWER: 200+-) (POWER: 1-99) (POWER: 100-199) | (POWER: 200+-) 
None Blizzard Blizzara Blizzaga None Thunder Thundara Thundaga 
Eni Quintcast: Quintcast: Quintcast: Quintcast Quintcast: Quintcast: Quintcast: 

Blizzard-Fire Blizzara-Fira Blizzaga-Firaga Thunder-Fire Thundara-Fira Thundaga-Firaga 
did Quadcast: Ouadcast: Quadeast: Qnades d Quadcast: Quadcast: Ouadeast: 

Blizzard-Fire Blizzara-Fira Blizzaga-Firaga Thunder-Fire Thundara-Fira Thundaga-Firaga inventory 
Tricast Tricast: Blizzard-Fire | Tricast: Blizzara-Fira | Tricast: Blizzaga-Firaga Tricast Tricast: Thunder-Fre | Tricast: Thundara-Fira { Tricast: Thundaga-Firaga 
Dualcast Dualcast: Blizzard-Fire { Dualcast: Blizzara-Fira | Dualcast: Blizzaga-Fraga Dualcast | Dualcast: Thunder-Fire | Dualcast: Thundara-Fira | Dualcast: Thundaga-Firaga Bastiar 
Venomcast |Venomcast: Blizzard {Venomcast: Blizzara {Venomcast: Blizzaga Venomeast | Venomcast: Thunder {Venomecast: Thundara { Venomcast: Thundaga 
Cursecast |Cursecast: Blizzard | Cursecast: Blizzara | Cursecast: Blizzaga Cursecast |Cursecast: Thunder }Cursecast: Thundara | Cursecast: Thundaga … Strategy & 
Stopcast Stopcast: Blizzard | Stopcast: Blizzara | Stopcast: Blizzaga Stopcast |Stopcast: Thunder _|Stopcast: Thundara |Stopcast: Thundaga ‚Analysis 
Killcast Killcast: Blizzard Killcast: Blizzara Killcast: Blizzaga Killcast Killcast: Thunder Killcast: Thundara Killcast: Thundaga } 


Healcast 
Freecast 
Expericast 
Failcast 
Powercast 
Blastcast 
Limit Break 


Healcast: Blizzard 
Freecast: Blizzard 
Experícast: Blizzard 
Failcast: Blizzard 
Powercast: Blizzard 
Blastcast: Blizzard 
Freeze 


Healcast: Blizzara 
Freecast: Blizzara 
Expericast: Blizzara 
Failcast: Blizzara 
Powercast: Blizzard 
Blastcast: Blizzara 
Freeze 


Healcast: Blizzaga 
Freecast: Blizzaga 
Expericast: Blizzaga 
Failcast: Blizzaga 
Powercast: Blizzard 
Blastcast: Blizzaga 
Freeze 


Hybrid Spells | Absolute Majority: Ice — Highest Minority: Lightning 


ADDED 
EFFECT 


None 


Quintcast 
Quadcast 
Tricast 


Dualcast 


Venomcast 
Cursecast 
Stopcast 
Killceast 
Healcast 
Freecast 
Expericast 
Failcast 


TIER 1 TIER 2 TIER 3 
(POWER: 1-99) (POWER: 100-199) | (POWER: 200+) 


Blizzard 


Quintcast: 
Blizzard-Thunder 


Qvadcast: 
Blizzard-Thunder 
Tricast: 
Blizzard-Thunder 


Dualcast: 
Blizzard-Thunder 


Venomcast: Blizzard 
Cursecast: Blizzard 
Stopcast: Blizzard 
Killcast: Blizzard 
Healcast: Blizzard 
Freecast: Blizzard 
Expericast: Blizzard 
Failcast: Blizzard 


SPELL CRAFTED 


Blizzara 


Quintcast: 
Blizzara-Thundara 


Quadcast: 
Blizzara-Thundara 


Tricast: 
Blizzara-Thundara 


Dualcast: 
Blizzara-Thundara 


Venomcast: Blizzara 
Cursecast: Blizzara 
Stopcast: Blizzara 
Killcast: Blizzara 
Healcast: Blizzara 
freecast: Blizzara 
Expericast: Blizzara 
Failcast: Blizzara 


Blizzaga 
Quintcast: 
Blizzaga-Thundaga 
Quadcast: 
Blizzaga-Thundaga 
Tricast: 
Blizzaga-Thundaga 
Dualcast: 
Blizzaga-Thundaga 


Venomcast: Blizzaga 
Cursecast: Blizzaga 
Stopcast: Blizzaga 
Killcast: Blizzaga 
Healcast: Blizzaga 
Freecast: Blizzaga 
Expericast: Blizzaga 


Healcast 
Freecast 
Expericast 
Failcast 
Powercast 
Blastcast 


Limit Break | Electon 


Healcast: Thunder 
Freecast: Thunder 
Expericast: Thunder 
Failcast: Thunder 
Powercast: Thunder 
Blastcast: Thunder 


Healcast: Thundara 
Freecast: Thundara 
Expericast: Thundara 
Failcast: Thundara 
Powercast: Thunder 
Blastcast: Thundara 
Electon 


Healcast: Thundaga 
Freecast: Thundaga 
Expericast: Thundaga indek 
Failcast: Thundaga 
Powercast: Thunder 
Blastcast: Thundaga 
Electon 


Hybrid Spells | Absolute Majority: Lightning — Highest Minority: ice 


ADDED 
EFFECT 


None 


Quintcast 


Quadcast 


Thundaga 
Quintcast: 


Quadcast: 


Tricast: 


Tricast 


Thunder-Blizzard 


Dualcast: 


Dualcast 


Venomcast 


Stopcast 
Killcast 

Healcast 
Freecast 


Thunder-Blizzard 
Venomcast: Thunder 
Cursecast |Cursecast: Thunder 
Stopcast: Thunder 
Killcast: Thunder 
Healcast: Thunder 
Freecast: Thunder 
Expericast | Expericast: Thunder 


Thunder-Blizzard 


Thunder-Blizzard 


SPELL CRAFTED 


Thundara 
Quintcast: 
Thundara-Blizzara 
Quadecast: 
Thundara-Blizzara 


Tricast: 
Thundara-Blizzara 
Dualcast: 
Thundara-Blizzara 


Venomcast: Thundara 
Cursecast: Thundara 
Stopcast: Thundara 
Killcast: Thundara 
Healcast: Thundara 
Freecast: Thundara 
Expericast: Thundara 


TIER 1 TIER 2 TIER 3 
(POWER: 1-99) (POWER: 100-199) [ (POWER: 200+) 


Thundaga ® Elemancy 


Quintcast: 
Thundaga-Blizzaga 
Ouvadcast: 
Thundaga-Blizzaga 
Tricast: 
Thundaga-Blizzaga 
Dualcast: 
Thundaga-Blizzaga 


Venomcast: Thundaga 
Cursecast: Thundaga 
Stopcast: Thundaga 
Killcast: Thundaga 
Healcast: Thundaga 
Freecast: Thundaga 
Expericast: Thundaga 


Failcast: Thundara 
Powercast: Thunder 
Blastcast: Thundara 
Electon 


Failcast Failcast: Thunder 
Powercast | Powercast: Thunder 
Blastcast |Blastcast: Thunder 
Limit Break{ Electon 


Failcast: Blizzaga 
Powercast: Blizzard 
Blastcast: Blizzaga 
Freeze 


Failcast: Thundaga 
Powercast: Thunder 
Blastcast: Thundaga 
Electon 


Powercast: Blizzard 
Blastcast: Blizzara 
Freeze 


Powercast: Blizzard 
Blastcast: Blizzard 
Freeze 


Powercast 
Blastcast 
Limit Break 


Catalysts: Overview 


Catalyst Parameters 


ADDED POWER(EFFECT| UNITS REQUIRED 
EFFECT VALUE | LEVEL |FOR DUPLICATION* 


Venomcast 


Catalyst Parameters (Continued) 
ADDED [POWERJEFFECT| UNITS REQUIRED 
EFFECT VALUE { LEVEL [FOR DUPLICATION* 


Moogle Plushie dd 


Muscle Stimulant 


Flesh Fortifier ___ÁNone bi 
GoldNeedle _____ |Kilca 
HiElvir Gie 
TTR CTR 


Magitek Booster 


Phoenix Down 


Reflex Enhancer 


Led 
KE) 
ES; 
5 
ES 
5 
wr 
=S 
le) 
Leb) 


ne 


Quintcast 


Remedy Dualcast 


Smoling Salts Cursecast_ 


Mega Phoenix 
Mega-Potion É Dualcast_ 


Wx 


None 


Megalixir 


279 


280 


Catalyst Parameters (Continued) 


u 
Bj 
= 
ee 
Ee) 
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Catalyst Parameters (Continued) 


ADDED POWER/EFFECT| UNITS REQUIRED 
EFFECT VALUE | LEVEL [FOR DUPLICATION* 


Aegir | Root wedn mi di zi Tee 
Allural < Shallot 


Alstroom | 
Anak Meat Pake 
Arapaima Roe ei de ii 


Barramundi Fillet 


Behemoth Tenderloin _ nd wen. 


| Birdbeast Egg 


Caem Pinkshrimp | 
Catoblepas Brisket_ a eme ene 
Chickatrice Leg hin 

CleigneDarkstel__ \Dekas | 1 4| UB 


Cieigne Mollusk mn 
Gleigne Wheat _ n 


Cup Noodles K 


| Daggerquill Breast _ 
| Dualhorn St Steak 


: 


SND 
ij 


Eos Green Peas 


| 


Nj=iajeieie jr 
E H í H H ï í 


Fine Cleigne Wheat ie 4 En 


Fine GigheeHam __ [N 
Funguar_ Ne: 


Garula Sirloin_ 


| 
Î 


Giant Trevally Fillet ee en | 
|Gighee Ham 


Griffon Breast 


Hulldagh N Nutmeg_ n 5 _ EN GE 


Jabberwock Sirloin 


Kettier Ginger 


Killer Tomato 


Kujata Marrow ____jfieast | 8 j 1 pen 


keten Eger  jCusecest | 1 jp 4 


Leiden Potato Healcast 


Leiden Sweet Potato Healcast 


Leukorn Steak 


Lucian Tomato 


Malmashroom 


Midgardsormr Shank 


Nebula Salmon Fillet ele l 


|Sahagin Liver _ en 


Saxham Rice men wensen vrm en rani Me 


Schier Turmeric 


SeaBassFilet ___ |None | 4 | -| 200 
Sheep Milk 


Smoking Wood 


Utwaat (Berries _ n E 


Vesper Gar Fillet ee 


RN 0 NE EN 


Wild Onion revert antennen ene vee veran eef 
Zu Tender tbe vere vermanen | 


Treasures 


Anak Antlers nl f 


Anak Fetlock 


heide LR 


Arapaima Scales 


Arba Spur 


Barbed Poison } Needle 
Barbed | Scythe En 


 Barrelfish Scales 


Basilisk Plumage_ ed 


POWER EFFECT| UNITS REQUIRED 
VALUE | LEVEL [FOR DUPLICATION* 
Stopcast : 


None 


Cursecast_ 


None k 


None 


Dualcast 


Beautiful Bottle 


Beautiful Hide 


Beautiful Plumage_ ke 


Beetle Shell 


Behemoth Hom _ a 


Bluegill S Scale 


Broken Harmonica 


Building Stone 


Bulette Carapace 


Dualcast_ 


Freecast 


|Centipede Feet 


Centipede Ja Jaw 


|Centipede Legs 


Centipede 1 Teeth _ | B 


Chrome Bit 


Cursecast 
Dualcast 


Expericast | p 


Coeurl Whiskers 


Treasures 


Colorful Griffon | Claw En 


Crab Carapace En | 


Crimson Tongue 


Crooked Helixhom __|Ticast__|_ 


Curved Fang _ 


|illcast 


|Quintcast 


Curved Hollowhorn_ Ee ae 


Debased dek es an Experica El 


Divine Whiskers _ 


Downy Feathers 
Dragon Claw 


loimiui=iesies nl 
| KEEN MW 
NE 


i5D 00 
£ Ï ï Ì 


DragonHom ______|Ouintcast | 3 | 10 227 


Dragon Scales 


Droopind Whiskers zon ete ede Ed 


FearsomeHoof____|Cursecast |_ 


Fine Crest 


FineSlimyOil_ ____ \Cursecast | 18 | 99 | 122 
FineTail Feathers __\Dualcast | 1 


Fossil Shell 


Fossil Wood NE Stop 


Garula Fur 

Garula Tusk en 
Giant Crab Pincers _ 
Gia t Curlhoen_ 


GiantHoof _______[Cursecast | 42 | 50 | 16 


Glass Gemstone Ge 


Gorgeous Plumage _ a 


Gralean Medal of 
Distinction 


Qvadeast | 8 | B | 1 


Quadcast 


Catalyst Parameters (Continued) 


ADDED |POWER/EFFECT| UNITS REQUIRED 
EFFECT {VALUE | LEVEL [FOR DUPLICATION* 
Great Anak Antlers | 


Great Garula Tusk nnn fenn amana gan paer varen ae vn vof regenen rn vof an vn 
Greatsnake Crest __ |Quadcast 8 


Griffon Feather | ON EN 


Hardened Hide Limit Break er 

Heavy Scale _ _ Tricast n 
Hunter's Medal _ E Limit E Break LE EE DOE | 
HydraulicCylinder_[Quintcast | 42 | 20 | 2 
Imperial Medal of Honor Quintcast Ei EN ZON 
InsectStinger ___ {Venomcast| 1 | 30 | 192 
Iron Shavings 

Jade Gar Mirrorscale 

Jumbo Needle 
King Catfish F Heart En 
Large Hollowhorn 
LaserSensor 
MagitekCore 
Magnetron 
Magaificent Crest 


|Owintcast _ LO ft 124 
{None _ 

Quintcast _ 
{Quintcast 

| Expericast | 


Treasures 


MalboroEye __|Quintcast | 12 | 50 | 46 
 Malboro V Vine Fn 

Mandrake F Flower 

MesmanirHom _____‚licast__ 

Monster Claw 

Monster Jaw en mai verie ennen ennen | Eid ER 
Murk Grouper Eye , 

Old Book [Bpericast | 3 | 3} 28 
Phoenix Bass Bladder None ee ED, EN 
PlatinumIngot N Freecast SE Belk 5 
PrawnAntennae ___|Blastcast | 24 | - 

Quality Building Stone _|None mm: 

RareCoin Expericast 
Repair Kit _ edt 
Rotten Splinterbone En: 
Rough Scales 


limitBreak| 12 | - | 47 
Dualcast 


Practical Applications 


Catalyst Parameters (Continued) 


Tricast 
_|Failcast | _ 
_ None 


je) 


EK 
kl Ï 
| | 


ann erm | Dualcast mn 

ScaledSkin ______{Dualcast 

DEN Splinterbone_ __{Quintcast | 

NR Venomcast 1 

Jd Dualcast _ Ì 

3 _\Venomcast EN DNS ES 

Sharp: Scythe ale LE EE 

Ouadcast | 0 | 0} 74 
Dualcast 

[Cursecast |_7 | 9 14 


Ei 


Ì 


Io 

Ï ï H 
Ulm it 
H í H H 
Í E ; 


Sharp Tail Feathers _ veel 
Shattered Timepiece 
Shield Spike 

Sky Gemstone 
Slimy0il 
Small Beak Dn ma dn Oer 
Snakehead Scales _ Er: 


\SnakeheadTeeth [None | 2 | | 308 


en 


id Building Stone |None_ 
Star Shell Stopcast 
StrongBone L6 | 2 | 
StrongPincers______[Bastcast | 3 | - | 05 
Strong Whiskers ____|Killcast 9 | 125 
SuppleTail________|Dualcast | 1 | 28 | 
Thick Hide en Tricast__ | ON 
Jr Feather ___|Quadcast | 0 | 1 | 714 
ToughShell_______|Dualcast | 1 | 49 | 227 | 
Translucent Skin ___\Cursecast | 20 | 9 | __ 0B5 
Treant Branch 
Treant Trunk 
Voretooth Bri stes De 
Wind-up Lord Vexxos 
Worn Incisor 
Wyvern Wing __ 
Zu Beak 


Dualcast _ Ad 4d U 

Cursecast 

[lrieast | 12 | 2 | ___ 139 
Limit Break 


“The values in this column work linearly and are an accurate incremental 
representation of the duplicating process. For example, with the duplication value 
1.25 for a Metal Scrap, you can multiply 1.25 by the number of duplicates that you 
want, then round up to the nearest integer to calculate the number of catalysts 
that you need to use. In other words, you get one extra copy with 2 catalysts, two 
extras with 3, three with 4, four with 5, five with 7, and so forth. 


© | 


Catalysts with a low resale value that you acquire in great quantities 
over the course of a playthrough can serve as basic enhancers for non- 
critical spells. For example, a single Metal Scrap (a common and generic 
treasure with a resale value of 25 Gil) is all it takes to grant any spell 
a Dualcast property. In other words, sacrificing the 25 gil essentially 
buys you a 51% chance (default 50%, plus 1% from the Metal Scrap's 
effect level) to cast a second spell for free. The same principle applies 
to Voretooth Bristles and Garula Tusks. 


The Killcast added effect has a chance to immediately eliminate any 
creature vulnerable to the Instant Death status if successful. You can 
increase your chances by taking the effect level to its maximum 99 
value. This is easily achievable by adding two Coeurl Whiskers to a 
crafting recipe, which can be farmed with ease from their owners in 
the southwest region of Duscae. Killcast is never guaranteed to work, 
however: even at level 99, the effect only translates into a 19.8% chance 
to succeed on a creature with no resistance (and less on others). As 
a rule, all bosses are immune to Instant Death, but the Killcast effect 


still has noteworthy applications. Many denizens of the mazes that you 
have to explore during the difficult “Menace Beneath Lucis” sidequest, 
for instance, can be killed in this manner — and the effect will apply to 
entire crowds if you cast tier-3 spells. 


FINAL FANTASY. IV 


it leq iest 


ie inventory 
Í 

p: 

e 


L Strategy & 
® Analysis 


Exkas 


e Elemancy 


A Stetue Fllecis 


Re U 


Min:-Games 


281 


282 


Alseen 


Status effects are temporary conditions that have a beneficial or 
detrimental impact on a target, be that one of your party members or 
an enemy. The majority of them are straightforward in nature, affecting 
basic attributes or other parameters such as damage resistance. For 
example, an enemy might enhance its Strength to deal more damage — 
or inflict another effect to cripple yours, severely blunting your offensive 
capabilities. This is not something to fear unduly, as your party has 
access to a vast array of statistical boosts, protective bonuses, and 
unique enhancements, many of which can persist for long stretches of 
time, providing wide-ranging benefits. 


A comprehensive grasp of status effects can enable you to ensure victory 
before a fight actually begins — especially with foes where the difficulty 
of a battle is determined primarily by their characteristic use of debuffs. 


Food Effects 


De 


Status changes conferred by the consumption of meals are represented 
with blue icons. The more common effects, related to parameter 
changes, are usually incremental, denoted in-game by the “level” of the 
effect. For example, a level 3 Attack Boost provides +30 to Strength, 
equivalent to an increment of 10 per level. Effects that do not display 
associated levels exist in a single form. 


Food effects last for variable periods of time — see page 210 for details. 


Food-induced Status Effects 
EFFECT 


HP Boost +50 Base HP per level 

Regen Boost +25% HP Recovery Rate per level 
Attack Boost +10 Strength per level 

Defense Boost {+10 Vitality per level 

Magic Boost +10 Magic per level 

Spirit Boost +10 Spirit per level 

Critical Boost +10% Critical Rate per level 
Flameproof +10% Fire resistance per level 
Frostproof +10% ice resistance per level 
Stormproof +10% Lightning resistance per level 
EXP Boost +10% EXP per level 

Perception Boost | + 10% item drop rate per level 
Poisonproof Immune to Poison 

Toadproof Immune to Toad 

Death-Defying _ |Immune to Instant Death 
Immune Immune to all ailments 


Resistance 
Boost 


Fresh +50 Strength/Magic, +10% EXP 
Prime +75 Strength/Magic, +50% EXP 
Braveheart +500 Strength, Magic reduced to 0 
Magemaster Strength reduced to 0, +500 Magic 
Last Stand +500 Strength, +500 Magic, Max HP reduced to 10% 
Clairvoyant Guaranteed critical hits 
When the attacker's level is below the defender's level, 
Equalizer the attacker inflicts more damage according to the 
formula: Bonus modifier = level difference x 2% 
Endurance Sprint indefinitely without using stamina 
On Noctis: +100% to tech bar fill rate; on allies: +100% 
leveling rate and guaranteed critical hits for techniques 


OLSENE LOD 


lmmune to Fire, Ice, and Lightning damage 


GSO8 O OLAAHOOE 


De @ 


Tech Boost 


Other Effects 


Den 


Conditional status changes that are not bestowed by meals are shown 
as green icons when they are beneficial (buffs) and as red icons when 
they are detrimental (ailments). 


Many of these are analogous to food-based effects; the difference is 
that these do not persist between battles. Parameter changes are not 


bound to increments; instead, they are specific values corresponding to 
a particular ability or trigger, induced either by the player or the enemy. 


Combat Status Effects 
ICON NAME EFFECT 


Revitalized Increases HP Recovery Rate 
Tenacious Increases Strength 
Stalwart Increases Vitality 
Enchanted Increases Magic 

Spiritual Increases Spirit 


Imbues weapons with Fire and increases Fire magic 
potency 


Imbues weapons with ice and increases Ice magic 
potency 


Imbues weapons with Lightning and increases 
Lightning magic potency 

Carbuncle's Blessing | Increases Strength and Vitality 

Nimble Triggers automatic evasion of enemy attacks 
Inspired Negates all MP costs 

Sharp Reveals an enemy's weaknesses 


Increases Strength and Magic by 100%, but reduces 
Vitality and Spirit to zero 


Riled +50% Strength 
Roused +50% Vitality 
Critical Increases Critical Rate 


+100% to tech bar fill rate (Noctis); +100% leveling 
rate and guaranteed critical hits for techniques (alles) 


Party member is ín critical condition; see previous 
section covering HP 


Down Unable to participate in battle 

Mollified Reduces Strength 

Compromised Reduces Vitality 

Disenchanted Reduces Magic 

Cursed Reduces Spirit 

Broken (Neutralized) { Reduces Strength and Magic due to a broken body part 
| Broken (Defenseless) | Reduces Vitality and Spirit due to a broken body part 

Poison Inflicts damage over time 

Envenomed Inflicts prolonged damage over time 


Disoriented: Controls for Noctís are reversed, while 
allies attack nearby targets indiscriminately 


Toad Transformed into a toad 

Turned into stone; removes all other statuses, 

and prevents all damage, but also precludes movement 
Stop Suspended in time and immobilized 

Burnt Inflicts Fre damage over time 

Frozen Inflicts Ice damage over time 

Shocked Inflicts Lightning damage over time 

Threatened Focuses enemy attacks on a single target 
Enervated Reduces all attributes 

Overheated Inflicts damage over time with intense heat 


Flameboost 
Frostbaost 


Stormboost 


Berserk 


Tactical 


Danger 


Confusion 


Stone 


Chocobos 


eemnes: ak 


Beneficial effects can be bestowed upon chocobos by feeding them 
certain foods when you camp at a haven. 


Chocobo-Related Status Effects 
ICON NAME 


Increases chocobo Mimett Greens 


stamina 
Increases chocobo top | Curiel Greens 
speed 


Increases chocobo jump [Reagan Greens 
distance 


Increases chocobo 
stamina, top speed, and 
jump distance 


Sylkis Greens 


COMBAT MANEUVERS 


No matter how well equipped or primed you may be for a given battle, a deep understanding of all the attacks and maneuvers at your disposal can 
still make a world of difference. In this section, we reveal how to graduate from the button-mashing barbarity that sufficed for the early chapters of 


the story in favor of activating specific moves with surgical precision. 


Weapons 


There are many finer points related to weapon performance, governed by systems of hidden attributes that are rarely apparent in the game menus 
or onscreen combat dialog. Knowing the underlying parameters and more granular details concerning weapon handling can really help to improve 


your combat performance. 
Blitz 


The auto-attack feature “Blitz,” which is activated by holding down 
O@/B, automatically performs a vanilla combo that culminates in a 
finale attack. 


Greatswords and daggers offer the shortest and longest combos 
respectively, while Blitz combos performed with swords, polearms, and 
firearms are of medium length. Machinery weapons are single-shot only. 


With all melee weapons, Noctis can warp to an enemy with the first hit of a 
combo to close the distance quickly: this is most easily achieved by holding 
® towards a locked-on target. This command does not consume any MP 


The combo counter on the left side of the screen, above the tech 
bar, indicates the number of successive hits you have landed. Any 
interruption (including damage taken from an enemy) resets the 
counter. Allies do not contribute to the combo counter. 


Finishers 


fat any point you stop in the middle of a Blitz combo, even after a single 
attack, there is a brief window during which you may perform a Finisher 
— a powerful attack that can have special properties. Simply release 
O@/D, then press it again during the Finisher “window”. 


With most weapons, a Finisher opportunity is indicated by a clear visual 
cue: Noctis taking a step backward. For one-handed swords, the indicator 
is more difficult to spot, and triggering the Finisher will take some practice 
to perform consistently: instead, you need to press the button when Noctis 
extends his right arm outward, just as the sword begins to phase out. 


Finishers 


WEAPON 
CATEGORY 


DESCRIPTION 


Overhead swing or horizontal slash 
Greatswords { Spin attack 


Long-range forward stab; repeatable with a second back-step trigger 
Dual horizontal slash 

Powerful shot with accompanying back-step 

Overhead swing 


Directional Attacks 


Available for weapons with Blitz capabilities, directional attacks are 
triggered after the first hit of a combo by tilting ® while pressing 
or holding the attack button. Each weapon category has access to 
different directional attacks. 


The table on the upper right provides all directional attack details for 
every applicable weapon category: directional input, visual description 
of the animation, and whether it can be triggered during a Blitz combo 
or as a Finisher. 


If you learn to utilize Finishers and directional attacks in an efficient 
and timely manner based on situational awareness, you will have truly 
mastered the art of adaptive attack inputs in the midst of battle. 


Directional Attacks 


DIRECTION 
RELATIVE 
TO TARGET 


Backflip attack; repeat for a 
second backflip followed by a 
warp attack forward into the 
EN ee 
Speeds up combo: replaces 
slow, horizontally sweeping 
second and third swings with a 
faster vertical second swing ___|_____|______ 
Charged attack; hold for up to 
three seconds then release; 
Noctis flashes purple at full 
Upward leap (followed by diving 
plunge attack against small 
Strike up to three times with 
sweeping blows that have more 
horizontal reach but deal less 
Evasive backflip (can be 
repeated once} that finishes 
with a forward lunge attack into 
Back-step followed by daggers 
_{thrown at the enemy__ 
Sidestep in the corresponding 
direction; hold to repeat 
_Jindefinitely 
Dive in the corresponding 
direction while shooting; must 
_{be locked on to target | __ 
Close-range, overhead shield 
throw directly forward that 
pierces through targets 


WEAPON 
CATEGORY 


DURING { ASA 


DESCRIPTION BLITZ | FINISHER 


Greatswords | __———— 


Polearms 


Aerial Attacks 


Only two weapon categories are capable of sustained aerial assaults. You 
can attack in the air with any Blitz-enabled weapon, but to remain airborne 
you must be using either a sword or polearm. In addition, you must 
have unlocked the Airstep Ascension ability (and, ideally, the successive 
nexuses down that branch of the Combat Ascension tree). This equipment 
restraint also applies to the Death Drop ability, which is a great way to 
close the distance from afar while consuming less MP than with a warp- 
strike. Once you learn the Osmostrike Ascension ability, aerial attacks that 
connect recover MP (—2.5% of your maximum MP per hit). 


Blindsides 


Blindsides are special attacks that occur automatically when you launch 
a blow from behind — specifically within a cone of 60 degrees to the 
rear of the enemy. Party members enjoy an additional damage multiplier 
of 1.5 when executing a Blindside. Consider honing your skills at roll- 
dodging if you wish to adopt a hit-and-run playstyle that maximizes this 
damage bonus — especially with a greatsword or pair of daggers. 


The multiplier for Noctis's Blindside attacks with daggers increases to 
1.75 and 2.0 respectively when he learns the Stalker and Super Stalker 
Ascension abilities. 
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Warp-Strikes 


Warp-strikes are special attacks performed by pressing ®/O while 
locked on to a target. This can be repeated multiple times in a row by 
holding down the button, but the maneuver takes a toll on your MP 
gauge: each warp costs 30 MP 


A warp-strike deals damage based on the distance between Noctis and his 
target: the farther the target, the more damage the command deals — and 
vice versa. From one edge of a standard battle zone to the opposite edge, 
you can easily score a 4.0 multiplier, for example. You can further improve 
warp-strike damage multipliers through Ascension, by learning the Warp 
Factor and Warp Factor Il abilities, which grant 25% and 50% bonuses 
respectively. At short distances, the multiplier will be less than 1.0, with a 
minimum of 0.5 if you are warp-striking from right next to the enemy. The 
Point-Blank Warp-Strike Ascension ability eliminates this penalty. 


Warp-strikes are primarily attack moves, with significant damage 
potential and stopping power. You also receive 1 AP every time you defeat 
a target with this move. In addition, warp-strikes can have a few creative 
applications. Most notably, the start-up of the warping animation makes 
Noctis briefly invincible. You can exploit this feature in various instances: 


© As a way to fly “through” enemy attacks (particularly projectiles) 
without sustaining damage. 

& As an aerial dodge before you learn the Airslip Ascension ability. 

& As a means to maintain your combo counter. 


Body Parts & Breakage 


Weapon attacks have the ability to “break” the enemy, with the word “BREAK 
appearing onscreen when it occurs @. This system revolves around the 
fact that enemies have distinct body parts (also referred to as “appendages” 
in the game, though a creature’s torso also counts in this respect). You can 
discern each distinct bodily target on an enemy by noting the appearance of a 
reticle; cycle through a foe’s body parts with ® while you are locked on to it. 


Triggering a break on a body part can lead to various, universally positive, 
effects (including penalties to the creature's attributes, impediments to 
damage mitigation specific to a body part, and unique appendage drops 
when applicable). The precise result depends on the enemy in question, as 
documented in each monster's Notes in our Bestiary chapter. 


Here are the key principles governing how the system works: 


© Whatever body part of an enemy you target, the damage you deal is 
depleted from the creatures overall HP total. Body parts do not have 
individual HP allocations. 


& On the other hand, each body part has a separate, hidden durability 
parameter. The durability of a body part is defined as a percentage 
of the enemy’s Max HP 


& The majority of attacks in the game deal an equal amount of damage 
(HP depletion) and “breakage” (durability depletion). However, the two 
concepts are distinct from each other. Certain weapons have properties 
that enable them to inflict more breakage than they deal damage. 


© Break can occur once you have inflicted sufficient breakage by 
reducing the durability of a body part to 0. Break status frequently 
induces parameter changes, such as lowered Strength or Vitality. 
Consult our Bestiary chapter entries to learn about break effects 
achievable against specific enemies. 


© Even if a body part's durability is reduced to 0, it will not be 
automatically broken. Only break-capable attacks will induce the 
break status. You can find the list of all break-capable attacks in the 
dedicated table below. Note that you must use a weapon of some 
kind; spells are not break-capable. 


& Destroying a body part reduces one of the target's attributes 
(either Vitality or Strength) by a certain percentage. Knowing what 
stat each appendage is tied to can prove immensely useful when 
facing dangerous enemies. If a creature inflicts massive damage, 
for example, lowering its Strength by 30% can greatly increase your 
chances of survival. Conversely, reducing the Vitality of an opponent 
that soaks up damage can help to shorten the battle. 


& Certain weapons and a few specific individual attacks in specific 
weapons, categories, grant breakage bonuses (see tables below). 
The Hardedge greatsword, for example, will inflict 80% extra 
breakage with every blow (in other words, 1.8 times more breakage 
than damage). 


& As an illustration of the above principles: consider the lowly 
Sabertusk, an enemy with a single targetable area (the body). Its 
durability is equal to 60% of its Max HP of 1,200. This means that 
with most attacks, the enemy will break once 720 points of damage/ 
breakage have been dealt (assuming that you deal a break-capable 
blow). If you instead perform a suitable attack that deals only 400 
damage, but carries a x1.8 breakage modifier (for example, by 
wielding a Hardedge), you would still break the enemy because you 
have depleted the enemy’s durability (400 x 1.8 = 720). 


& Last but not least, don't quixotically target a body part if an 
enemy’s behavior makes it consistently difficult to reach. Though 
break bonuses can be useful, try not to pursue them at the expense 
of staccato attack patterns that will ultimately extend the duration 
of a fight. 


Break-Capable Attacks 


WEAPON CATEGORY | BREAK-CAPABLE ATTAGKS 


All Blitz finales; Finishers; warp-strikes; parries 


Greatswords Blz intial hit; Bit stab; charged attack; aerial attack 
Polearms 


Aerial attack 
Machinery 


Charged attack 


Break Power Bonuses: Weapons 


WEAPON CATEGORY WEAPON NAME BREAKAGE BONUS 


Greatswords  _________|Hardedge | ____ x18 
Polearms______________{Rapierlance | ______X18 

Quicksilver | 8 
Cerberus 


Firearms 


Break Power Bonuses: Attacks 


WEAPON CATEGORY ATTACK TYPE BREAKAGE BONUS 


Blitz hnale B 


[Aerialattack | 1 
_jAerialdiveattack) x15 


Circular Saw 


Drillbreaker 


Attack Damage Modifiers 


11 


an 
1.0 


Standard* 

Weak attacks** 
Strong attacks*** 
Blitz finales 
Finishers 
Counterattacks 
Aerials 
Warp-strikes 
Parries 
Link-strikes 


1.6-1.92 
0.8-1.28 
24 
2.08 
Oe 
2.88 
1.6 
1.28 
6.4 
4,8 


% 


in the table. 


“Standard” refers to mid-string single-hit attacks during Blitz combos. It also applies to any attack type that we have previously deseribed, but not specifically categorized 


**_Weak attacks include the dagger throw during the corresponding directional attack, and multi-hit attacks in the middle of Blitz combos. 
“EE “Strong attacks” refers ta the greatsword charged attack (base modifier value) and aerial dive attacks. 


Attack Damage Modifiers 


For every attack performed, there is a hidden damage modifier value 
specific to both the category of weapon, and the specific type of attack 
used. Consider a regular sword attack to be the standard as a basis of 
comparison. The full table of damage modifier values is shown above. 
Some attack types have slight variability, so we have presented those 
values as a range for the sake of accessibility. 


Intermission 


We have now presented the complete mechanics of every attack 
performed with standard weaponry, with the exception of Royal Arms. 
To review, here is a quick summary of all concepts related to weapon 
attacks up to this point. 

© Standard weapon attacks performed during Blitz combos may have 
varlations triggered by manually stopping the combo (Finisher), or by 
specifying a direction with ® (directional attacks). 


Swords and polearms are capable of performing sustained aerial 
combos. Aerial attacks can also restore MP with the Osmostrike 
ability unlocked through Ascension development. 


Damage multiplier bonuses may apply in the following situations: 
charged attacks, blindsides, and warp-strikes. 


All weapon attacks inflict both damage (reducing the target's HP 
total) and breakage (reducing the durability of enemy body parts/ 
appendages). Certain attacks and weapons have breakage bonuses. 
Only a certain subset of attacks can actually induce the break status; 
these are referred to as “break-capable”. 


Each attack has a specific damage modifier that acts on top of basic 
combat parameters in the final damage calculation. 


Now that you are intimately familiar with attack properties relevant to 
regular weapons, it will be much easier to understand the mechanical 
details of Royal Arms — many of which have characteristics that defy 
standard weapon categorization. 


Royal Arms 


Here are the most notable differences between standard weapons and 
Royal Arms: 


& When you begin a Blitz combo with Royal Arms, Noctis usually has 
much greater forward momentum at longer distances from a target. 
These initial strikes also tend to be slightly stronger than those of 
regular weapon types. 


© Royal Arms do not perform Finishers. Directional attacks are possible 
in some cases during Blitz combos. 


Airstep attacks are not possible with Royal Arms. These maneuvers 
remain exclusive to standard swords and polearms. Additionally, no 
aerial MP recovery takes place when you attack with Royal Arms. 


Royal Arms are considered an “absolute” damage property. With 
only very few exceptions, no enemies are strong or weak to them, 
regardless of form; in other words, almost every opponent has a set 
100% damage susceptibility to all Royal Arms. When facing foes 
with high resistances to all standard damage types, this makes 
Royal Arms incredibly powerful. 


Any boost to Strength that you can secure is more beneficial with 
most Royal Arms, because it is effectively counted twice for the 
purposes of damage calculation (see page 293). The Bow of the 
Clever and Scepter of the Pious are the two exceptions; they gain 
damage boosts from bonuses to Magic. 


To counterbalance the generally high Attack stats of Royal Arms, as 
well as the secondary Strength or Magic bonus to offensive output, 
attack damage modifiers tend to be lower overall when compared 
with those of standard weapons, as shown in the following table: 


Royal Arms: Attack Damage Modifiers 
ATTACK TYPE 


Standard* 
Strong attacks** 


MULTIPLIER 
0.7 
0.84-1.05 
14 
0.7 
2.8 

2.1 


Blitz finales 
Aerials 
Parries 
Link-strikes 


* 


“Standard” refers to mid-string single-hit attacks during Blitz combos. It 
also applies to any attack type that we have previously described, but not 
specifically categarized in the table. 

** In this table, “strong attacks” refers instead to opening attacks of Blitz 
combos and counterattacks. 


Finally, and perhaps most importantly: Royal Arms deplete a 
percentage of your Max HP with every attack that successfully 
deals damage (except parries). The effect ranges from 2-4% with 
most standard attacks, but the loss can be much more significant 
with warp-strikes. The HP reduction is actually proportional to the 
damage modifier of an attack, as a percentage of Max HP; the 
stronger the attack, the higher the HP “cost”. In short, always keep 
a careful watch on your HP when using these powerful weapons. 


With these basics established, we can delve more deeply into the 
distinct characteristics of individual weapons, and any exceptions to 
the points made above. 


FINAL FANTASY XI 


… Extras 
7 


sE 


ndex 


Strategy & 
Analysis 


…_ Combat 
Maneuvers 


285 


286 


(Attack: 237, Magic: +150) 
fh de dn NONNEN 


Sword of the Wise (Attack: 194) 
Kemna 


Blitz combo is the strongest (damage modifier: 1.4), 
not the finale (damage modifier: 0.7); in combination 
with its excellent distance-closing properties, this is 
one of the best moves in the game, and makes for a 
great weapon to use with hit-and-run tactics 

& Enables a backflip as a backward directional attack 


& Handles similarly to a regular sword 

© Performs a two-hit warp-strike with a delayed 
second hit (damage modifier/HP cost: 0.84/12% 
+ 0.42/6%) 

& Unlike almost all other weapons, the initial hit of a 


physical attack; HP cost is 15% for the physical 
attack only) 

© Pause at any time during a Blitz combo to trigger 
a unique Tenacious self-buff that increases 
Noctis's Strength by 100 for 10 seconds. This is 
repeatable but does not stack with any existing 
Tenacious effect 


Blade of the Mystic (Attack: 396) 

& Handles like a combo-friendly greatsword; while 
the initial Blitz hit is slow, subsequent attacks are 
performed in quick succession 

& Performs a unique warp-strike that begins with 
Noctis firing three arcing projectiles toward the 
enemy while standing in place, before warping 
forward to deliver a physical attack (damage 
modifier: 0.35 for each projectile as well as the 


Trident of the Oracle (Attack: 388) 
pe 


© Handles similarly to a polearm 

© Creates an afterimage of Noctis after each 
attack that persists briefly and performs up to 
three additional attacks at that location (damage 
modifier: 0.42 each) 

©& Performs an aerial diving warp-strike consisting 
of up to three hits (damage modifier/HP cost: 
0.49/14% + 0.7/3% + 1.4/24%), with follow-up 
afterimage attacks (damage modifier: 0.49 per hit) 

© Enables an evasive leap, followed by an aerial 
dive attack as a sideways or backward directional 
attack; this dive attack has a x1.5 bonus to 
breakage 


Scepter of the Pious 


& This weapon uses the Magic stat in damage 
calculation 

© Performs a two-hit aerial warp-strike (damage 
modifier/HP cost: 0.49/7% + 0.63/13.5%) 

© Unique weapon that assumes different forms based 
on directional input 


tt 


ATTACK TYPE WEAPON FORM 


Blitz initial hit Trident of the Oracle 
Non-directional Blitz combo Sword of the Wise 


Forward directional Blitz combo {Sword of the Tall (finale: Axe of the 
Conqueror) 
Sideways directional Blitz combo {Blade of the Mystic (no self-buff) 


Backward directional Blitz combo | Trident of the Oracle 


& Handles similarly to a greatsword 

©& Features a unique serrated blade that deals 
multiple hits with every attack; later hits deal 
higher damage (damage modifier range: 0.07- 
0.14) 

& Performs a warp-strike capable of dealing more 
than 10 hits (damage modifier/HP cost: 0.07/1%, 
0.21/3% with the last hit) 

©& Has a breakage multiplier of 0.50 applied to all 
attacks, except for warp-strikes 


Bow of the Clever (Attack: 203, Magic: +80) 


& This weapon uses the Magic stat in damage 
calculation 

© Handles similarly to a firearm, while 
offering the mobility of daggers 

& Regular attacks have a maximum range of 
80 feet and are subject to a range modifier (see page 272), 
but you should note that this weapon's projectiles are slow 
and can therefore easily miss from a distance 

& Most attacks have a lower damage modifier overall (0.49) 
but can pierce enemies (hitting multiple lined-up targets or 
different body parts of large foes) 

& Deals bonus damage to enemies in the vulnerable condition 

& Performs a special warp-strike that stops in front of the 
enemy to shoot three arrows rapidly at close range (damage 
modifier/HP cost: 0.35/5% x 3) 


Star of the Rogue (Attack: 177) 

& Handles like a long-range pair of daggers 

& Performs a multi-hit warp-strike that ends 
with a backward evasive flip (damage 
modifier/HP cost: 0.32/4.5% for the first 
hit, 0.14/3% for subsequent hits) 

$ 


Enables aerial attacks with directional input during Blitz 

© Standard attacks can pierce enemies (hitting multiple lined-up 
targets or different body parts of large foes) 

& Maximum range: 130 feet for regular attacks, 65 feet for warp- 
strikes 


Mace of the Fierce (Attack: 334) 

& Handles similarly to a greatsword 

© Features extremely slow and linear attacks that 
have poor tracking against agile enemies, but all 
attacks are break-capable 

& Performs a slow two-hit warp-strike (damage 
modifier/HP cost: 0.28/8% + 0.49/14%) 

© All other attacks have a damage modifier of only 
0.7, including parries, but feature huge breakage 
multiplier; see the table below 

© Obviously, this weapon focuses on breaking the 


enemy with well-timed attacks rather than raw power 


ATTACK TYPE 


Standard 

Blitz initial hit 

Blitz finale 

Aerial 

Parry 

Warp-strike (2 hits) 


BREAKAGE MULTIPLIER 


Swords of the Wanderer (Attack: 153) 
Gn 


© Handles similarly to daggers when the weapon is 
dual-wielded during a Blitz combo, with weaker 
mid-Blitz attacks overall (damage modifier: 0.56) 

© Performs a multi-hit warp-strike (damage 
modifier/HP cost: 0.28/4% per hit, but 0.63/9% 
with the last hit) 

© Provides slower, more focused hits in combined 
form as a forward directional attack 

© Enables an evasive leap, followed by an aerial dive 
attack as a sideways or backward directional attack 


Shield of the Just 
(Attack: 251, Strength: -100) 


& Handles almost exactly like a regular 
shield, including the warp-strike (damage 
modifier/HP cost: 0.49/7%) 

© Holding @/9 enables Noctis to enter a 
defensive stance similar to cover status, 
with the same bonus HP regeneration, but 
also draining MP. Given the Strength and MP 
penalties of this weapon to begin with, it may 
be most useful as a healing tool for players who 
don't use much MP 


Sword of the Father (Attack: 141, Strength: +100) 
& Handles similarly to Sword of the Wise, but with 

unique attack animations, including a three-hit 

warp-strike (damage madifier/HP cost: 0.42/6%) 

that features follow-up afterimage attacks 

(damage modifier: 0.21 per hit) 
& Enables a unique Tenacious self-buff by performing 

a Blitz finale, which increases Noctis's Strength by 

200 for 5 seconds; this is repeatable, but does not 


stack with any existing Tenacious effect \ 
Axe of the Conqueror 
(Attack: 483, Strength: +60) En 
& Handles similarly to a greatsword 
& Performs an aerial, diving warp-strike (damage 
modifier/HP cost: 1.4 /42%) 
© Performs slow and powerful but fairly linear 
attacks 
& Enables an aerial diving attack as a forward 
directional attack 


Katana of the Warrior (Attack: 361) 


© Handles similarly to a sword, but with extended 
range and much faster Blitz combos after the 
initial hit 
© Performs a delayed, single-hit warp-strike 
(damage modifier/HP cost: 0.49/10.5%); 
successive warp-strikes can be chained hes 
extremely quickly 


Armiger 


Armiger is represented by a circular gauge that surrounds Noctis's 
Primary Arms display. Gauge growth occurs only during combat, but 
persists between battles. The gauge consists of 40,000 points, which 
you can accumulate with the following methods: 


© All weapons and attack types add to the gauge, even Royal Arms. 
Generally, expect to gain 100-800 points for most attacks whenever 
you deal damage, with stronger attacks providing more points. 

© \Warp-strikes with standard weapons (not Royal Arms) provide only 
100 points (0.25% of the gauge), making them a poor choice for 
Armiger accumulation. 

© Standout methods of accumulation with standard weapons include 
greatsword charged attacks and counterattacks, as well as blinks 
with shields; each of these maneuvers rewards 1,600 points. 

& Phasing is by far the most efficient form of accumulation; each 
successful phase contributes 2,000 points to the gauge (5% of the 
total). You can exploit this by phasing multiple attacks consecutively, 
such as a barrage of rifle shots from imperial soldiers. This can help 
you to fill your Armiger bar very quickly. Ideally, blink instead of 
phasing continuously to reduce the attendant MP cost. Note that 
this trick does not apply to shield blocks or other defensive moves. 


Once the gauge has been filled, you can trigger Armiger by pressing 
(LD + (RD/ 6E) + EER. When you do this, the gauge will deplete until it 
is empty or until combat status ends. By default, it takes 10 seconds 
to fully deplete the gauge. If Noctis enters Danger status during an 
Armiger assault, the mode ends immediately — though you will keep the 
remaining gauge “charge”. 


In Armiger mode, Noctis will enjoy the benefits of greatly increased 
attack speed and power. He will also occasionally dodge projectiles 
automatically, without requiring any player input, and is much less likely 
to be knocked down or to experience knockback effects against strong 
attacks. Finally, all attacks during Armiger have a bonus multiplier of 1.5 
to breakage, and are break-capable. 


All of your acquired Royal Arms are summoned by Noctis during Armiger. 
While Noctis cycles through the weapons to perform relentless attacks, 
the weapons themselves automatically home in on the target to deal 
additional damage. 


DAMAGE MODIFER: 
NOCTIS 


DAMAGE MODIFIER: 


ROYAL ARMS VARIANT AUTOMATED 


Sword of the Wise É 0.3 
Axe of the Conqueror 0.3 
Bow of the Clever É 0.35 
Swords of the Wanderer É 0:35 
Blade of the Mystic 8 0.4 


Star of the Roque 0.4 
Sword of the Tall 

Shield of the Just 

Mace of the Fierce 

Scepter of the Pious 

Trident of the Oracle 

Katana of the Warrior 

Sword of the Father 


* Capable of multiple hits 


Armiger and its related Ascension nodes are not accessible until you 
obtain the Swords of the Wanderer during Chapter 03. Armiger-related 
abilities improve its frequency and duration in the following ways: 


©& Armiger Harvester: Boost bar gain by 30% 
© Iron Armiger: Reduce bar depletion by 30% (essentially adding 
—4.3 seconds to Armiger duration) 
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Ally Coordination 


Weapon Attacks 


Gladio, Ignis, and Prompto can each equip two weapon types. In 
general, you can expect that regular weapon attacks by allies, with 
parameters and choice of weapon being equal, will deal roughly half the 
damage that Noctis can in an equivalent situation. 


Conditional Abihties 


Conditional abilities are actions that your allies can perform automatically 
in specific circumstances. These conditions are usually related to the 
user's HP or in response to Noctis attacking or being attacked. You can 
unlock all of these abilities at the Ascension screen (see page 296). 


Conditional Abilities: Gladiolus 
NE pescrrerion 


Perform a disruptive counterattack. Damage modifier: x2 


Perform a powerful preemptive strike. Damage madifier: x2 


/ {Guard Noctis when HP is high 


Omni 


Aliv Weapons: Overview 
CHARACTER PRIMARY WEAPON 
Gladiolus Greatsword 


SECONDARY WEAPON 


Ignis Dagger 


Prompto Firearm 


Furthermore, all allies may perform Deathblows after you unlock the 
requisite node in Ascension. This weapon-independent ability enables 
them to perform powerful attacks against enemies in Vulnerable status, 
featuring a damage modifier of x2.5, upgradable to x3.5 with the 
Ultimate Deathblow Ascension ability. 


4 | / {Perform a disruptive kick when Noctis is defending. Damage modifier: x1.5 (x2.5 with Acute Antagonism) 


Automatically scan for enemy weaknesses; see page 271 for details 


When Noctis is attacking an enemy with a Blitz combo, inflict Poison on the target for 60 seconds. Damage modifier: x1 (x1.5 with Virulent Venom) 


Lancet Perform a counterattack and drain an enemy’s HP equal to damage dealt when own HP is low. Damage modifier: x2.5 


Regenerate Heal an ally with a hidden item when HP is high 


Perform a preemptive strike that adds one segment to the tech bar. Damage modifier: x1.5 


Scintilla Perform a counterattack and inflict Stop when HP is low. Damage modifier: x2.0 


Ballistic Unleash critical damage on an area when HP is high. Damage modifier: x0.4 per hit 


Shock Drop Inflicts Shocked for 3 seconds on an enemy Noctis ís attacking in mid-air. Damage modifier: x2 (x4 with Sharp Shock) 


Techniques 


Techniques are advanced ally actions that are activated by holding 
C1/4E and pressing G. Each ally is “mapped” to a direction on ©: 
Ignis to &, Prompto to €9, Gladiolus to €, and occasional quests to 
Q. As quest party members play a part in a mere fraction of the total 
play time, we will focus exclusively on details for your permanent allies 
in this section. 


Technique usage is governed by the tech bar — the green gauge that 
appears above Noctis's weapons display. The tech bar fills slowly 
but persistently during battles (and by one full segment when certain 
conditional abilities are triggered — see previous section), up to a 
maximum of three segments. Each deployed technique consumes a 
certain number of segments. As the bar does not carry over between 
battles, there is no point in conserving this resource; you should spend 
it liberally whenever it might provide an advantage. 


By default, your allies only have access to one technique each, but can 
acquire additional specialties via their Ascension trees — though only 


one can be equipped at a time. Like conditional abilities, techniques can 
be bound to specific weapon types. 


Certain techniques give Noctis a follow-up opportunity: if you press 
the attack button while the corresponding prompt appears on-screen, 
Noctis will land an extra blow on his ally’s target. 


Every time you activate a technique, its level bar fills by an increment. 
When you reach the number of activations required, the technique 
levels up, which results in an increase of its critical rate. 


For Noctis, eating a favorite food speeds up the fill rate of the tech 
bar by 100%. For an ally, a favorite food doubles the leveling rate for 
any of their techniques that you use (in other words, each activation 
counts for two), and also guarantees critical hits. Favorite foods 
are indicated in-game by a character sprite that depicts the party 
member who will receive a boost. See page 211 for a complete list 
of favorite foods. 


Techniques: Gladiolus 


IE SEGMENTS| DESCRIPTION t { LV.2 | V.3 | 4 | LVS | IV6 Lv.10 
1 


® Sweeping attack with a greatsword (default technique). Activations Required to Level Up 


& Damage modifier: 0.4 + 2.0 finisher (0.4 + 4.0 when MON EN el - | - | 


critical). Critical Rate (%) 


® Possible follow-up by Noctis; damage modifier: 1.0. GE EE misel 24 - | - | 
À Activations Required to Level U 
in ® Greatsword attack on a single enemy that can break body Ee 
NA 2 


parts, with possible follow-up attack by Noctis. 2 E 3 MEEKSERKIEN 


® Damage modifier: 5.5 (11.0 if critical) (breakage x2.5). Critical Rate (%) 


EERE DANE RE EE TE KS 


Activations Required to Level Up 


® Deals damage to nearby enemies with a shield shockwave. NE Nel - [| 


Ad fier: 2. gf Í L 
Damage modifier: 2.0 + 0.3 shockwave (4.0 + 0.6 for Critical Rate (%) 


critical). 
A NE SER A EE en EE 
® Guards Noctis with a shield. Enables breakout attack from Activations Required to Level Up 


Royal Guard cover. REEN ENES VEN RAE 


® Possible follow-up by Noctis; damage madifier: 4.0 (breakage Critical Rate (%) 


x3). 6 } 20 40 |eli0t - | -j- | - | - 
Activations Required to Level Up 


® Frontal, sweeping greatsword attack that can break body immer en 


parts. Critical Rate (%} 


Dawnhammer 


anr] 


Nd 


® Damage modifier: 8.0 (16.0 for critical) (breakage x2.5). 
Gi See dee  EEN E 
® Sets up Noctis to warp-strike multiple enemies in succession Activations Required to Level Up 
NÁ ® Damage modifier: 0.7 (1.4 critical). Critical Rate (%) 
® Possible follow-up by Noctis; damage modifier: 1.0 + 3.0 IGE EE 0 
(irst hit 2.0 when critical) AEN EEN 
equipped weapon, while his allies perform Deathblow Critical Rate (%) 
attacks. _10 [15 [20 | 25 | 30 | 35 [40 |s50]-|-| 
Activations Required to Level Up 
Regroup walt Danger and restores HP quickly. Critical Rate (%) 
Oro senpsanjmem oel e0 | - | - | 
® Imbues Noctis's weapon with the element (Fire, Ice, or Activations Required to Level Up 
{i/ seconds; also boosts inherent damage of that element from Critical Rate (%) 
Saneren a ® Knife throw explosion damage modifier: 2.0 (4.0 if critical). 
® Burnt for 10 seconds (20 if critical). me elen he teil EREN EN 


with a dagger (default technique). RENNEN |T - | 
® Concentrates all of the party's attacks on a single foe at a 
maan || time. Noctis performs standard attacks with his currently MAKEN EN EEN ERENKEE RN EN 
® Brings all allies together in stalwart defense. Rescues from en la { - | - | 
Lightning) that is the weakness of the current target, for 60) 0 | 2 | 3 | 4 | 5 }6l|-|-|-l|-| 
* Ígnis's Libra Elementia technique is automatically unlocked during Chapter 10. It cannot be leveled up. Damage modifier: 1.5. Possible follow-up by Noctis; damage modifier: 1.0 


weapons and elemancy. 
® Elemental damage +70 (+100 if critical). 0 8 17 | 27 |} 38 | 50 E je 5 E 
Activations Required to Level Up 


® Devastating Fire attack with a dagger that can break body parts. 
0 } 100} - - - - - - 


® Explosion damage modifier: 4.0 (8.0 if critical). - - 
Critical Rate (%) 


Techniques: Prompto 


Lv.1 | wa | ws (ava | Lv.5 


Lv.6 | Lv.7 | WV8 { V9 [LVTO 


® Piercing firearm shot that can hit multiple enemies in a line (default 
technique). Reduces enemy defense and can break body parts. 

® Damage modifier: 3.5 (7.0 if critical) (breakage x3), Vitality Critical Rate (%) 
-100 (-150 if critical} (20 seconds). 


® Possible follow-up by Noctis; damage modifier: 1.0. so | ss | eo |es|7s | eo | es |oo | os | oo | 


® Draws enemy attention with a firearm for 20 seconds. Activations Required to Level Up 


® Inflicts the Enervated status to Daemons, reducing their ENEN EE Cn En EN EE 


attributes. Critical Rate (%) 


® Light-elemental. FACETTEN KEN ER KES ER EN 


Activations Required to Level Up 
EO de - | - 


Critical Rate (%) 
EERE EEn 
Activations Required to Level Up 


Í ® Draws enemies in an area closer together with machinery. e 2 B 3 nm 
0 


KERA EN ENA RNES 


Activations Required to Level Up 
SUN NE MEE | 10 | 50 | 


Critical Rate (%) 


50 | 60 | 70 | 100 


Activations Required to Level Up 


en Á 3 ® Area-of-effect firearm attack that can break body parts. | 0 [100[ - | - | - E = 5 Ee BE 
gg PPy ® Damage modifier: 0.5 per bullet, 8.0 finale (x1.5 breakage) Critical Rate (%) 
WEEKE MER Ge OC ME 


Activations Required to Level Up 


EAR EE EN KEMNEN 


® Machinery attack on a single enemy. Can break body parts. 
Damage modifier: 8.0 (16.0 if critical). 

® Damage modifier: 8.0 (16.0 ff critical) (x2.5 breakage). Burt 
(10 seconds). 

® Possible follow-up by Noctis; damage modifier: 1.0. 


Î ® Takes photos in battle. Up to five can be saved. 
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Link-Strikes 


Noctis is able to perform link-strikes with any ally when he is equipped 
with a sword, greatsword, or polearm. 


When an ally ís within range and Noctis performs either a Blindside 
blow or a parry counterattack, there is a chance to trigger a link-strike. 
If multiple allies are available for a link-strike, one is chosen at random. 


All link-strikes have a damage multiplier of 3.0, scaling with the Attack 
stats of the party members taking part. 


Healing and Recovery 


Each of your allies is capable of learning three tiers of “First Aid” abilities 
that provide temporary reprieves from damage sustained in battle when 
their HP is low. Higher tiers restore more HP and grant temporary boosts 
to defensive parameters. In Ascension, you need to unlock each of these 
abilities individually for each of your party members. 


© First Aid restores 20% of Max HP 


© Advanced First Aid restores 40% of Max HP and boosts Vitality by 
200 for 15 seconds. 


© Expert First Aid restores 60% of Max HP and boosts Vitality and 
Spirit by 200 for 15 seconds. 


The party also has access to Ascension abilities that provide temporary 
parameter boosts for rescuing allies from Danger status. Healing items 
being plentiful and easy to use, however, we consider these Ascension 
abilities to be of low priority. 


& Savior's Fortitude boosts an ally’s Vitality by 200 for 30 seconds 
when he is taken out of Danger. 


© Savior's Vengeance boosts an ally’s critical hit rate by 20% for 30 
seconds when he is taken out of Danger. 


& Savior's Force boosts an ally's Strength by 200 for 30 seconds 
when he is taken out of Danger. 


& Comeback fully restores an ally's HP when he is taken out of 
Danger. 


Armiger Chain 


During Armiger (see page 287}, you can trigger a special group attack 
known as Armiger Chain: simply press LD) + R1)/4 + ER again. This 
empties the remainder of the circular Armiger gauge immediately. 


There are spatial restrictions to using Armiger Chain. If there is an 
environmental obstacle preventing usage, the button prompt will be 
grayed out and you will get an audio cue signaling an invalid input when 
you attempt to activate it. 

Note that Armiger Chain and its related Ascension nexuses are 
unavailable until you acquire the Blade of the Mystic. This is due to 
the fact that each party member actually equips one of the first four 
mandatory Royal Arms as part of the attack: 

& Prompto: Sword of the Wise (damage modifier of 1.5). 

© Gladiolus: Axe of the Conqueror (damage modifier of 1.4). 


© Ignis: Swords of the Wanderer (damage modifier of 1.2). 


© Noctis: Blade of the Mystic (damage modifier of 1.8). 


Noetis can learn additional bonuses from Armiger Chain usage through 
Ascension: 


Ò Armiger Warchain boosts Armiger Chain damage by 50%. 


& Armiger-Chain Reaction rewards you with 1 AP every time you 
use Armiger Chain. 


© Armiger Sagechain doubles the amount of EXP gained by defeating 
an enemy with Armiger Chain. 


© Armiger Freechain eliminates MP consumption for 60 seconds 
after using Armiger Chain. 


Even if Armiger Chain does not appeal to you as an offensive option, the 
Armiger Freechain ability has great strategic potential. Given the nature 
of MP as a premium resource, and the fact that many powerful abilities 
are tied to its rapid consumption, a 60-second window of uninhibited 
magic use presents an opportunity to unleash an extremely powerful 
torrent of attacks after the expiration of Armiger — including warp-strikes 
and Airstep combos. 


Summons 


St 


Once you have obtained the mark of an Astral by surviving its trial, it can 
assist you in battle when specific requirements are met. These conditions 
depend on both the party's current condition and environmental factors, 
as detailed in the table below. 


To unleash a summon’s special attack, hold (L2 /IB for several seconds 
when the corresponding prompt appears on your screen; you will also 
notice that the screen turns red with heartbeat sound effects played in 
the background. 


All Astral attacks are extremely powerful and have wide area-of-effect 
properties, hitting all enemies on the battlefield. This does not necessarily 
mean that you should call for an Astral each and every time you are 
offered the opportunity, however. Indeed, these powerful deities will only 


Summons Overview 


volunteer their support on a semi-regular basis, and only once per battle 
(with the exception of very specific set-piece boss encounters). 


In practical terms, the game performs a summon probability check every 
10 seconds during battles. If both party conditions and environmental 
requirements are met, the summon prompt appears on your screen. If 
you accept it by holding C2/B, the Astral comes to your aid — but a 
hidden cooldawn is also triggered, preventing you from calling another 
summon for a while. 


This is why it makes sense to save summoning opportunities for fights 
that really matter, such as boss battles or difficult hunts. Wasting a deity 
attack on a horde of Voretooths or Mesmenirs will provide a spectacle, 
granted, but this is something you may regret if you face a more serious 
threat shortly afterwards. 


NAME RECRUITMENT PARTY CONDITION FACTOR ENVIRONMENTAL FAGTOR 


Titan End of Chapter 04 


Titan will help you. 


The more of your allies that fall in battle, the higher the chances that 


Titan will assist you in wide, open-air locations. On flat terrain, he 
will punch the ground; in other areas, he will throw a rock at your 
targets. 


Ramuh 


Chapter 05 


EEn _{that Ramuh will help you. _ is 


Leviathan can only manifest herself when Noctis is in Danger status. 
The longer he remains in thís state, the higher the chances that she 


Leviathan {End of Chapter 09 


The longer your party is involved in a battle, the higher the chances _ 


Ramuh is potentially available in any area, including interior sections 
SLOTEN UT OO acte eene sf 
Leviathan will assist you in locations that are reasonably close to 
large bodies of water, such as major lakes and areas near to the 
coast. 


End of Chapter 12 


En probabilities of the other Astrals. _ 
Bahamut 


Chapter 14 _ 


Bahamut appears exclusively during a boss battle in Chapter 1 


Shiva ís available in any sizable area, appearing ín both open-air and 
interior sections if there is sufficient clearance. _ 


SUMMONS: ENVIRONMENTAL AVAILABILITY 


u _| Titan 
EE Ramuh & Shiva 


Leviathan 
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Ae 
ef 
Compared to offensive maneuvers, your defensive options are relatively © Impervious: The Impervious Ascension ability enables Nactis to 


simple in mechanical terms. Below, we highlight the important details negate damage after the fact, acting as a failsafe for an unsuccesstul 
for each one. Blink or a missed phasing/parrying opportunity. Simply press the 
guard button immediately after being hit. 


& Phase: Noctis performs automatic evasion of enemy attacks by 


phasing, which costs a maximum of 15 MP; the shorter the duration 
of the button press, the lower the resource use. The MP expenditure 
of this move can be reduced by unlocking the Light Phase and 
Ultralight Phase Ascension nexuses. 


Parry: A successful parry prevents all damage, restores some MP 
for most weapon types, and produces a devastating counterattack. 
Less obvious is the result of a failed parry, where you respond to 
the initial block prompt but fail to meet the tight time window for 
the secondary ©/® indicator. A failed parry will either result in no 
penalty, making it equivalent to a phase, or a partial reprieve: Noctis 
will sustain damage, but the total will be significantly lower than 
with a missed block prompt. 


Roll-Dodge: The roll-dodge move is performed by holding a 
direction with ® and pressing @/69. This staple maneuver costs 
no MP relieves the threat of a direct frontal assault on Noctis, and 
is also capable of setting up Blindsides. Additionally, roll-dodging is 
an excellent recovery tool for when Noctis is knocked down or flung 
into the air; roll-dodging can be used to cut the recovery animation 
short and immediately restore your offensive momentum. 


Cover: When Noctis takes cover against a large object or wall, 
he enjoys increased recovery rates for HP (4% per second) and 
MP (12% per second), later boosted to 14% HP and 22% MP per 
second once you unlock the Rapid Regen node on his Ascension 
tree. These recovery rates also apply when Noctis is hanging from 
an aerial warp point. Not every battlefield has cover points, but you 
can manually trigger cover-based benefits at any time by blocking 
with the Shield of the Just (available from the Tomb of the Just from 
Chapter 03), or by employing Gladio's Royal Guard technique. 


Blinking: You can nullify the MP cost of phasing by performing a 
Blink, which is a successful phase performed within 0.16 seconds of a 
connecting enemy attack. The Blink Boost Ascension ability improves 
this maneuver by replenishing 5 MP with each successful execution. 


Warp Out: This is a situational warping ability that speeds up 
recovery when Noctis is launched into the air by an enemy attack. 
A brief ®/9 button prompt will appear; if you make the specified 
press within the timing window, Noctis will warp safely to the 
ground in an upright position. This incurs the standard cost of 30 MP 
for a warping maneuver, however — so if MP is at a premium, it may 
be better to simply eat the dirt and use a roll-dodge afterwards to 
expedite your recovery. 


Stasis Guard: During Stasis, Noctis can no longer phase and 
assumes this defensive stance instead, significantly reducing 
damage taken from enemy attacks. Generally, it's much more 
effective to simply perform a roll-dodge instead. If you have a shield 
equipped, though, you can perform a normal guard, blocking all 
damage even during Stasis. 


Shield Guard: Guarding with a shield consumes only 3 MP which 
is rather cheap compared with phasing, especially if you need 
to maintain a defensive posture for more than the briefest of 
moments. There are still benefits to precise timing with a shield, 
though: it is not exclusively employed for turtling up. Performing the 
equivalent of a Blink with a shield equipped can produce a significant 
disruptive effect on the enemy, creating an opening for a timely 
counteroffensive. 


Decoys: There are several ways to set up decoys on the battlefield. 
Noctis can create his own after a point-warp with the Warp Decoy 
Ascension ability. Gladio and Prompto are perhaps better suited to 
provide reliable distractions with their techniques, particularly Gladio 
with an equipped shield. Finally, you can drop the Moogle Plushie 
(given to you by Iris in Lestallum in Chapter 08) on the battlefield to 
draw the enemy's attacks away from the party. The Moogle decoy 
has limited durability, but you can take it to Iris at Cape Caem to 
have her repair it when required. 


DAMAGE CALCULATON 


This section summarizes all computations that take place during battle. The calculations discussed here apply to all combat situations with only a 
handful of exceptions (such as the “1000 Needles” attack by Cactuar-type enemies that inflicts a fixed amount of damage). 


General Formula 


Presented as a product of mechanically different factors, the basic This ís a universal formula, applicable to attacks conducted by both 

damage formula is: party members and enemies. Damage per hit is capped at 9,999, with 
the exception of the following, which have the specific property of being 

Damage =AxBxCxDxE able to exceed this limit. 

These five factors (A to E) are detailed in the next five sections: © Limit Break spells 

© Link-strikes, after unlocking the Limitless Link Ascension node 

© Limit Break, an Ascension ability available to each of your allies that 

applies to techniques 


A —= Base Damage 

B — Target Defense 

C = Affinity Modifier 

D = Conditional Modifier(s) 
E = Random Modifier 


Base Damage (A) 
OEE 
This is the primary calculation that is performed during an attack. 
Physical and magic attacks obey different formulas. 


Physical 


The formula for physical base damage is as follows: 


A = (Strength + Weapon Power + Level x 3) x Attack Damage 
Modifier x 2 


Weapon Power applies only to party members; this value is zero for 
enemies. When wielding standard weapons, this is equivalent to the 
Attack parameter of the equipped weapon (as detailed in our Inventory 
chapter). Note that the in-game Stats section in the Gear menu shows 
a single “Attack” stat that is actually the sum of this value and your 
character’s Strength. 


With Royal Arms this value is actually the sum of the Attack parameter 
of the weapon, plus Noctis's Strength or Magic. For the Bow of the 
Clever and Scepter of the Pious, this value is Magic; for all others, it 
is Strength. 


This again brings up some interesting ramífications when you consider 
the properties of Rayal Arms. A good example is the Sword of the 
Father, with an Attack parameter of 141 and a bonus to Strength of 
100. In fact, the Weapon Power value when using this weapon is 141 
+ 100 = 241. Additionally, the bonus to Strength alone is factored 
again in the damage calculation. This means the effective Attack stat 
of this weapon, compared with a standard weapon with no Strength 
bonus, is actually 341. 


Attack Damage Modifier refers to the damage modifier values that 
we previously discussed in Combat Maneuvers (see page 285).As party 
members have much smaller HP pools, even at high levels, enemy 
attack damage modifiers are generally lower, broadly in the vicinity of 
one tenth the values that the party enjoys. 


Magic 


The formula for Magic base damage differs between party members 
and enemies. For party members, the calculation is: 


A = (Magic + 100) x (Spell Power + 20) x (Level + 20) x 1/200 


Spell Power is the “Potency” value that appears on your screen when 
you craft a spell, as explained in the section on Elemancy on page 274. 


For enemies, who do not have a Magic stat, the formula is the same 
as that for physical base damage, with specific damage modifiers for 
individual spells. 


B KEEP SOUR DISTANCE 8 


Target Defense (B) 


Oe 


The defense formula is: 


B = 1/(1 + Vitality/100) against physical attacks 
B =1/(1 + Spirit/100) against magic 


This means that Vitality and Spirit are parameters with diminishing 
returns. At a low base value, even a minor increase in either stat can 
prove to be very effective, as the amount of damage reduction you 
receive per point is quite significant. On the other hand, the higher 
the value, the less you stand to gain from additional investment. For 
example, you can achieve 50% physical reduction at 100 Vitality, but 
only 67% reduction at 200 Vitality and 75% reduction at 300 Vitality. 
Äs your base Vitality improves, it becomes much more appropriate to 
focus on increasing Max HP instead, which also improves your capacity 
to survive magic damage. 


Affinity Modifier (C) 


Nn en mn: 


This is a simple check against the affinity of the target to the damage 
type being dealt. These are the resistances or weaknesses to damage 
types that we reveal in the Bestiary for each monster: 


© Check for nullification of the damage type. If true, then no damage is 
dealt. This corresponds to immunity (“IMM”) in our Bestiary sheets. 

& Check the target's resistance for the damage type. This corresponds 
to the percentages in our Bestiary sheets. If more than one type 
applies (e.g., swords and Fire with the Flame Tongue), multiply the 
resistances together to obtain a single percentage value. 

& Limit this result to a value between 0 and 999. 

© If the target absorbs this damage type ('ABS” in our Bestiary 
sheets), convert the result into HP restoration. 


The value of C is the result of this procedure. 


Conditional Modifiers (D) 


eener nennen: 


Conditional modifiers refer to the set of possible multipliers that apply 
after all basic factors of character parameters, equipment, and attack 
properties have been taken into consideration. For added percentage 
values, simply convert to a multiplier (e.g., +10% — x1.1) for the 
functional equivalent. 


The following is a list of conditional modifiers that may come into play: 


Range modifier for ranged weapons 

Charged attack multiplier for greatswords and machinery (up to 6.0) 
Blindside modifier 

Warp-strike distance modifier 

Combo counter bonus from Noctis's Chained Fury Ascension ability 
Weapon-specific modifiers (e.g., Two-handed Sword against 
multiple enemies, Wyvern Lance with aerial attacks) 

Critical hit multiplier (2.0) 

Enemy vulnerable state multiplier (1.5) 


ooo) 0 


ò Ò 


The net factor D, representing the compounded value related to 
conditional modifiers in the damage calculation formula, is the product 
of all such factors that apply in any situation. 


Random Modifier (E) 


Ee eni 


This factor translates into a value between approximately 0.94 and 1.06. 
Essentially, there is always a +6% random variation in any situation. 
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CHARACTER DEVELOPMENT 


Earning EXP 


Gaining levels through experience points, or EXP works a little differently 
in Final Fantasy XV in comparison with most contemporary role-playing 
games. Leveling must be triggered by camping, resting at lodgings, or 
by completing a chapter. 


EXP can be earned through combat (each monster that you defeat 
rewards you with a fixed EXP value, as revealed in our Bestiary), quest 
completion (see the Sidequests chapter), exploration (see page 299), 
and interactive conversations (as detailed in our Walkthrough). You can 
increase the EXP totals you obtain by the following methods: 


& Secure good grades in your post-battle Report Cards. 

© Equip a Moogle Charm accessory (EXP +20%). 

& Eat specific restaurant meals: Galdin Gratin (Galdin Quay, EXP 
+10%), Fat Chocobo Triple-Decker (Wiz Chocobo Post, EXP +50%), 
Maagho Lasagna (Maagho, EXP +100%), Fine Caviar Canapé 
(Maagho, EXP +50%). 

& Eat specific cooked meals: Lasagna al Forno (EXP —+100%), Cup 
Noodles (perfect) (EXP +20%), Stacked Ham Sandwich (EXP 
+50%), Royal Banquet Canapé (EXP +50%), Mother & Child Rice 
Bowl (EXP +30%). 


Report Card 


© Finish off an enemy with an Armiger Sagechain (EXP +50%). 

© Catch fish with the Reel Experience Ascension ability unlocked 
(variable EXP for catching specific types of fish, see page 304}. 

Ò Drive the Regalia with the Roadlife Ascension ability unlocked (10 
EXP for every —0.54 miles driven in any mode). 

© Travel while riding a chocobo with the Chocobonus Ascension ability 
unlocked (10 EXP every —0.35 miles). 

& Win a chocobo race with the Chocoracer Ascension ability unlocked 
(50 EXP per race won). 

& Maximize your accumulated EXP with a bonus modifier by staying 
at a lodging, up to a maximum x3 multiplier if you stay at The Leville 
(Royal Suite) in Altissia. Turn to page 227 to find out about an efficient 
power-leveling strategy that makes the most of this feature. 


Note that if Ignis, Gladiolus, or Prompto are in the “down” status when 
a battle ends, they will not receive EXP for that fight. The losses can 
be quite significant if they are unconscious when you defeat the final 
boss of a dungeon or complete a major story encounter, as they may 
miss the final quest bonuses as well. Stocking extra Phoenix Downs to 
revive stricken party members before you deliver the coup de grâce on 
a target of any significance, then, is a worthwhile investment. 


The Report Card is a measure of how well you perform in each battle. 
The higher the “grades” you obtain, the more bonus experience you 
receive. 


Each enemy that you defeat rewards you with a fixed sum of EXP 
irrespective of your performance, as detailed in our Bestiary chapter. In 
addition to this base EXP you can receive extra experience as a result of 
bonus multipliers in accordance with the following criteria: 


& The number of successful parries you perform (Defense). 

& The number of Blindsides you perform (Stealth). 

& The proportion of enemies you defeat during the encounter 
(Offense). As long as you do not flee from a battle, you always 
receive the maximum grade in this category. 


Parameter Growth 


The total experience you receive is calculated as follows: 


Total EXP = Base EXP x (1 + Defense Bonus + Stealth Bonus 
+ Offense Bonus) 


Report Card: Overview 


DEFENSE | _ STEALTH 
REPORT CARD sonus (PARRIES) |_(BLINDSIDES) 
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As their level increases, your party members earn natural boosts to their base combat parameters: HP Strength, Vitality, Magic, Spirit, and, for Noctis 
alone, MP Additionally, as we illustrated in the earlier section on damage calculation, levels provide bonuses to physical attack damage dealt by the party. 


The following diagrams illustrate base parameters for the party as they hit specific milestones. 
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Earning AP 


Ascension Bonuses 


Certain Ascension nodes provide additional boosts to the party's core 
stats once unlocked with AP These affect all party members identically 
in the following manner: 


© Health Level, Health Level Il, and Health Level Ill add level x 2, level x 
b, and level x 10 respectively to the party's HP totals. These effects 
do not stack; only the highest multiplier unlocked applies. 

& Experimagic adds Noctis's level to his maximum MP. 

& Strength Level, Vitality Level, Magic Level, and Spirit Level enhance 
the respective stats for each character by that character’s current 
level. Magic Level can be upgraded to Magic Level Il, which adds 
level x 3 and, like the Health Level abilities, does not stack. 


Clearly, these nodes do not grant significant bonuses early on in your 
adventure compared with those offered by equipment or foods, and 
especially not when there are many more beneficial nodes to unlock. 
They become interesting investments only later on in the adventure, 
once your party's levels are in the 50s and beyond. 


Conclusions 


We can summarize the primary trends in parameter growth as follows: 


& HP and Strength enjoy remarkable gains from levels 30 through 70, 
with peak growth occurring in the 40-60 range. At very low and very 
high levels, these increases are much less impressive. 


& Noctis has by far the highest Magic stat, followed by Ignis with half 
the proficiency, while Prompto and Gladiolus lag far behind. Noctis 
should be the team's spell caster in practically all situations. If you 
ever equip one of his allies with a spell, it should be Ignis. 


& Vitality and Spirit gains are relatively paltry throughout. To auygment 
these values, if required, you will have to rely on gear and status 
effects. It is worth noting that Gladiolus has the best survivability in 
the party by far, as his HP and Vitality growth easily outpaces other 
party members. 


Taking stock of these observations, we would argue that, beyond 
Level 70, it becomes essential to complement natural stat growth by 
equipping suitable gear and consuming the right foods. Purely grinding 
for levels is simply not enough. If you struggle against a specific late- 
game foe, identifying its strengths and weaknesses in advance and 
preparing accordingly will always lead to the best results. 


KE PE OSS 


Ability Points (AP) are required to unlock Ascension abilities. AP can be 
acquired in the following ways: 


& Every time a party member gains a level (fixed amount of 3 AP per 
character per level). 

© By successfully fulfilling strategy prompts that appear at the 
beginning of certain battles. 

© By defeating an enemy with a warp-strike, blindside, or parry (1 AP 
in each case). 

© By camping; you gain 1 AP each time by default, as long as the 
campsite is different from the previous time you camped; this value 
Is upgraded to 2 AP with the Happy Camping Ascension node in the 
Exploration tree, and finally to 3 AP with the Happier Camping node. 

& By completing Tours (see page 144), which all reward you with 20 AP 

© By selecting specific dialogue options during interactive conversations 
(as detailed in our walkthrough). Because it is much easier to gain 
EXP than AP we recommend that you always prioritize the latter 
whenever applicable. 


Additionally, you may unlock other means of AP acquisition through 
Ascension: 


& Armiger Action: 1 AP for activating Armiger 

© Armiger-Chain Reaction: 1 AP for activating Armiger Chain 

& Magic Action: 1 AP for casting Elemancy spells 

& Aperture: 1 AP for every Snapshot taken in combat that features 
Noctis in the photograph 

© Appetize: 1 AP for cooking a party member’s favorite food 

& Angler Action: 1 AP for catching a fish 

© Sportfishing: Bonus AP for catching specific types of fish (see page 
304) 

© Roadrunning: 1 AP for every 1.25 miles driven in the Regalia, in any 
mode 

& Chocobump: 1 AP for every 0.875 miles traveled while riding 
chocobo 

& Chocojockey: 1 AP for winning a chocobo race 
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Available from the main menu, Ascension is the means by which Armiger Tree Ni 
your party acquires new abilities and improves its combat prowess. 


By unlocking new combat maneuvers and improving existing moves 


through Ascension, you can greatly expand your tactical options in 
combat. 
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FARGESETDPS 


In this section we offer development analysis for your party, in the context of everything that has been examined over the course of this chapter 
so far. The ultimate goal is to encourage you not to pick a “one size fits all” solution, but to experiment and cultivate your personal style of play. For 
some readers, traveling the vast world will be of secondary importance to exploring the systems that underpin everything that you actually do in it. 


plee Considerations 
pg 
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You should frame the deliberation of how to allocate your resources among the four characters by asking yourself key questions, such as: 


& Dol want to empower Noctis as much as possible, or do | want my whole party to contribute to the battle? 
& Do |l want each member to specialize in a certain role, or do | focus on maximizing the effectiveness of one or two specific team tactics? 


© Dol prefer melee or ranged combat? 
Ò& Dol favor any of my three allies? 


EXP gains tend to occur at roughly the same rate for all party members. Individual proclivities and proficiencies aside, it is only through your choice of 
gear and Ascension abilities that you can truly imbue each of the four heroes with genuinely unique and useful characteristics. However, this requires 
that you invest resources that are available in limited quantities: Gil or collectibles for gear, and AP for Ascension. 


À haphazard approach to developing each character can lead to a rather plain party, with everyone playing a similar kind of role. By steering Noctis, 
Ignis, Gladio, and Prompto towards particular types of specialization, though, you can really change the way that you approach each battle. 


Character Specialization 


The two primary factors governing which role each ally is best suited for 
are attributes and abilities. If you need a refresher, turn to page 294 for 
the former and page 288 for the latter. 


NOCTIS 


Noctis is the most versatile character. His stats (and the fact that you 
control him directly) make him the best choice for damage-dealing 
purposes. You can further enhance this trait through food effects and 
suitable gear, but more importantly by prioritizing the right abilities in his 
Ascension tree. Notable avenues of specialization include: 


© Aerial combos: Once you have unlocked the Airstep branch of 
abilities, aerial combos become possible with either swords or 
polearms. They can prove particularly useful against large enemies. 
Many bosses and high-level hunt targets belong to this category, 
often featuring targetable body parts that you cannot reach from the 
ground. Against such opponents, sustained airborne assaults can 
work wonders. 


© Magie: Noctis has by far the best Magic stat in the party. \f you 
equip him (and/or any of his allies) with weapons that absorb 
elemental energy from defeated enemies, and enhance Noctis's 
absorption from elemental deposits with the Elementalism and 
Elementality abilities, you will receive a steady stream of energy 
throughout the adventure, enabling you to craft (and cast) many 
spells. Given that almost all enemies in the game are extremely 
vulnerable to one of the three main elements, this can be a powerful 
way to exploit their weaknesses, especially if you enhance Noctis's 
magic with well-chosen gear. 


GLADIOLUS 


Gladiolus is defined by his naturally high Strength and HP stats. This 
means you can specialize him ín two ways: 


© Damage-dealer: With his high Strength (which you can increase 
with accessories and food) and access to greatswords (the most 
powerful basic weapons in the game), Gladio can complement 


dn nn nnn 


Noctis when it comes to inflicting damage. Unlock his greatsword- 
based abilities in priority (Engage, Reflex, Dawnhammer, Impulse) 
and his repertoire of attacks will expand, enriching your tactical 
possibilities. 


© Tank: A completely different approach is to capitalize on Gladio's 
large HP pool (which you can further boost with accessories and 
food effects). By equipping him with a shield, you can make use 
of Ascension abilities that offer protection to Nactis, such as Royal 
Guard and Íntercept. When Gladiolus operates as a classic tank to 
absorb enemy assaults, Noctis's survivability improves dramatically. 


IGNIS 


Ignis can be considered as an expert tactician thanks to a wide variety 
of abilities that buff Noctis or weaken enemies. Potential roles for him 
include: 


& Elementalist: Ignis's key specialty is derived from his element- 
binding capabilities. Unlock his Analyze ability and Enhancement 
technique as early as you can in the adventure: this enables you to 
exploit enemy weaknesses with Noctis, drastically increasing your 
damage potential. 


©& Secondary caster: Though not on a par with Noctis, Ignis has 
a Magic attribute that significantly surpasses the paltry arcane 
capacity of his other two allies. If you equip him with Magic-boosting 
accessories, he becomes the best candidate to cast spells (use his 
secondary arms slot to equip them) when it is tactically necessary. 
In addition, you can furnish him with the Plunderers daggers so that 
he regularly collects elemental energy from the foes he defeats, 
further fueling your ability to craft spells. 


© Sapper: Ignis's weapon of choice is a pair of daggers. Multiple 
weapons in this category incur a chance to inflict status aillments. 
Other effective means are Ignis's Venom Fang ability, or crafted 
spells with an added status ailment effect, such as Venomcast. 
When you face resilient targets or bosses, this can be an effective 
way to give the whole party an edge. 
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PROMPTO 


Prompto has the lowest attributes of the group overall, but his unique 
abilities can nevertheless make him a powerful asset on the field. His 
default Piercer technique retains its usefulness throughout the game, 
penetrating enemy defenses and raising the party's damage potential. 
His aptitude for ranged combat can be employed in the following ways: 


& Machinist: Equipping Prompto with powerful machinery can be a 
very worthwhile investment. Multiple high-level bosses in the game 
are weak to this weapon category. Having two characters equipped 
with machinery can make a profound difference in all of these battles. 


© Crowd controller: Prompto can be specialized to fight against 
groups of enemies thanks to various abilities with area-of-effect 
properties. Of particular interest, unlock Gravisphere (Prompto draws 
enemies in an area to a single point, making them ripe for an area- 
of-effect attack or spell from Noctis), Ballistic, and Trigger-Happy. 


Notable Configurations 


In addition to the specialization scenarios detailed so far, there are 
powerful setups that you can prepare to make the most of certain 
weapons or status effects. 


& Tetra-elementalist: Noctis has access to four weapon slots, and 
there are four elements that you can use in the game to exploit 
enemy weaknesses. One general-purpose setup, therefore, is to 
equip the prince with four weapons each imbued with a distinct 
element. You can acquire a full set of elemental weapons once you 
reach Chapter 03, enabling you to switch weapons on the fly and 
adapt to whichever foe you are currently facing, as shown in the 
following table: 


Elemental Weapons Available By Chapter 03 


ELEMENT [WEAPON |SHP | 


Wiz Chocobo Post, Coernix Station 
(Cauthess) 


j Flame Tongue Taelpar Rest Area, Lestallum ‚Nn 


Blade of Brennaere 


ed Pt LAA 


Ed A Ee 
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StormLance ___ {Teelpar Rest Area 


Meldacio Hunter HO 
Orichalcum 


© Black Mage: With intelligent resource management, you can 
maintain an arsenal of powerful spells throughout the game (see 
the box-out overleaf for an example), turning Noctis into a traditional 
“black mage”. This makes it possible to deal grievous bursts of 
elemental damage that are unmatched in power, especially early in 
the game. During the cooldown period between two spells, Noctis 
should serve as an alert supporter with secondary contributions to the 
battle. You can chip away at the enemy with ranged attacks, or wade 
into the melee with an equipped shield (the Magic boost offered by 
the Wizard Shield makes it an especially interesting choice). 


© The Ring of the Lucit method: Though very much a post-story 
trick, you can achieve great results by combining the Ring of the 
Lucii (which can quickly or instantly eliminate targets with its 
Death and Alterna attacks, at the cost of MP) and point-warping 


(which enables you to recover all MP instantly). Alterna has area-of- 
effect properties, so this can be a supremely useful strategy during 
Chapter 15, though most bosses are immune to this spell. Death, 
on the other hand, can take a while to operate but tends to work 
against more foes. When you are surrounded by many enemies, the 
Holy counter can prove quite potent too. Whenever you have access 
to blue marker positions, this is a strategy worth considering. 


EXP rush: With the right preparations, it is possible to obtain large 
sums of EXP Eat a Stacked Ham Sandwich cooked by Ignis to boost 
your gains by 50%, equip a Moogle Charm accessory for another 20% 
bonus, and look for enemies that yield large sums of EXP. An efficient 
raid in a dungeon (or, even better, a maze — see page 192) filled with 
enemies can turn into a profitable EXP-farming opportunity. 


Appendage breaker: Breaking body parts of certain enemies can 
have very positive consequences, such as removing resistances or 
just making them more vulnerable to damage. This strategy can be 
employed against the dangerous Red Giants found in Costlemark 
Tower and Insomnia, for example: they suffer a penalty of -100 to 
their Vitality once broken. First, equip your party with breakage- 
boosting weapons such as the Hardedge (and, for Noctis, relevant 
Royal Arms such as the Mace of the Fierce or the Sword of the 
Tall); second, unleash ally techniques that can break body parts 
(such as Gladio's Dawnhammer). You might inflict less damage until 
the target is broken, but this will be more than compensated for 
afterwards — at which point you can switch to weapons suited to 
raw power to press your advantage. 


Glass cannons: If you like high-risk/high-reward strategies, 
have Ignis cook a Packed Mushroom Stew (which only requires 
Alstrooms and Vesprooms — see page 213). This grants your 
characters a nice bonus of +500 to both Strength and Magic 
with the Last Stand effect. Equip accessories that further enhance 
Strength and use Power EX consumables (which grant an additional, 
stackable +100). This will make your party fabulously powerful … 
but incredibly fragile, with Max HP reduced to 10% of its base value 
until the effect expires. If you use this preparation in the appropriate 
situations, though, few monsters will live long enough to capitalize 
on this self-inflicted weakness. Buy a full stock of cheap potions 
and a number of Phoenix Downs, and be quick to revive any party 
members that fall as you watch enemies melt before your onslaught. 
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AP Maximization Build 


If you are keen to unlock every Ascension node, this section offers 
a detailed roadmap for the opening hours of your adventure: The 
two fundamental principles underlying this AP-maximizing approach 
areas follows: 


… Unlock Exploration nodes in Ascension related to camping, 
character skills, and driving in the Regalia very-eatly in order to 
reap the rewards. 


Unlock Magic nodes in Ascension to develop a powerful “black 
mage” configuration capable of wreaking havoc against almost 
all enemies in the first half of the gamme. 


Upon completing:the initial main quest conversations with Cindy at 
Hammerhead, you ll-begin with 10 AP From there, do the following: 


© Ignore the main quest and immediately run north to Cotisse 
Haven. Absorb all energy from elemental deposits and camp 
for 1 AP Choose a recipe that doesnt require any ingredients. 
You'll be asked to take the Stirred, Not Shaken tour with ignis. 
Complete it for 20 AP 


Return to Hammerhead. Head to the Mini-mart and purchase 
91 bottles of Sheep Milk, which cost 910 of your starting 
1,000 Gil. You start with one Sheep Milk, so your totalnowis 92, 


Proceed with the main-quest, making sure vou complete the first 
four strategy tutorials (fora total of 12 AP). Along the way, try 
to defeat at least three enemies with warp-strikes, blindsides, 
or parries for an extra 3 AP After freeing Dave and-hearing his 
request, choose to “do it fora price’ for another 2 AR 


Head to nearby Merrioth Haven and absorb all elementat energy. 
Now unlock your first Ascension node: Happy Camping. Choose 
to-camp (again, choice of food doesn't matter), and your party 
should reach Level 3, resulting ín another 26 AP total. In the 
morning, you can unlock Happier Camping. 


Head south and fight the nearby Dualhorn to complete the 
tutorial strategy prompt on blindsides-for another 3 AR You can 
use the three Fire spells in the Magic Flask you received from 
Dave to defeat the beast. 


Continue south and east to Criclawe Haven. Absorb all etemental 
energy. You shoutd-be fully stocked in-all three elements atthis 
point. At the haven, choose to train-with Gladio and defeat him 
for 5 AP Afterward, camp for 3 AP Bun back to Merrioth Haven 
and camp one more time, for another 3 AP 


You should-now have-enough AP to learn Powereraft from the 
Magic. Ascension tree, If-voure short of the required total, 
you can rún back to Criclawe Haven and-Camp again. In fact, 
sprinting-back and forth between Merrioth and Criclawe to 
alternate campsites takes about four minutes fora total of 6 AP 
This ís-a tedious but completely effortless-method for farming 
AP at the beginning of the game. 


© You can now-craft your first powerful spelt. Allot all-of vaurtire 
energy-and Sheep Milkto a flask. This results in 14.” Dualcast: 
Firaga- spells with a-potency of 207 — enough-to one-shot the 
Bloodhorn awaiting you atthenextencounter in the main quest. 


Âs you proceed,-be sure to complete the Rise and Shine and 
Run“ tour at Lachyrte Haven upon vour-first visit to Galdin Quay 
for another easy 20 AP We recommend that yournext priorities 
in Ascension include the folfowing nexuses, in whatever order 
you prefer: Roadrunning, Angler Action, Aftertaste, Appetize, 
Magic-Action, Elementalism, and-later on, Châcobump. These 
relatively cheap-abilities wilt contribute-greatty to your AP totals 
as you travel in-the Regalia, camp at new havens, and complete 
sideguests. 


If vou'd prefer-a mostly-hands-off approach-to AP grinding, the 
Roadrunning nade enables you to-gain 4 AP for approximately 
every. 1.25. miles driven in the Regalia- Simply set-up long 
automatic journeys-throughout daylight hours, then camp_at d 
haven when nightfalls. 


in addition, you can use the Appetize-ability-to strengthen vour 
allies with favorite foods, while also gaining an extra-point of AP 
every time vou camp. For example, the Prairie-Style Skewers 
are unloeked-at cooking Level 2. This recipe is a favorite of 
Gladio's-and requires Anak Meat and Leiden Pepper, two cheap 
ingredients. Cooking this food repeatedly will. enable you to level 
up his techniques very quickly. 


With these Ascension abilities-unlocked, vou are now well on your 
way-to-plowing through the first half ofthe game with relative ease, 
simply by relying-on this-kitera! “magic formula: 99 units-of-energy 
for a single element, catalyzed with 92: bottles of Sheep Milk. 


We recommend: that you quiekly-advance-to-Chapter 02-in order 
to- obtain your third-Magic Flask; this will enable vou to-keep all 
three elemental spell varieties ín stock at once. Furthermore, 
you should complete a handful of-hunts, which should he entirely 
straightforward. with the massive firepower at your disposal. 
Reinvest the Gil-rewards-regulardy in Sheep Milk, which is-readily 
available-at many shops and will-enable vou to-restock your spells 
once they run-out.- You may also want to unlock Nactis's second 
accessory slot and fit him with Magic-boosting equipment. Most 
importantly, you‘llenjoy-a- substantial advantage ín AP accumulation 
throughout this process. Once vou accumulate-a bit more AP 
unlock Elementality and Extra-Powercraft-to further develop your 
magical prowess. 


Of course, those-who do not favor such ä playstyle- can simply 
ignore anything related. to elemancy, but the Exploration nodes 
we've mentioned are definitely worth your consideration. The 
sooner you learn them, the greater your long-term profits will-be: 


SKILLS 


Each of your four party members has a unique skill that corresponds to their favored discipline. There are 10 levels of development for each skill. 


To level up, you need to obtain Skill Points (SP). Much like EXP SP is tallied while camping or resting at lodgings, or at the end of a chapter. 


The SP totals required to reach each level are detailed in the accompanying table. All skills follow this simple progression. 


SP Requirements 


dh 
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Fishing 
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The fishing mini-game is available from the beginning of the adventure. 
Noctis has all the basic tools required to get started, so all you need is a 
fishing spot. The most convenient place for a first experience is Vannath 
Coast, a small pier found on the beach at Galdin Quay. Once you are 
familiar with the basics, you can use this section to understand all of the 
mini-games mechanics and improve your performance. 


Controls & Basics 


Once you are in position at a fishing spot, use the simple commands 
listed in the following table to control Nactis. 


Fishing Controls 


PS4 XBOX ONE | SUMMARY 


Aim; after casting, pull the line in any direction 
Cast 
Quit 


Reel in 


Open the Tackle menu to change your equipment 


Essentially, you choose your equipment from the Tackle menu, which you 
can open with L-e]/®. Once you are ready, aim with ®: a blue marker 
represents the position where your lure will reach the water. Use this 
in conjunction with the mini-map in the top-right corner of the screen 
(where fishes are marked with colored dots: yellow for edible fish that 
yield ingredients, blue for prized fish that yield treasures) to target spots 
where a specimen is likely to bite. Press 69/@ to cast. Once the lure is 
in the water, reel in with R2/@, adjusting the direction of the line with 
®. Tapping RA/W and intermittently pausing is often the best way to 
get a fish's attention. The fish's “interest” is represented by a red bar at 
the top of the screen (similar to the threat meter that appears prior to 
each battle). Your goal is to adapt your maneuvers so as to build up the 
red bar until it stretches to the length of the whole screen horizontally — 
at which point the fish will bite. 


Fish Battles 


From the moment a fish bites, a duel begins between Noctis and his 
potential catch. Your goal is to reel it in, but you have to pay attention 
to your lines durability. 


LEVEL SP REQUIRED TO LEVEL UP 


TOTAL SP REQUIRED 
0 


© Fish Bite: To initiate a fish battle, you first need to react swiftly 
when you get a bite. Tilt ® in the direction indicated on your screen. 
If you fail to do so, the fish will immediately swim away. 


© Reeling In: To reel in, hold R2/G. This causes the fish’s stamina to 
decrease, as represented by the horizontal gauge at the top of the 
screen. Once this gauge is empty, the fish is yours. 


& Tension: A fish that has bitten will constantly swim in a direction, 
often changing course without warning. This causes your line to 
suffer, but you can mitigate the process by aiming accordingly. 
As a rule, you should always be tilting @® to the left or right, in 
accordance with where the fish is currently swimming. lf you 
do nothing, a (hidden) tension gauge fills slowly. If you aim in 
the wrong direction, the gauge fills quickly (leading to controller 
vibrations); if you tilt the stick in the correct direction, the tension 
bar remains empty. Tension results in damage to your line. When 
the line's durability reaches zero it breaks, making you lose both 
the line and the lure that you were using. Managing tension is the 
cornerstone of this mini-game: against the toughest species you 
need to constantly push in the correct direction, adjusting your aim 
with sharp reflexes, while reeling in via brief bursts and releasing 
the tension the rest of the time to limit the damage caused to your 
line. 


& Fish Attacks: Whenever a fish jumps in the air, it effectively 
“attacks” you. Swiftly tilt ® in the direction specified on screen to 
negate the damage to your line and lower the fish’s stamina. 
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Fishing Equipment 


All of these factors need to be taken into account when you choose a 
You can find a complete list of all fishing items in our Inventory chapter lure. Fortunately, this process is greatly simplified by the availability of 
(see page 221). Each equipment type has a specific function, and recommendations, as shown in the “Suited For” column of our Inventory 
securing the best item of each kind will have a very positive impact on _ table (see page 221). When there are multiple lure possibilities, all you 


how you perform in this mini-game: 


have to do is choose the one most adapted to the environment (clear 


water, underwater obstacles, wide area, and so on). 


& Lines: There are only three types of line. You will occasionally 


find some as collectibles, but your main source of these will be to Skill Level 


purchase them from shops. The more durability a line has, the longer 


it can withstand tension (and therefore damage) inflicted by fish. Every time you successfully reel in a fish, Noctis receives skill points. 
Conversely, the greater the power stat of a fish, the more it will The total he receives depends on the value of his catch, as revealed in 


harm your line's durability. 


the “Fish Overview” table. Whenever you reach specific milestones, 


Noctis levels up and enjoys a bonus for all future fishing sessions. 


& Rods: The primary attribute of rods is defense, a stat that determines 


how well they mitigate the damage inflicted on your line. You can Skil Level Bonuses 


obtain more resilient rods from shops and by completing sidequests _SKLLLEVEL [BONUS | 


for Navyth (see page 158). 


& Reels: Reels determine your attack stat — that is, how quickly you 
deplete the stamina bar of a fish when you reel it in. You will find quality 
reels at various tackle shops, though the ultimate item in this category 
(Llymlaen) is a reward in the Totomostro mini-game (see page 310). 


© Lures: There are many lures available in the game, and the one you 
need at any given time depends on various factors. 


1 
2 
3 
4 
ij 
6 
1 
8 
9 


© Lure Type: There are six main categories of lure, each proving 
particularly efficient in specific conditions: Popper lures are 
effective when seeking fish near the surface; Pencil lures are 
effective when fishing at dawn or dusk; Swisher lures bring Fish 
sleepy fishing spots to life; Crankbait lures excel when there 


_ 
=d 


Fishing line wears down 25% less quickly when fish struggle. 
Tackle shops offer a 10% discount on all items. 

Chances of hooking a fish are increased by 25%. 

Ability to catch bigger fish (up to 31.5 inches). 

Tackle shops offer a 30% discount on all items. 

fishing line wears down 50% less quickly when fish struggle. 
Chances of hooking a fish are increased by 50%. 

Tackle shops offer a 50% discount on all items. 


Ability to catch bigger fish (up to 59 inches). 


are underwater obstacles; Minnow lures are effective in clear Though catching a random fish is not particularly difficult, finding (let 


waters; Vibration lures are ideal in wide areas. 


alone reeling ín) the more advanced and uncommon specimens can 


be quite a challenge. To make this whole process far easier, we have 
© Lure Weight: As a rule, the heavier a lure, the deeper it will go prepared the following overview that shows you where, when, and 


underwater, and the bigger the fish you will be likely to catch. 


how you are most likely to catch the fish of your dreams. In addition, 


we reveal how much SP each specimen will contribute to Noctis's skill 


© Lure Color: Generally speaking, fish are attracted by lures of a _ Progression, and how much EXP and AF they're worth once you have 
color close to their own. For example, the Poppeck: Red Chocobo Unlocked the corresponding Ascension abilities. Note that fish of the 


is suited for the Garnet Snakehead species. 


various Bluegill types are all considered as low-value species: you can 


catch them with any lure. 


Fish Overview 


Kr « Horned Crestholm Reservoir, Neeglyss 
Bluegill Pond, Swainsmere, Forgotten 

ie Chipped 

Bluegill 


Poal 
Alstor Bass 
(small) 


Neeglyss Pond, Swainsmere, 
Forgotten Pool, Rachsia Bridge 
Cygillan Sea 
Bass (small) 


Crestholm Reservoir, 
ama, | Rainbow 
Trout (small) 


® Any 


® Any 


® Bomber: Bomb 

®& Jumbo Tusk: Garulessa 
® Fatal Roulette: Ahriman 
® Stormer: Focalor 

® Stormer: Chert Focalor 
® Tidal Might Leviathan 

® Knife T. Tonberry 

® \Whiskers: Pearly Moogle 


Swainsmere, Malacchi Pond, 
Daurell Spring, Rachsia Bridge 


Gondola Marina 


Forgotten Pool, River Wennath, 
The Maidenwater 


Giant ® Poppeck: Chocobo 
Trevally Vannath Coast ® Sweet Jamming: Flan 
(small) ® Tidal Might Leviathan 
Glowing £ B 
Barrelfish Vannath Coast ® Fatal Roulette: Floating Eye 


® Hot Breather: Green Dragon 
® Hot Breather: Blue Dragon 
® Knife T. Tonberry 

® Big Blaze Bahamut 


® Poppeck: White Chocobo 


Rachsia Bridge, 
The Maidenwater 


Malacchi Pond, Daurell Spring 


River Wennath ® Whiskers: Crystal 


Glimmering 
Bluegill 


The Vesperpool — East Bank, 
The Vesperpool — West Bank 


® Any 
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Bluegill 
Scale 


1 


3 10,000 


Bluegill 


Scale 20,000 


Alstor Bass 


Bones a 


Sea Bass 
Fillet 


40,000 


Trout Fillet 30,000 


Giant 
Trevally 
Fillet 


Barrelfish 
Scales 


30,000 


35,000 


Nebula 
Salmon 
Fillet 


Snakehead 
Teeth 


80,000 


50,000 


Trout Fillet 40,000 


Bluegill 
Scale 


30,000 


Fish Overview (Continued) 


Cleigne 
Brown Trout 
(small) 


Cygillan Sea 
Bass (big) 


Rainbow 
Trout (big) 


Zipper 
Barramundi 


Cleigne 
Brown Trout 


Barramundi 


Callatein 
Brook Trout 


Dark Allural 
Sea Bass 


Sapphire 
Snakehead 


Golden 
Catfish 


Platinum 
Myrltrout 


Tide Grouper 


Vesper Gar 


King Catfish 


Murk 
Grouper 


Noble 
Arapaima 
Pink Jade 
Gar 


ITEM 
FISHING SPOT(S) SUITED LURE(S) nt je er STAMINA | POWER 


Crestholm Reservoir, Neeglyss 
Pond, Swainsmere, Malacchi 
Pond 


Myrlwood Falls 


The Maidenwater, Myrlwood 
Falis 


Vannath Coast 


Crestholm Reservoir, Neeglyss 


Pond, Swainsmere, Malaechi Pond, 


Daurell Spring, Rachsia Bridge 


Gondola Marina 


Forgotten Pool, River Wennath, 
The Maidenwater, 


Malacchi Pond, Daurell Spring, 
The Vesperpaol — West Bank 


Vannath Coast 


The Vesperpool — West Bank 


Neeglyss Pond, The Vesperpool 
— East Bank 


River Wennath, Myrlwood Falls 


Daurell Spring, The Vesperpool 
— East Bank 


Rachsia Bridge 


Myrlwood Falls 


Daurell Spring 


Gondola Marina 


Caem Shore 


River Wennath, Myrlwood Falls 


Caem Shore 


The Vesperpool - East Bank, 
The Vesperpool - West Bank 


Crestholm Reservoir, The 
Vesperpool — East Bank, The 
Vesperpaol — West Bank 


Myrlwoad Falls 


Caem Shore, Gondola Marina 


The Vesperpool — West Bank 


Neeglyss Pond 


Vannath Coast 


The Vesperpool — East Bank 


Daurell Spring 


® Needle 1,000: Cactuar 
® Needle 1,000: Metallicactuar 


® Burrower: Mad Pink Sandworm 
® Burrower: Abyss Worm 


® Deadly Waters: Sahagin 


® Sweet Jamming: Mousse 


® Bomber: Bomb 

® Jumbo Tusk: Garulessa 
® Fatal Roulette: Ahriman 
® Stormer: Focalor 

® Stormer: Chert Focalor 
® Tidal Might Leviathan 

® Knife T. Tonberry 

® Whiskers: Pearly Moogle 


® Poppeck: Red Chocobo 
® Jumbo Tusk: Garula 


® Poppeck: Chocobo 
® Sweet Jamming: Flan 
® Tidal Might Leviathan 


% Any 


® Sweet Jamming: Custard 
® Bomber: ice Bomb 

® Ranker Tonberry 

® Tidal Might Leviathan 


® Hot Breather: Blue Dragon 


® Bomber: Thunder Bomb 
® Fatal Roulette: Bloody Eye 


® Deadly Waters: Coraldevil 


® Burrower: Mad Pink Sandworm 
® Burrower: Abyss Worm 


® Giant Needle 10,000: Gigantuar 

® Jumbo Tusk: Green Garula 

® Stinker: Great Malboro 

® Giant Needle 10,000: Gold Gigantuar 
® Stormer: Purple Belly Focalor 

® Knife T. Tonbery 


® Stormer: Focalor 
® Stormer: Chert Focalor 
® Stormer: Purple Berry Focalor 


® Burrower: Green Sandworm 
® Whiskers: Chocolate 


® Deadly Waters: Sea Devil 
® Big Blaze Bahamut 


® Stinker: Great Malboro 
® Giant Needle 10,000: Gold Gigantuar 
® Giant Needle 10,000: Metal Gigantuar 


® Needle 1,000: Gold Cactuar 


® Gemlight: Caster Carbuncle 


® Ranker Tonberry 
® Hot Breather: Red Dragon 
® Big Blaze Bahamut 


® Ranker Tonberry 
® Stinker: Malboro 
® Stinker: Malbodoom 


® Invincible Iron Giant 


® Burrower: Abyss Worm 


® Giant Needle 10,000: Gold Gigantuar 
® Big Blaze Bahamut 


® Big Master Typhon 


Catfish 
Barbel 


Trout Fillet 


Trout Fillet 


Giant 
Trevally 
Fillet 


Aistor Bass 
Bones 


Sea Bass 
Fillet 


Trout Fillet 


Snakehead 
Teeth 


Giant 
Trevally 
Fillet 


Bluegill Fin 


Barramundi 
Fillet 


Trout Fillet 


Phoenix 
Bass 
Bladder 


Barramundi 
Fillet 


Trout Fillet 


Snakehead 
Scales 


Sea Bass 
Fillet 


Barramundi 
Fillet 


Trout Fillet 


Sea Bass 
Fillet 


Snakehead 
Scales 


Catfish 
Barbel 


Trout Fillet 


Tide 
Grouper 
Fillet 


Vesper Gar 
Fillet 


King Catfish 
Heart 


Murk 
Grouper Eye 


Arapaima 
Scales 


Jade Gar 
Mirrorscale 
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FISHING SPOTS 


Ee. 


X 


FISHING SPOTS: ALTISSIA 
: an, 


MN nn en 
“ Vannath Coast | 
LA Giant Trevally, Galdin Trevally, Murk Grouper, Glowing 

Barrelfish 


Crestholm Reservoir 
Horned Bluegill, Lucian Catfish, Alstor Bass, Golden 


Homed Bluegill, Chipped Bluegill, Lucian Catfish, Alstor 
Bass, Crag Barramundi, King Catfish 


Cygillan Sea Bass, Lucinian Sea Bass, Tide Grouper 


Ee 
Gondola Marina 83 Swainsmere 
E] 


Horned Bluegill, Chipped Bluegill, Lucian Catfish, Alstor 


| 


Malacchi Pond 
Alstor Bass, Lucian Catfish, Snakehead, Garnet 
Snakehead 


Forgotten Pool 


{__Horned Bluegill, Chipped Bluegill, Rainbow Trout 


Daurell Spring 
Snakehead, Garnet Snakehead, Jade Snakehead, Alstor 


} Bass, Phoenix Bass, Pink Jade Gar 


B ne Wennath 
Cherrycomb Trout, Rainbow Traut, Callatein Brook Trout, 


}_Chrome Rainbow Trout 


BTT 


Rachsia Bridge | e 


„kt Chipped Bluegill, Zipper Barramundi, Alstor Bass, Nebula 1 


The Maidenwater 
Rainbow Trout, Maiden Brook Trout, Nebula Salmon 


The Vesperpool — East Bank 
Glimmering Bluegill, Phoenix Bass, Crag Barramundi, 
Golden Catfish, Sapphire Snakehead, Noble Arapatma 


The Vesperpool —- West Bank 


„1 _Glimmering Bluegill, Fan Bluegill, Golden Catfish, Garnet 


Snakehead, Sapphire Snakehead, Vesper Gar 


Myrlwood Falls 


Í Cleigne Brown Trout, Platinum Myritrout, Maiden Brook 
} Trout, Callatein Brook Trout, Chrome Rainbow Trout 


evergreen 
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Survival 


Gladio's survival skill enables you to find items after battles while 
traveling the world. All enemies in an encounter must be defeated in 
order to trigger this skills effect. 


Skill Level 


Survival levels up in accordance with the number of steps that you take. 
More precisely, Gladio obtains SP based on the difference between two 
counters: “Current Step Total” and “Step Total at Previous Rest”. 


The following two points summarize the underlying mechanics. 


& Gladio's survival level determines both the probability of finding an 
item, as well as what the item could be. As survival increases, the 
selection of items improves. 


© The number of steps that Noctis has taken since Gladio last found 
an item influences the chance that he will find another after a 
subsequent fight. 


Reward Probability 


There is a chance that Gladio will find an item after every battle where all 
enemies in the red combat zone have been defeated. The probability is 
determined primarily by the number of steps that Noctis has taken since 
the previous bout of combat. The probability of a successful survival 
check (“p”), resulting in a reward item, is calculated as: 


p = (10 + Skill Level}/100 


As the number of steps taken between each battle increases, you 
gradually acquire a greater chance to procure a reward. The number of 
times the game performs this calculation (*n”) is determined as: 


n = (Current Step Total — Step Total After Previous Battle) x 0.01 


In other words, the game performs the p calculation n times. As soon 
as this results in a success, the process stops and you gain an item. You 
can only ever receive one item per battle. Therefore, the final reward 
probability (“r*) per battle is: 


r=t-fl-gijb 


Cooking 


Oe 


Ignis's cooking skill information ís largely covered in the Inventory 
chapter (see page 211). 


To make the most of food-based effects, you should aim to unlock Ignis's 
Aftertaste nexuses early in the story. This will enable you to extend the 
duration of food effects derived from meals eaten at havens, as detailed 
here: 


© Default: until nightfall (up to 12 hours) 

© Aftertaste (18 AP): until sunrise on the following day (up to 24 
hours) 

© Lingering Aftertaste (99 AP): until nightfall on the following day 
(up to 36 hours) 

© Persistent Aftertaste (333 AP): until sunrise on the day after next 
(up to 48 hours) 


Reward Type 


The contribution of Gladio's survival level to the overall chance that an 
item is found is actually very small. Instead, survival level determines the 
type of item you will receive. Here there is also a probability distribution, 
where each level has its own pool of possible items, and higher levels 
result in more valuable items. The full breakdown is listed in the 
accompanying table. 


Survival Rewards 


LEVEL | REWARDS & PROBABILITIES 


» 45%: Potion 

« 25%: Fossil Shell 

« 15%: Beetle Shell, Antidote 
. 5%: Glass Gemstone 


. 40%: Potion 

« 20%: Antidote 

« 15%: Fossil Shell, Beetle Shell 
, 10%: Remedy 


hd 25%: Potion 

« 20%: Hi-Potion 

« 15%: Remedy 

« 10%: Fossil Shell, Beetle Shell, Rare Rare Coin, Antidote 


© 20%: Hi- Potion, Ether 

® 15%: Remedy 

* 10%: Beetle Shell, Debased Silverpiece, Rare Coin, Antidote 
« 5%: Fassil Shell 


® 20%: Hi-Potion, Ether, Elixir 
* 10%: Beetle Shell, Rare Coin, De Debased Silverpiece, Remedy _ 


® 20%: Hi-Potion 

© 15%: Elixir, Hi-Elixir 

© 10%: Rare Coin, Debased Banknote, Remedy, Ether 
« 5%: Glass Gemstone, Beetle Shell 


« 15%: Elixir, Hi-Elixir, Phoenix Down 
« 10%: Glass Gemstone, Rare Coin, Debased Banknote, Hi-Potion, Ether 
. 5%: Beetle Shell 


. 20%: Mega-Potion, Phoenix Down 

« 15%: Hi-Elixir 

* 10%: Glass Gemstone, Rare Coin, Debased Banknote, Elixir 
* 5%: Beetle Shell 

« 20%: Phoenix Down 
* 15%: Mega-Potion, Hi-Elixir 

» 10%: Glass Gemstone, Rare Coin, Debased Banknote, Elixir 
* 5%: Beetle Shell, Megalixir 


* 20%: Phoenix Down 

® 15%: Hi-Elixir, Mega-Potion 

* 10%: Rare Coin, Debased Banknote, Elixir 

* 5%: Glass Gemstone, Platinum Ingot, Beetle Shell, Megalixir 


Photography 


Prompto's photography skill provides mementos of each day in Eos 
that you can peruse whenever the party rests. Every picture taken 
rewards him with SP Improving Prompto's skill level unlocks additional 
shooting techniques and color filters for your photographs. Though his 
photographs will sometimes contain stills taken in the heat of battle, the 
skill has no effect on combat performance. 


Photography: Skill Level Overview 


LEVEL | IMPROVEMENT 


__{ Default A 
m EE Fier: ; Roadtrip mn: 
Flter Memo _ 


Eter Dawn 


Skill Prompto can take photos 
| even when in Danger 


Filter: Bloom 


Skil: Prompto can take photos da 
‚even whenhe'sbusy 


Al Filter: Journey_ % 


Skill: Prompto can include himself | 
in group pictures 


Photography: SP Rewards 


|C 


Automatic photo EE Bee * 
Snapshot (Prompto' Ss 
combat te technique) a 


Group picture 


Complete a Tour r sidequest Pen 
with Prompto 


MINI-GAMES RE 


Justice Monsters Five 


Rules 


Justice Monsters Five is a popular game in the world of Final Fantasy XV. 
Available in all Crow's Nest Diners (and in the café where Alessio can 
be found ín Altissia), this mini-game could be described as a variant of 
pinball. It requires you to fire projectiles named orbs at enemy orbs in an 
attempt to destroy them by fully depleting their HP bars. 


Defeating all enemy orbs in a wave enables you to reach the next 
wave. A boss encounter occurs every few waves, pitting you against a 
more robust target. You begin with a set of four random orbs, and the 
game ends whenever all four of them run out of HP Each orb's HP is 
represented by the semi-circular green gauge to the left side of its icon. 


Controls & Basics 


The game's controls are listed in the following table. 


Justice Monsters Five Controls 


| psa | XBOX ONE _| SUMMARY 


Tap to shoot, hold to charge. A charged orb uses 
one of three special properties: burst, climb, 
IO 
While shooting or charging: slice an orb, giving it 
__ja spin that affects the trajectory it follows 
Select orb 


__[useherotech 
Quit 


Though this might not be immediately apparent, Justice Monsters Five 
is game that requires very precise timing. Your success is based on your 
ability to shoot your orb at the right moment as it moves back and forth 
on the arc-shaped bumper at the bottom of your screen. If you shoot 
while the orb is on the left end of the bumper, it will be propelled toward 
the right side of the board, and vice versa. In short: any shot will go in 
a direction inversely proportional to how far to the side of the bumper it 
is when you shoot. This process is illustrated In the following diagram: 


The next step is to familiarize yourself with the various types of attacks 
at your disposal: 


© Simple Shot: Tap /@ to shoot an orb. Simple shots are fired 
instantly, with no delay, and can be performed in rapid succession to 
quickly eliminate nearby enemies. 


© Charged Shot: Hold @/@ then release to launch your orb's 
special attack. A charged shot is fired after a delay, which you need 
to take into account to time your strikes. Each orb has one of three 


possible charged properties, as shown by the letter in the bottom- 
left corner of its icon: 


Justice Monster Five: Charged Shots 


Burst: shot explodes upon impact, dealing additional damage 


Climb: shot runs up walls, enabling you to hit enemies from 
behind when there is no object blocking progression on the way 


Pierce: shot penetrates enemies, which is effective both against 
weak points and to hit multiple aligned targets 


© Hero Tech: Whenever the blue tech bar on the right-hand side of an 
orb’s icon is full, you can press @/€9 to unleash its Hero Tech — the 
creature’s ultimate power. Depending on the nature of the orb, this 
can be anything from a healing spell to a devastating attack. Note 
that it can be extremely beneficial to use the Hero Tech of an orb 
that is not currently on the board: by selecting a different orb (but 
not swapping to it) before using the Hero Tech ability, the selected 
orb joins the game for a short time after using its Hero Tech. This 
enables you to have a markedly stronger offence with two orbs on 
the board at once. 


Last but not least, it is essential that you pay attention to enemy attacks. 
At regular intervals, you will see colored beams radiating from your 
opponents: these represent harmful blows that you need to dodge by 
timing your shots appropriately. The intervals between enemy assaults 
tend to be relatively lengthy, though, leaving you with plenty of time to 
aim or even to perform multiple quick shots in rapid succession. If you fail 
to avoid an attack, it causes damage to your orb, reducing its life total. 


Elements & Orbs 


Justice Monsters Five has a rotating roster of default orbs. In addition to 
these, you can unlock more orbs by playing the app version of the game. 
Each orb is naturally infused with an element (as revealed by the element 
icon appearing next to each creature’s level), so it is in your interests to 
identify which creature you are currently aiming at and use an orb of the 
opposed element to inflict maximum damage. 


© Fire is strong against Earth, which 
is strong against Lightning, which 
is strong against Water, which is 
strong against Fire. 


© Light is strong against Dark, and 
vice versa. 
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In-Game Events 


During games, various events can occur based on your actions. This 
includes a slot machine mini-game that confers various bonuses when 
you obtain two or three identical symbols. 


In-Game Events 


Á combo is triggered when you hit an enemy at least twice 
within three seconds. The more a combo grows, the more 
damage each subsequent blow deals. 


Bosses have weak points that are indicated with this icon. 
Striking a weak point deals massive damage. 


A reward that restores a small amount of HP to all orbs. 


* 2 Siots out of 3 — Restores 50% HP to all orbs 

3 RG out oe 3— sels 100% HP to all orbs 

2 2 Slots out of3 3 Hele current HP of enemies br: 20% 
« 3 Slots out of 3 — Reduces current HP of enemies ze 50% 


+ 7 Slots out of 3 — Fills all orb Eel bars by 50% 
* 3 Slots out of 3 — Completely fills all orb tech bars 


+ 2 Slots out of 3 — Grants two treasure chests 
upon stage completion 

+ 3 Slots out of 3 — Grants five treasure chests 

__upon stage completion 


® 2 Slots out of 3 — Grants 30,000 bonus points 
« 3 Slots out of 3 — Grants 100,000 bonus points 


Boards 


Each wave takes place on a board with a unique layout. Much like in a 
game of pinball, environmental features will cause your orbs to bounce 
or potentially alter their trajectory. Learning to identify these hazards 
is essential. The ideal scenario, generally speaking, is to fire shots 
along optimal paths that avoid unwanted collisions in order to attack 
your targets from behind, where multiple bounces can generate large 
combos. You will also occasionally encounter kickout holes on certain 
boards: these will briefly trap your orb then release it, potentially 
increasing your chances to strike enemies from behind. 


Rewards 


The rewards you obtain by playing Justice Monsters Five depend on the 
amount of treasure chests you earn during each game, as shown in the 
upper-left corner of the screen: the more chests, the better your reward. 
They also depend on whether you are playing on a standard machine, 
where each game costs 10 Gil (all machines in Lucis, and all but one 
in Altissia), or on the unique, special machine near Alessio in Altissia, 


where each game costs 10,000 Gil (see the screenshot at the bottom 
of the page). 


Most of the items you can obtain are accessories, some of which are 
quite valuable. The mini-game’s ultimate reward, though, is a treasure 
called Wind-up Lord Vexxos, as shown in the table below. You can 
either sell this for half a million Gil, or use it as one of the most potent 
spellcrafting catalysts in the entire game (see page 274). 


Justice Monsters Five is also available as an app for smart devices. 
Playing on the app will reward you with additional orbs in the main game 
as well as a decal for the Regalia. 


Reward Overview 


CHESTS | REWARD (10-GIL GAME) REWARD (10,000-GIL GAME) 


_Wind-up Lord |Vexxos 
Emerald Bracelet Onion Bangle 


‘Platinum Bangle_ Dak Matter Bracelet 


Ruby Bracelet | Assist suit 


Oracle Earing | Gigas Bangle_ 


Gold |Bangle Blue Diamond Bracelet 


Sapphire Bracelet | Legatus Bangle 


Mega Phoenix _Moogle Charm 


nen Circlet 


Titanium ‘Bangle 


Amethyst Bracelet 


Carbon Bangle Emerald Bracelet 


Gamet Bracelet ‘Platinum | Bangle 


Hi Elixir Ruby | Bracelet 


EN Mega Phoenix 


Hi Potion 


Totomostro 


mannenstem nennen 


If you take the gondola from the station in the northeast of Altissia 
(under the Parco Listro Sud canopy), you will reach Arena Galviano — a 
colosseum where “Totomostro” tournaments are held. 


In this mini-game, your goal is to earn medals by betting on the outcome 
of battles involving groups of monsters. In short, you select the team that 
you believe is most likely to win, and you wager Galviano medals — the 
arena's currency. If your prediction is right, you receive medal winnings 
equivalent to your bet multiplied by the odds. If your prediction is wrong, 
you lose your wager. If you gamble well and accumulate medals, you can 
then trade them for prizes, including valuable auto parts. 


Medals 


Medals are the mini-game’s currency, used to place wagers and offered 
as a reward for successful bets. The first thing you need to do when 
you play for the first time is to purchase some medals, at a cost of 10 
Gil apiece. 


We suggest that you buy as many as you can afford. To optimize returns 
on your investment of both time and Gil, it makes sense to take risks. 
Feel free to play a few basic test runs with nominal amounts at stake, but 
once you are familiar with the system, big wagers are the way to earn 
the best rewards. You can naturally save before you head to the arena, 
then reload your game in the event that things go awry. 


Wager 


Once you are ready to play, select the Wager option to reach the Teams 
screen. This is where the monster contenders are introduced. There are 
three factors that you can use to decide which team you will bet on: 


& Odds: This numerical value represents the ratio between the amounts 
staked by all betters. The greater this number, the better your potential 
reward will be. As a rule, though, high odds indicate greater risks, so 
consider all other factors before you wager all your medals. 


& Condition: This represents the physical form of each team. The 
more blue arrows in the gauge (& ), the better they will perform. 


© Team Composition: This is probably the most important information 
of all. Based on your own experience in the main game, you should 
have a solid understanding of how each monster might perform, 
particularly in terms of their resilience, attack power, and attack 
frequency. Another vital consideration is area-of-effect techniques; 
this can be crítical when a single creature such as a Dualhorn faces 
a horde of weaker foes. Level is often the key attribute to take into 
account, though. You might automatically think to back a pack of 
creatures against a single beast, but if that individual monster is 
several levels higher, it will generally prevail. Use this knowledge 
to make informed decisions and you will be surprised by how often 
your predictions prove correct. 


Once you have chosen a team, you have one last chance to adjust your 
wager. If you are ready, select Begin Match to proceed. 


Battles 


Totomostro battles are gladiatorial bouts in which you do not play a direct 
part. Monsters fight on their own, positioning themselves and attacking 
as directed by their Àl routines. There is, however, one way to influence 
the outcome: by cheering with Horns. 


Horns can be purchased from the merchant who has a stall a few steps 


from the gondola station that leads to the Arena Galviano. Their effects 
and prices are listed in the following table. 


Horns 


| Horns | NAME : EFFECT COST (GIL) 


Increases the supported 
team's attack. 


Horn of Resolve 


increases the supported 
{ team’s defense. 


Horn of Tenacity 


Horn of Fortitude* Heals the supported team. 


Cures the supported team 


Horn of Cleansing of status ailments. 


Increases the supported 
monster’s strength, but 
decreases its defense. 


Horn of Madness 


* Available by default 


You can cycle through horns with CD&RD/deEER. You have an 
opportunity to blow one at regular intervals: all you have to do is press 
O/O repeatediy when the corresponding prompt appears on your 
screen. The effect of the horn occurs once you fill the gauge completely. 


Even if you find the prices a bit steep, rest assured that horns are very 
potent and can turn the tide of many battles. Blowing the Horn of 
Resolve and Horn of Tenacity at the beginning of a round gives your team 
a significant edge. Using the other three contextually can also save your 
monsters from defeat. 


High-risk wagers combined with clever use of hors make it possible 
to acquire the maximum amount of medals in just a few games, and 
therefore to purchase the best prizes. 


Outcomes 


At the end of each game of Totomostro, there are three possible outcomes: 


& Your Team Won: The medals that you wagered are multiplied by 
the odds and the updated balance is returned. 


& Your Team Lost: All the medals that you wagered are permanently 
lost. If you bankrupt yourself with a bold stake, consider loading your 
previous save file and trying again. 


& Draw: lf at least one member of two different teams is still standing 
when the timer expires, the bout ends in a draw. Your original wager 
is returned. 


Prizes 


Prize Overview 


Magitek Generator* Auto part that eradicates the 3,600,000 
need for fuel 


Diamant Broelet An accessory wtichî increases 1,250,000 
strength considerably 


450, 000 
360 ooo 


__240,000. 


Bio Bang" Decal set for the Regala 


Color sample book for the Regel 


Mythic Color Samples* 


An item that can be: Sen for 
50,000 Gil, or used as either an 
ingredient in a very beneficial 
meal or as a powerful Elemancy 
catalyst 


Arapaima Roe 


A en tid an inerned_ 
aritical hit rate 


Enforcer 180,000 


En en ven an ee 
critical hit rate 


Precision Lance 120,000 
A fishing al which bites he 85,000 
ultimate angling experience 


Llymlaen* 
45,000 


A asterdn lure for the ln 
mini- game 


An accessory eh increases HP 
moderately 


Big Master Typhon 
Silver Bangle 


Auto part un increases sthe_ dl 
_Regalia’ s s top speed 


Turbocharger”* 
À treasure that can be sad. der 
1,500 Gil or used as a Killcast 


catalyst with decent duplicating 
capabilities 


Coeurl Whiskers 


Great Garula Tusk 


A treasure that c can Ie Sl Een f 
1,700 Gil or used as a Tricast 

catalyst with decent duplicating 

capabilities 


*Can be obtained only once 
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ERA 


This short final chapter offers a small assortment of features to extend your 
Final Fantasy XV experience, including a dedicated guide to unlocking all 
Trophies and Achievements. 


A word of warning: the pages that follow contain spoilers. If you have vet 


to complete the main storyline, we strongly suggest that you read no further. 


Quickstart 
Primer 
Walkthrough 
> Sideguests 


G inventory 


A Strategy & 
Analysis 


® Extras 
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Final Fantasy XV's collection of Trophies and Achievements offer a good blend of story and gameplay milestones. 


Main ke Accolades 


5) Insomnia’s Waking Nightmare 


5 Departure 

@® No Turning Back 
@ The Open World 
@® Living Legend 
@® Dark Clouds 
@) A Way Forward 
@® Party of Three 
(2) Seaworthy 
ier Callings 

@ The Heart of a King 
@® in the Dark 
Ed End of Days 
) Redemption 
65) Homecoming 
6) Chosen King 


Sidequest & Mini-Game Accolades 


High Five far Justice! 
Spinning a Yarn Ì 
Spinning a Yarn il 
Spinning a Yarn Il 
Spinning a Yarn IV 
Spinning a Yarn V 


Weaving a Tapestry 


My First Hunt 


Tortoise Toppler 


Combat Accolades 


Bronze 
Bronze 
Bronze 
Bronze 
Bronze 
Bronze 
Bronze 
Bronze 
Bronze 
Bronze 
Bronze 
Bronze 
Bronze 
Bronze 
Silver 


Gold 


Bronze 
Bronze 
Bronze 
Bronze 
Bronze 
Bronze 


Silver 


Bronze 


Gold 


Platinum 


Reach Chapter 01 (see page 34). 
Complete Chapter O1 (see page 34). 
Complete Chapter 02 (see page 42). 
Complete Chapter 03 (see page 50). 
Complete Chapter 04 (see page 58). 
Complete Chapter 05 (see page 62). 
Complete Chapter 06 (see page 68). 
Complete Chapter 07 (see page 72). 
Complete Chapter 08 (see page 78). 
Complete Chapter 09 (see page 82). 
Complete Chapter 10 (see page 88). 
Complete Chapter 11 (see page 92). 
Complete Chapter 12 (see page 94). 
Complete Chapter 13 (see page 96). 
Complete Chapter 14 (see page 106). 


Defeat Ifrit on Normal difficulty (see page 109). 


UNLOCK CONDITION 

Play the Justice Monsters Five mini-game. You can find machines at all Crow's Nest restaurants and in Altissia. 
Complete one sidequest (see page 112). 

Complete five sidequests. 

Complete 10 sidequests. 

Complete 20 sidequests. 

Complete 40 sidequests. 

Complete 80 sidequests. 


Complete a hunt. You can unlock this at the beginning of the game. Accept Takka's first hunt at Hammerhead's 
diner and eliminate the designated targets a short distance away (see page 135). 


Defeat an Adamantoise. This can be accomplished as part of Cindy's Let Sleeping Mountains Lie sidequest, 
available from Chapter 09 onwards. This is a high-level task, however, that requires very specific preparations — 
turn to page 174 for details. 


Unlock all other Trophies (PlayStation 4 only). 


(&) | Just angin’ Around 
(©) Brother-in-Arms 
@ Blind Spot 


(€) Noct You Like a Hurricane 


(6) The Power af Kings 
(@) Magical Worker 
@® Black Mage 


() Divine intervention 


Bronze 


Bronze 


Bronze 


Bronze 


Bronze 


Bronze 


Bronze 


Bronze 


Point-warp to a blue marker position during a battle. You will probably unlock this when you rescue Dave during 
Hunter Becomes the Hunted at the beginning of the game. 


Order an ally to perform a Technique. This can be achieved fairly early in the story: simply hold CD/68 and select 
the corresponding ally’s command with & once the tech bar is sufficiently filled (see page 22). 


Perform a Blindside Link. Fight close to your allies while behind an enemy and this will happen automatically 
(see page 290). 


Perform a Parry Link. This happens automatically and randomly when you successfully parry enemy attacks with 
allies nearby. To parry, hold @/6 when the corresponding prompt appears on your screen, then follow up by 
pressing ©/® in a timely manner (see page 16). 


Unleash Noctis's Armiger. This becomes possible once you clear the Glacial Grotto dungeon during Chapter 03. 
Once your circular gauge is full, press CD + RD/B + ER to deploy Armiger (see page 21). 


Craft a spell. This is performed in the Elemancy menu and simply requires one unit of elemental energy, which 
you can absorb from any deposit found close to a haven (among other places; see page 274). 


Cast a spell. Once you have crafted a spell, equip it in the Gear menu and you can then use it in battle 
(see page 274). 


Summon an Astral. This can be achieved from Chapter 05 onwards. Astrals are available in specific locations 
once particular conditions have been met (see page 291 for details). When a prompt invites you to summon one, 
simply hold 2/5 for several seconds until the animation begins. 
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Character Progression Accolades 


ICON NAME TROPHY UNLOCK CONDITION 


À Equip a weapon in all four of Noctis's Primary Arms slots. This can easily be achieved from the Gear menu once you have four 
Guadruple Threat Bronze In different weapons in your inventory. 


Faithful Heir Silver 50 Obtain all-13 Royal Arms. While you will acquire over half of them during the main story, the others are hidden in the depths of optional 
dungeons, making this a late-game task. Refer to our section on Royal Arms and Dungeons for detailed guidance (see page 176). 


Learn your first ability. This can be achieved very early in the game. Open the Ascension menu and unlock a cheap ability such as 


men Pen Bie Ù Airstep in the Combat tree. 


Self-Improved Silver 50 Unlock any 20 nexuses. You can find a complete overview of all Ascension development trees and the related costs on page 295. 


Self-Mastered Gold 110 Unlock 50 nexuses in the Ascension trees. Turn to page 295 for details. 


Skill Accolades 
ICON | NAME TROPHY UNLOCK CONDITION 

Angling Raokie Bronze Raise Noctis's fishing skill to Level 2 (see page 304). 

Survival Reakie Bronze Raise Gladio’s survival skill to Level 2 (see page 308). ® Extras 

Photo Rookie Bronze Raise Prompto's photography skill to Level 2 (see page 308). 

Caaking Rookie Bronze Raise Ignis's cooking skill to Level 2 (see page 308). 

Angling Expert Bronze Raise Noctis’s fishing skill to Level 10 (see page 304). 

Survival Expert Bronze Raise Gladio's survival skill to Level 10 (see page 308). … Trophies & 
— Achievements 

Phato Expert Bronze Raise Prompto's photography skill to Level 10 (see page 308). 
& Secrets 


Cooking Expert Bronze Raise Ignis’s cooking skill to Level 10 (see page 308). 


Catch an image of Gentiana ín a photo. Prompto can do this automatically at random when you are in Lucis after you complete 
immortal Photobomb Bronze the Trial of Ramuh during Chapter 05. The picture can only be taken between 06:00 and midnight, and the chances for this to 
happen increase with the time your party stays awake: the longer they spend without resting, the higher the probability. 


Transportation Accolades 


ICON TROPHY UNLOCK CONDITION 


Bione 10 Drive the Regalia in manual mode. This can be achieved for the first time during Chapter 01, when the car is repaired after 
completing The Mutant Marauder (see page 34). 


Bronze 10 Ride a chocobo. This becomes possible after completing A Behemoth Undertaking (see page 50). 


Drive the Regalia Type-F. This becomes possible after completing the game and laading your newly created save file that 
Silver 50 enables you to return to Lucis in a Chapter 15 epilogue. \f you have cleared Formouth Garrison and picked up the Strange Engine 
collectible, return to Cindy to unlock this upgrade (see page 154). 


DECT 


secret Magazines 


There are two secret magazines that you can interact with to unlock new cooking recipes for Ignis. These are very hard to find without help, though 
the following visuals should make for an easy search. 


* Lacation: lo the east of Coemix Station — Cauthess, inside a small wooden building. * Lacatien: Hidden under the road bridge, directiy to the south of the Vesperpool. 
« Recipe Unlocked: Royal Road Paella {see page 213). « Recipe Unlocked: Hearty Cutiet on Rice (see page 213). 
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Secret Chocobo Collectibles 


There are seven secret collectibles hidden on the chocobo race 
courses. However, these can only be picked up during specific 
races, and some only appear when specific weather or time 
conditions apply. Obtaining these items unlocks new plumage 
colors for your mounts at the nearby Chocobo Salon. 


You can find all relevant details in the accompanying table 
and annotated map. Note that these collectibles are all 
located outside of their respective race courses. To retrieve 
them, forget about the race in progress, and slowly scour the 
specified location until you notice an item lying on the ground. 
You can pick it up simply by walking over it, and get to keep 
each item irrespective of the race’s outcome. 


HAN PEAR 


O'GHOMORO PEAR 


Secret Collectibles 


Cieldalaes Pear 


Xeiphatol Pear 


Han Pear 


Doman Pear 
Mamook Pear 


0'Ghomoro Pear 


Val Pear 


MAMOOK PEAR 


AVAILABILITY/CONDITIONS 


Race vs. Prompto or Full Field, 
or Chocobo Hoops: Grange Gallop 


Race vs. Gladio or {ris 


Race vs. Ignis, or Chocobo Hoops: 
Roeky Road 

Race vs. Prompto or Ignis {rainy 
weather) 

Any Hoop race (rainy weather) 
Race vs. Prompto, Ignis, or Full Field 
at night (between 20:30 and 03:59) 


Chocobo Hoops: Rocky Road at 
night (between 20:30 and 03:59) 
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Niflheim initiates its 


Allied forces of Lucis 


Î 
| 
ĳ 
| expansion policy, and Accordo lose Niflheim starts mass- 
| declaring war on the war against the producing Magitek 
| neighboring countries Niflheim army; Accordo soldiers in preparation 
| to increase the is annexed by the for the forthcoming all- 
| ! empire's territory. empire. out war against Lucis. 
| 
| Using the power of the 
| Ring and the Crystal, 
Niflheim conquers the King of Lucis 
the land of Tenebrae, raises a magic barrier 
| except the Fenestala protecting Insomnia 
| Lucis, Accordo, Tenebrae Manor, home of Family for the first time. This 
and Niflheim agree on using Fleuret, from which all leads to a temporary 
| the same new calendar. Oracles descend. geopolitical status quo. 
Í 
Ancient history is marked by the prosperity of the civilization of Solheim. When this civilization was at its The war between Niflheim and Lucis 
peak, the betrayal of one of the six Astral gods, Ifrit, led to a conflict known as the Great War of Old. This begins; the troops of Lucis are forced 
was fueled by the spreading of a mysterious parasite, causing the death of millions, and ultimately the fall to retreat. 


of Solheim. Two individuals were chosen by the gods to lead mankind to survival: the first Oracle, a woman 

from the Fleuret family; and a man from the Lucis Caelum family who received two gifts from the gods: 

the Crystal, and the Ring of the Lucii. Using these artifacts, the Chosen King ended the blight. From the 

ashes of the war rose four new countries: the Kingdom of Lucis, Tenebrae (led by the Oracle}, an alliance 

of commercial free cities forming Accordo, and the empire of Niflheim, which aspired to recreate the Death of King Mors; coronation of 
domination of the ancient civilization (led by the Aldercapt family). King Regis {Noctis's father). 
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NEW CALENDAR ERA 
M.E.732 M.E.744 M.E.748 M.E.756 


Eight-year-old Prince 

Noctis is attacked by 

Daemons and gravely 

injured. He is sent to 

Tenebrae to receive 

medical care, and Lunafreya becomes 
spends a few weeks the new Oracle, under 
in the company of the watchful eye of the 
Lunafreya, the Oracle's empire. 

daughter. 


King Regis founds the 

Kingsglaive, an elite 
The Crystal "chooses" guard corps that can 
Noctis as the one who use some of the King's 
will save the world. powers. 


Shiva, one of the six King Regis, who is growing old and 

Astrals, awakens. She whose powers are weakening, realizes 

Birth of Noctis, son of During Noctis's stay, the Fenestala is defeated by the that Lucis has no hope of winning 

Regis and Aulea. Manor is attacked and conquered Niflheim empire. the war. He accepts a cease-fire and 

by the Niflheim empire. King Regis agrees to sign a peace treaty with the 

manages to save his son just in time, empire. He sends Noctis to Altissia 

and brings him back to Lucis's capital before the imperial forces arrive in 

King Regis marries Aulea, city: Insomnia. Oracle Sylva, Lunafreya's Insomnia as a precaution. This marks 
his childhood friend. mother, is killed during the attack. the beginning of Final Fantasy XV. 


INDEX 


If you are looking for specific information, this alphabetical listing is just what you need. To avoid potential spoilers, note that critical page references 


are written in red. 


2 Chain 

3 Chain 

4 Chain 

5 Chain 

A Backwoods Burial 

À Behemoth Undertaking 
À Better Absorb Shield 

A Better Auto Crossbow 
A Better Bioblaster 

A Better Circular Saw 

A Better Drain Lance Il 

A Better Drillbreaker 

A Better Engine Blade 

A Better Engine Blade |l 
A Better Engine Blade |l 
A Better Force Stealer 

À Better Gravity Well 

A Better Noiseblaster 

A Better Pair of Plunderers 
A Better Valiant 

A Cactuar of Marble 

A Cactuar of Mortar 

A Cactuar of Mythril 

A Cactuar of Wood 

A Cry for Help 

A Driver in Despair 

Á Dubious Drive 

À Feathery Feast 

À Feline Feast 

A Flower for Iris 

À Gentlemen's Agreement 
A Hurting Heart 

A King's Struggle 

À Legend is Born 

A Little Slip-Up 

A Manic Motorist 

A Meat Most Magnificent 
A Menace Sleeps in Balouve 


A Menace Sleeps in Crestholm 
A Menace Sleeps in Daurell 
A Menace Sleeps in Fociaugh 


A Menace Sleeps in Steyliff 
A Menace Sleeps in the Grotto 
A Place to Call Home 

A Precious Source of Power 
A Rocky End 

A Stone-Studded Stunner 
A Stroll for Two 

À Treasure Beyond Measure 
Abilities (Alies) 

Absorb Shield 

Absorb Shield Ii 
Accessibility 

Accessories 

Accursed Curiosity 

Ace of Carapace 
Achievements 

Added Effects 

Aegis Shield 

Aerial Combo 

Aftermath of the Astral War 
Airstep Sword 

Alas, Poor Hunter... 

Alessio 

All By Myself 

All Set to Set Sail 

Ally Coordination 

Almost Out of Hope 

Alone on the Road 

Altissia, City on the-Sea 

An Exaggerated Injury 

An Eye for Islands 

Analyze 

Angler's Nightmare 
Antagonize 

AP 

Apocalypse 

Appendages 

Aracheole Stronghold 
Aranea 

Ardyn 

Arena Galviano 

Armiger 

Armiger (Ascension Tree) 
Armiger Chain 

Armiger Gauge 

Arms Vendors 

Ascensian 

Assassin's Daggers 

Astrals 


RE WoD [Pe 


A Menace Sleeps in Costlemark 


A Menace Sleeps in Keycatrich 


26, 33, 296 
205 
291 


Attack 
Attack Damage Modifiers 
Attire 

Attributes 

Auto Crossbow 

Auto Crossbow Plus 
Auto Parts 

Automotive Agitation 
Avengers 

Axe of the Conqueror 
Backíire 

Ballistic 

Balmung 

Balouve Mines 

Beasts (Enemy Category} 
Behemoth King 

Berried Memories 
Bestiary (Chapter) 

Big Head Behind the Wheel 
Bioblaster 

Bioblaster Plus 

Bird on the Brink 

Black Prince 

Blade of Brennaere 

Blade of the Mystic 
Blame the Beasts! 
Blastcast 

Blazefire Saber 

Blindside 

Blink 

Blitz 

Blizzaga 

Blizzara 

Block 

Blood Sword 

Blue Marker Positions 
Body Parts 

Bosses (Enemy Category) 
Bow of the Clever 

Brave New World 

Break 

Breakage 

Breath of the Glacian 
Broadsword 

Broken Car Sidequests 
Broken-Down 

Builds 

Burden of Expectation 
Caem Carrots 

Caem Shore 

Calamity 

Cal Umbra 

Car controls 

Careless in a Car 

Car-mic Retribution 
Cartanica 

Case of the Stolen Specs 
Catalysts 

Catalysts (Overview) 
Cerberus 

Chapter 01 

Chapter 02 

Chapter 03 

Chapter 04 

Chapter 05 

Chapter 06 

Chapter 07 

Chapter 08 

Chapter 09 

Chapter 10 

Chapter 11 

Chapter 12 

Chapter 13 

Chapter 14 

Character Progression 
Character Specialization 
Characters & Relationships 
Chase That Chocobo! 
Chocobo Leisure Goods 
Chocobo Levels 

Chocobo Races 

Cid (Sidequests) 

Cid Sophiar, Master Mechanic 
Cindy (Sidequests) 
Circular Saw 
Circular Saw Plus 
Claymore 
Cocytus 
Collectibles 
Color Sample Books 
Combat 


KEYWORD | PAGE | 


25 


KEYWORD | PAGE 


Combat Flow 
Combat Maneuvers 
Combat Parameters 
Combat Status Effects 
Combo 

Commands 
Components (Regalia) 
Conceal, Don't Feel 
Consumables 
Controls 

Cooked Meals 
Cooking 

Costlemark Tower 
Counter 

Cover 

Crafting 

Crash Course 

Crazy About Cactuars 
Crestholm Channels 
Crestholm Reservoir 
Critical Hits 

Cup Noodles (Sidequest) 
Cursecast 

Cursed Legend 
Cutlasses 

Cyclone 

Daemons (Enemy Category) 
Daggers (Weapon Type) 
Damage Calculation 
Damage Types 
Danger Status 

Dark Resistance 
Daurell Caverns 
Daurell Spring 

Dave (Sidequests) 
Dawnhammer 
Deadeye 

Deadeye's Lair 

Death 

Death Penalty 

Decals 

Declaration of War 
Defend 

Defense 

Delta Daggers 
Difficulty Setting 
Diner 

Dino (Sideguests) 
Directional Attacks 
Distress in the Desert 
Dog Tags 

Dominator 

Down On Your Luck 
Dragoon Lance 

Drain Lance 

Drain Lance IÌ 

Drain Lance Ill 
Dreadful Legend 
Drillbreaker 
Drillbreaker Plus 
Drops 

Dualcast 

Dude, Where's My Car? 
Duel Code 

Dungeons 
Duplication (Spell) 
Durandal 

Dust to Dust 

Easy Mode 
Elemancy 

Elemental Energy 
Elemental Properties 
Emergency Delivery 
Enemy Analysis 
Enemy Attributes 
Enemy Drops 

Enemy Intel 

Enemy Weaknesses/Resistances 
Enforcer 

Engage 

Engaging the Empire 
Engine Blade 

Engine Blade Il 
Engine Blade Ill 
Enhancement 
Enhancer 

Escape 

Everyone Loves Beans 
Executioner 

EXP 

Expericast 
Experience 


23 

283 
271 
282 

18, 283 
11 

219 
115 
22, 215 


Exploration 
Exploration (Ascension Tree) 
Express Train for Trouble 
Extras (Chapter) 
Failcast 

Fast Travel 

Favorite Food 

Final Resting Plains 
Finisher 

Fira 

Fraga 

Fire Resistance 
Firearms (Weapon Type} 
First Shot 

Fish Overview 
Fishing 

Fishing Buddies 
Fishing Equipment 
Fishing Leisure Goods 
Fishing, Naturally 
Fishing Spots 

Flame Gun 

Flame Shield 

Flame Tongue 

Flayer 

Fociaugh Hollow 
Fodina Caestino 

Food 

Food Effects 

Force Stealer 

Force Stealer Il 
Forgotten Pool 
Formouth Garrison 
Fort Vaullerey 
Freecast 

Friends of a Feather 
Furloch (Sidequests) 
Gae Bolg 

Game Structure 

Gear 

Gear (Basics) 

General Stores 

Gil 

Glacial Grotto 
Gondola Marina 
Gone Hunting 
Gravisphere 

Gravity Well 

Gravity Well Plus 
Greatswords (Weapon Type) 
Greens 

Guard 

Habitat 

Handgun 

Hardedge 

Havens 

Healcast 

Healing ftems 

Hero's Shield 
Highway Helper 
History of Eos 
Holding Back the Dark 
Holly (Sidequests) 
Horns (Totomostro) 
HP 

Hunt Directory 
Hunter Becomes the Hunted 
Hunter Bank 

Hunters and Gatherers 
Hunts 

Hurrying Home 
Hybrid Spells 

Hyper Magnum 
Hyperion 

Ice Brand 

Ice Resistance 

ice Shield 

Ice Spear 

leons 

Ifrit 

Il Tidings 

I'm Late! 

Imperial Forces 
(Enemy Category) 
Imperial Infiltration 
Impervious 

Impulse 

In Low Spirits 
Ingredients 

Initiative 

Injured and Introspective 
Insomnia 


WORD Pe 


13 
299 
92 
312 
2175 


22215 
206 
121 


MR 


KEYWORD | PAGE | 


Interactive Conversations 
Intercept 

Into the Arctic Crevasse 
Into the Fray 

Into Unknown Frontiers 
Inventory (Chapter) 
lron Duke 

Javelin 

Justice Monsters Five 
Katana of the Warrior 
Keep Calm and Keep Driving 
Keeping the Faith 

Key Items 

Keycatrich Trench 
Killcast 

Kite Shield 

Kitty Catering 

Lancet 

Legacy 

Legend (Map) 

Legend Wrapped in an Enigma 
Leisure Goods 

Leisure Goods Shops 
Lestallum Merchants 
(Sidequests) 
Lestallum's Finest 

Let Sleeping Mountains Lie 
Libra 

Liege of the Lake 
Lightning Resistance 
Limit Break 

Lines (Fishing) 
Link-Strike 

Living Off the Land 
Lock On 

Lodgings 

Logi 

Losing Heart 

Lost Without a Potion 
Lures 

Mace of the Fierce 
Machinery (Weapon Type) 
Mage Mashers 

Magic 

Magic (Ascension Tree) 
agic (Attribute) 

agic Flasks 

ain Gauches 

ain Quest 

alacchi Pond 
Malmalam Thicket 

Map 

Map Legend 

Mark 

Masamune 

Maxicast 

Maximum HP 

Meals 

Menace Beneath Lucis 
Mind the Trap 
Mini-Games 

Mini-Map 

Misfire 

Monster Directory 
Mountains of Misfortune 
Movement 

MP 

My Beloved Chariot 
Myrlwood 

Myrlwood Falls 

Mythril Knives 

Mythril Lance 

Mythril Pistol 

Navyth (Sidequests) 
Nawyth's Challenge 
Neeglyss Pond 

New to the Road 

No Pain, No Gem 

No Turning Back 
Noiseblaster 
Noiseblaster Plus 

Not So Easy Anymore 
Of Gods and Kings 

Off the Rails 

Oh My Grease-Monkey Goddess! 
On the Hunt for a Harvest 
One Tune-up Too Many 
On-screen Display 
Onward to the Disc 
Oracle Ascension Coins 
Organyx 

Orichalcum 

Outfits 

Outposts 

Overwhelm 

Paint Pigment 

Palpable Pain 


191, 207, 286 
206 

205 

20, 274 

296 

25 

222, 274 


12,14, 31 
275 

230 

147 

13, 31 
24, 270 
124 

188 


KEY WORD PAGE 


Parameter Growth 

Parking Spots 

Parry 

Party of Three 

Party Setups 

Pedal to the Metal 

Phase 

Photo Ops 

Photo Ops (Altissia) 

Photography 

Piercer 

Pilgrimage 

Pitioss Ruins 

Plunderers 

Plunderers Il 

Point-Warp 

Points of Intetactivity 

Polearms (Weapon Type) 

Poor, Misfortunate Soul 

Potency 

Power Shield 

Power ta the Pylons 

Powercast 

Precision Lance 

Primary Arms Display 

Primer (Chapter) 

Prissock (Sidequests) 

Procurement Points 

Quadcast 

Quest 

Quicksilver 

Quintcast 

Rachsía Bridge 

Radiant Lance 

Randolph {Sidequests) 

Rapier Lance 

Ravatogh 

Ravus 

Rebellion 

Recipes 

Recoil 

Recovery 

Recovery (Ascension Tree) 

Reels 

Reflex 

Regalia 

Regalia Type-F 

Regenerate 

Regroup 

Reliable Royalty 

Rent-a-Bird 33, 
Rescue Sidequests 

Rest Areas 

Restaurant 

Restaurant Meals 

Reunion and Recovery 

Ring of the Lucii 

Rise and Shine and Run 

River Wennath 

Roadside Assistance 

Rock of Ravatogh 

Rods 221, 
Roll-Dodge 16, 
Royal Arms 207, 285, 
Royal Guard 

Royal Tombs 

Rune Saber 

Sagefire 

Sania (Sidequests) 
Saving 

Savior of the Species 
Scared and Lonely 
Scared and Stranded 
Scenic Delivery 
Scepter of the Pious 
Scintilla 

Scraps of Mystery 
Scraps of Mystery | 
Scraps of Mystery Il 
Scraps of Mystery Ill 
Scraps of Mystery IV 
Scraps of Mystery V 
Scraps of Mystery VI 
Scraps of Mystery VII 
Scraps of Mystery VIII 
Scraps of Mystery IX 
Scraps of Mystery X 
Scraps of Mystery Xl 
Scraps of Mystery XIÌ 
Scraps of Mystery XIII 
Scraps of Mystery XIV 
Search and Rescue 
Secrets 

Shield of the Just 
Shields (Weapon Type) 
Shock Drop 


189, 207, 


166 
114 

32 

15 
210 
103 
273 
145 
306 
121 
190 
304 
292 
286 


KEYWORD | PAGE 


Shops 223 
Shoulda Been Serviced 122 
Sidequest 10, 31, 33 
Sidequests (Chapter) 112 
Skills 27, 303 
Skill Trees 296 
Skipping Cutscenes 15 
Snapshot 289 
Sondonda 227 
Soul Saber 202 
Soundtracks 

Spawn 

Special Vendors 

Spells 

Spells (Overview) 

Spirit 

Sprinting 

Stamina 

Stamina Gauge 

Star of the Rogue 188, 207, 286 
Starshell 289 
Stasis 24, 270 
Stats (Ascension Tree) 

Status Effects 

Stealing the Past 

Stealth 

Steam Valve Inspection 

Steyliff Grove 

Stickers 

Sting Your Praises 

Stirred, Not Shaken 

Stopcast 

Storm Lance 

Stranded on the Sand 

Strategy & Analysis (Chapter) 

Strength 

Strengths (Enemy) 

Strike a Pose! 

Summons 

Survival 

Swainsmere 

Swallowed by Shadows 

Switch Weapons 

Sword in the Waterfall 

Sword of the Father 

Sword of the Tall 186, 207, 286 
Sword of the Wise 207, 286 
Swords (Weapon Type) 202 
Swords of the Wanderer 207, 287 
Sylvester’s Map Pieces 126 
Symbol of the Peace 

Tails Spin 

Takka (Sidequests) 

Talcott 

Teamwork {Ascension Tree) 

Tech Bar 

Techniques 

Techniques (Ascension Tree) 

Tempest 

Tenebrae 

That Brand-New Car Smell 

The Archaean 

The Aspiring Artisan 

The Chopping Block 

The Cursed Canvas 

The Errand Prince 

The Ever Elegant Regalia 

The Ever Gleaming Regalia 

The Ever Illustrious Regalia 

The Ever Regal Regalia 

The Ever Valorous Regalia 

The Faint of Heart 

The Frogs of Legend 

The Hallowed Hill of 

Hammerhead 

The Hand of the King 

The Hexatheon's Blessing 

The Imperial Capital 

The Jolly Joyrider 

The Maidenwater 

The Mutant Marauder 

The Myrtwood 

The Pauper Prince 

The Pen is Mightier than the 

Sword 

The Perfect Cup 

The Perfect Landscape 

The Perpetual Passenger 

The Power of Kings 

The Professor's Protégé 

The Professor's Protégé - 

Gigantoad 

The Professor's Protégé - Griffon 

The Professor's Protégé - 

Myrlwaod Firefly 

The Professor's Protégé - Wyverm 


FINAL PANTASYe XV 


> Guickstar 
É 


KEWOD [me 


The Professor's Protégé - Yellow 
Frogs 

The Rock of Ravatogh ij 
The Summit 8 
The Trial of Leviathan 

The Trial of Ramuh 1 
The Trial of Titan ee 
The Verge of Despair 

The Vesperpool — East Bank ! 
The Vesperpool — West Bank 0, 
The Witch of the Woods Ì 
Threat Meter 

Through a Rose-Tinted 
Windshield 

Thundaga 

Thundara 

Thunder Shield 

Thunderbolt 

Tiers (Spell) 

Time of Day 

Timeline 

Tipster 

Tired of Running 

Tomb of the Clever 

Tomb of the Conqueror 

Tomb of the Fierce 

Tomb of the Just 

Tomb of the Mystic 

Tomb of the Pious 

Tomb of the Rogue 

Tomb of the Tall 

Tomb of the Wanderer 

Tomb of the Warrior 

Tomb of the Wise 

Tony (Caem Carrots) 
Totomostro 

Tours 

Training (Camp) 

Treasures 

Trembling with Fear 

Tricast 

Trident of the Oracle 
Trigger-Happy 

Trophies 

Tune-up, Shmune-up 

Tutorial 

Two-handed Sword 

Ulric's Kukris 

Ultima Blade 

Umbra 

Unlucky Driver 

Up Close and Personal 
Upgraded Weapons 

Valiant 

Valiant Il 

Van, Interrupted 

Van, Interrupted Again 
Vannath Coast 

Veenon's Grandson (Sidequests) 
Vegging Out 

Vehicle Vexation 

Venom Fang 

Venomcast 

Vigilantes 

Vitality 

Vyv (Sidequests) 

Vyv's Volcanic Inspiration 
Wager 

Wait Mode 

Waiting for Help 

Walkthrough (Chapter) 

War Sword 

Warp 

Warp-Kill 

Warp-Strike 

Washed Away 
Weaknesses/Resistances 
(Enemies) 

Weapons 

Weary and Wounded 

When You Believe 

Where She Lived 

Where the Wild Chocobos Are 
Wild about Onions 

Wild Beasts on the Open Road 
Wiz (Sidequests) 

Wizard Shield 

Wondrous Weapon 

World Map 

World of Ruin 

Wracked with Anxiety 

Wyvern Lance 

X Marks the Spot 

Zegnautus Keep 

Ziedrich 

Zwill Crossblades 


eqiesis 


inventory 


Sestiary 


CREDITS s8 Sn 


The Complete Official Guide to Final Fantasy XV 
is a Piggyback Interactive Limited production. 


Piggyback 


Publishers: Louie Beatty, Vincent Pargney 


Project Directors: Simone Dorn, Matthias Loges, Carsten Ostermann 


Editorial Director: Mathieu Daujam 


Editor: James Price 

Co-Author: Tony Gao 

Support: Hirofumi Yamada, David Schunk 

Logistics: Angela Kosik 

Art Directors: Jeanette Killmann & Martin C. Schneider @ Glorienschein 


Designers: Christian Runkel, Christian Schmal 


English Version 


mg meen 


Sub-Editing: Maura Sutton 


French Version 


Editors: | Claude-Olivier Eligabe, Mathieu Daujam 


German Version 


Editor: Klaus-Dieter Hartwig 


Sub-Editing: Dagny Hildebrandt, Barbara Bode 


alian Version 


Editor: Synthesis Global Solutions SA 


Localization Manager: Mareo Auletta 
Spanish Version 


Editor: Synthesis Iberia SL 


Localization Manager: | Gus Díaz 


Preprint 


Tino Bordusa, Dietmar Bormann, Nicole Hannowsky, Ilse Hüttner, Anke Mattke, 
Ralf Müller-Hensmann, Petra Reidath, Stefan Reiter, Arwed Scibba, Torsten Wedemeier, 
Katja Wolf (AlsterWerk) 


Kf 


Piggyback Interactive Limited has made every effort to determine that the information contained in this book 
is accurate. However, the publisher makes no warranty, either expressed or implied, as to the accuracy, 
effectiveness, or completeness of the material in this book; nor does the publisher assume liability for 
damages, either incidental or consequential that may result from using the information in this book. The 
publisher cannot provide information regarding game play, hints and strategies, or problems with hardware 
or software. Questions should be directed to the support numbers provided by the game and device 
manufacturers in their documentation. Some game tricks require precise timing and may require repeated 
attempts before the desired result is achieved. 


© 2016 Piggyback Interactive Limited. All rights reserved. 

Piggyback® is a registered trademark of Piggyback Interactive Limited. 

PIGGYBACK.COM and the Piggyback logo are trademarks of Piggyback Interactive Limited. 

©2016 SOUARE ENIX CO., LTD. All Rights Reserved. MAIN CHARACTER DESIGN: TETSUYA NOMURA 
FINAL FANTASY, SQUARE ENIX and the SQUARE ENIX logo are registered trademarks or trademarks of 
Square Enix Holdings Co., Ltd. 


Thank you for your dedicated support throughout, your five-star 
welcome during our stay in Tokyo, as well as your contributions. 


SQUARE ENIX CO, LTD 


Hajime Tabata 

Akio Ofuji 

Yasuaki Nasu 

Kenichi Shida 

Tomohiro Hasegawa 
Chinatsu Kobayashi 
Kenichiro Yuji 

Takatsugu Nakazawa 

Saorí ltamuro 

Kazuya Takahashi 

Yayoi Hattori 

Kazuki Sato 

Hiroto Nishi 

Prasert “Sun” Prasertvithayakarn 
Shou fgarashi 

Tomonori Ishikawa 

Junichi Miyajima 

Seiji Nanase 

Masashi Takizawa 

Tsukasa Toya 

Woonchang Sung 

Takayuki Kanbayashi 

Kunío Ikeda 

Shinichiro Naito 
SQUARE ENIX, INC, 
Yutaka Sano 

Lila Shin 

Loren Petty 

SQUARE ENIX EUROPE 


Adrian Arnese 
Mike Adebayo 
Alex Moresby 
Yuko Tomizawa 


Stéphanie Journau 


Australian warranty statement: 


Shinji lwase 
Norihito Ueno 
Yusuke Naora 
lsamu Kamikokuryo 
Chihiro Hashi 
Yuuki Matsuzawa 
Takashi Honjo 
Yuusaku Nakaaki 
Mizushi Sugawara 
Yasuyuki Matsunami 
Takahiro Ito 
Masanori Sato 
Ken Kawashima 
Haruka Usui 

Hiroko Gunji 
Kiyotaka Katsuki 
Yasushi lwasaka 
Shintaro Minamino 
Kazutaka Kurosaka 
Yumi Katsuyama 
Kakuko Obinata 
Yashinobu Okushi 


Tatsuya Ikeda 


And all the FFXV Development Team 


Steven Rodriguez 


Jeremy Wong 


Emma Featherstone 
Janet Swallow 
Amit Chokshi 


Thalya Merican 


This product comes with guarantees that cannot be excluded under the Australian Consumer Law. You 
are entitled to a replacement or refund for a major failure and for compensation for any other reasonably 
foreseeable loss or damage. You are also entitled to have the goods repaired or replaced if the goods fail to 
be of acceptable quality and the failure does not amount to a major failure. 

This product comes with a 1 year warranty from date of purchase. Defects in the product must have 
appeared within 1-year, from date of purchase in order to claim the warranty. 

All warranty claims must be facilitated back through the retailer of purchase, in accordance with the retailer’s 
returns policies and procedures. Any cost incurred, as a result of returning the product to the retailer of 
purchase - are the full responsibility of the consumer. 


Printed in the United States of America. 
978-1-908172-98-3 
978-1-911015-20-8 
978-1-908172-99-0 


THE ULTIMA GUIDE 


“sincerely hold the Piggyback team's work in high regard and 
have come to see this guide as an exceptional piece of work, 
being the perfect partner for adventurers everywhere.” 


Hajime Tabata 
Director, Final Fantasy XV 


TOTALLY COMPREHENSIVE 

OO 
All secrets, bonuses, rewards, collectible items, hidden parameters, 
Trophies and Achievements... you won't miss a thing. 


ALL-IN-ONE VISUAL SOLUTIONS 


At-a-glance annotated maps and screenshots lead you through every 
moment of the adventure. We don't just guide you; we show you. enn 


MAXIMUM FLEXIBILITY 

Our Walkthrough chapter holds all the keys to optimal progression: 
visuals, collectibles, sidequest call-outs, checklists, monster 
analysis... and much more. Tailor your experience to suit your needs. 


ALL GAME SYSTEMS DECODED 


We 
a men et or oe ih 
Pake eren 


© 


| En ge 
| Ee mame 
pr reeet ere ern es 5 ormatie sma vent amd en 
Character development, combat maneuvers, weapons, Ee en enn ee Sen 
al er met 
likt an nnn |Y en 
abilities, skills, damage output, unlockables — all fully | EE EEE Ì A en 
Â et en een Nee Versteende à a” 
Ì ne ee Erea Wem bemerk 
analyzed and documented by our experts. EEA Tee Ee emeten  mnnn 
ne le er er ee, Wer 0 zn wd ns ede £ wete an amende de af ien aen ee. 
Ì tt tend 
en Vree ear boete 4 Paritsa eben aram bende ram te a, 
meenen Pt emmae weg ve, otd, va rn eren het vn ol am dee 
bk #” ' ventes: Vp aen drag hee be zeen. 
Pe ï Í Tse otren ed waagr hee  ae dbs 


wgn enen tek B Gears 8 
oa va ehh 5 heee jemen en 
we an meter ë en 


ebr) 100% COMPLETE 


MAIN MISSIONS, SIDEQUESTS AND OPTIONAL CHALLENGES = 


ALL STREAMLINED FOR 100% COMPLETION! 


POSTER INSIDE 


INCLUDES A MAP POSTER 
COVERING THE MASSIVE 
GAME AREA! 


ISBN 978-1-908172-99-0 WES Us $24.99 [erf can. $32.00 


5 2 4 9 9 ©2016 Piggyback Interactive Limited. All rights reserved. Piggyback is a registered trademark of 
Piggyback Interactive Limited. The Piggyback® logo is a trademark of Piggyback Interactive Limited. 
PN ©2016 SQUARE ENIX CO., LTD. All Rights Reserved. MAIN CHARACTER DESIGN: TETSUYA NOMURA 
— FINAL FANTASY, SQUARE ENIX and the SQUARE ENIX logo are registered trademarks or trademarks of 
91781908"172990 gin 4735610200380 piggyback’ Square Enix Holdings Co., Ltd. 


SGUARLE ENIX. 


piggyback® 


SGUARLE ENIX. 


piggyback® 


CROWN UPDATE CHANGES 


Following completion of the Final Fantasy XV game and quide, Square Enix continued development to produce version 1.02, also known as the Crown 
Update. This includes assorted refinements, new items and cutscenes, as well as some adjustments to game mechanics. Version 1.02 was finalized 
weeks after the quide went to print, so we're presenting the Crown Update amendments in this downloadable addendum. These pages will enable 
you to benefit from all changes and updates included In version 1.02. 


PN (guide pages 202-207) 


Various weapon attributes have been adjusted and the adjusted values are marked in green font in the following table. 
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Masamune* 
Javelin 
Drain Lance 
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Polearms 
Storm Lance 113 


Ice Spear 133 
Wyvern Lance 161 
Drain Lance III 195 
Radiant Lance 205 
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Weapon Overview (Continued) 


CATEGORY 


CRITICAL 


MAX HP MODIFIER 


MAX MP MODIFIER 


STRENGTH MODIFIER 


VITALITY MODIFIER 


MAGIC MODIFIER 
SPIRIT MODIFIER 


BULLET RESISTANGE 


FIRE RESISTANCE 
ICE RESISTANCE 


LIGHTNING RESISTANCE 


DARK RESISTANCE 


Polearms 


Dragoon Lance 
Precision Lance 
Flayer 

Gae Bolg* 


_ 
_— 
ms 


— 


Daggers 


Daggers 
Avengers 
Cutlasses 
Mythril Knives 
Plunderers 
Assassin's Daggers 
Delta Daggers 
Plunderers |l 
Main Gauches 
Orichalcum 
Ulric's Kukris 
Organyx 
Vigilantes 

Zwill Crossblade 


Mage Mashers* 
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Firearms 


Shields 


Handgun 
Cocytus 
Calamity 
Mythril Pistol 
Valiant 
Rebellion 
Valiant II 
Flame Gun 
Quicksilver 
Enforcer 
Executioner 
Hyper Magnum 
Death Penalty 
Cerberus 

Kite Shield 
Absorb Shield 
Ice Shield 
Thunder Shield 
Flame Shield 
Hero's Shield 
Absorb Shield Il 
Black Prince 
Power Shield 
Wizard Shield 
Aegis Shield 
Ziedrich 


*Downloadable Content (DLC) 


enen en eneen ee == =ilN NN NN NO NN NN NN NN NN NN NN N60 CO CO CO Lo CO CO CO CO CO CO CO CO CO COB PB PB B 


oen KON OS KON O ONO KON OS ONS KON OO KON OO KON OO KON OO KON OO KOR O ONO KON OO KS 


—= — ND 
ow NN 0 OO 


sE © Kel © Kel CS: KeR 2 KeR << Kel << KR 2 KeE 2 KeR 2 KeE 5 KeR — Ke Z Es 


Den KON SO KON OO KONO KON OO KON KON OO KON OO KON OO KON OO KON OO KON OO KON OO KON OO KON CO KON OO KON OO KON OO KON OO KON O ISN OO KON OO 


GS ONO KON OS KON OO KON OO KON OS KON OO KON OO KON OO 


A OL == 
oo 


N93 
— 


en KON OS KON OO ONO KON OO KON SO 


N2 KON SOS KON SO KON OO KON O KON OO KON SO KON O ONO KON OS KS 


oon KOR OS KON OO KON OO KON OO KORCOC ONO KON OO KON CO 


ONO ONO KON OO KON OO KON CO KON OCO KON OCO KON OO KON OO KON OO 
ND 
ND 


ORO KON OO KON OS KSN OO 


SR OO KONG KSO ONO KON OO KON OS KON OO KON OO KON SDS KON O KON B KSN CO KON OO KOOS KON OS KONO ON OO KON OD 


ND 
ne 


KON D KON OO KON OO KS 


oo oo es Sel: 0 oe Sr 0 0e oe es seo oes es Seo ooo ee Seo eeste SIe SS oo 


FINAL FANTASY. Il 


Weapon Overview (Continued) 


LLJ 
a = 
LL Lil Lt 
Er er tE re as az z Ll Do re) 
LES |E EEG Zeg 2 
CATEGORY NAME A82 8l\aäläls ll elk 
ss Eire elwlels lS 
— EE == ssl Zw 
oel TL a aR 0 Ë I= LUI Kee) > [a 
EEZ EIEE ZIEIZIElwlS |: 
El6Is is bss | Silialz= e\5l|lä 
Auto Crossbow 61 ZD 12 0 0 0 0 0 10 0 0 0 0 
Bioblaster 74 Z 0 0 0 0 0 0 0 0 0 0 0 
Circular Saw 90 Z 0 0 0 fe) 0 0 7 0 0 0 0 
Gravity Well 108 2 0 0 0 0 8 0 0 0 0 0 0 
Noiseblaster 153 2 0 0 0 0 0 11 0 0 0 0 0 
. Drillbreaker 181 Z 7 0 0 5 0 0 8 0 0 0 0 
Machinery 
Auto Crossbow Plus 323 7 18 0 0 0 0 0 22 0 0 0 0 
Bioblaster Plus 339 2 0 0 0 0 0 0 0 0 0 0 0 
Circular Saw Plus 356 7 0 0 0 21 0 0 2 0 0 0 0 
Gravity Well Plus 374 2 0 0 0 0 18 0 0 0 0 0 0 
Noiseblaster Plus 397 % 0 0 0 0 0 23 0 0 0 0 0 
Drillbreaker Plus 432 2 12 0 0 13 0 0 13 0 0 0 0 
Sword of the Wise 194 31 100 0 0 30 30 30 0 0 0 0 0 
Axe of the Conqueror 483 2 0 0 60 | -80 0 0 0 0 0 0 0 
Bow of the Clever 203 7 0 0 0 0 80 0 50 0 0 0 0 
Swords of the Wanderer 153 4 0 0 0 50 0 50 0 0 0 0 0 
Blade of the Mystic 396 6| 150 0 0 30 0 0 0 0 0 0 20 
Star of the Rogue 177 4 0 0 0 0 0 0 0 20 20 20 0 
Royal Arms Sword of the Tall 518 2) 200 0 0 0 0 -30 0, -40| -40|) -40|\ -40 
Shield of the Just 251 1/1,000\ -50/ -100) 200 0 0 10 10 10 10 10 
Mace of the Fierce 334 2| 300 0 0 0 0 0 -50 0 0 0 0 
Scepter of the Pious 237 3 0 0 0 0\ 150 0 0 0 0 0{ 50 
Trident of the Oracle 388 5) 0 60 0 0 0 0 0 0 0 0 0 
Katana of the Warrior 361 3 0 0 0 0 0 100 0 25 25 25 | -50 
Sword of the Father 141 6 0 0 100 0 100 0 0 0 0 0 0 


Accessories (guide pages 208-209) 


GE 
Certain accessory parameters have also been adjusted and these are marked in green font In the following table. 


Affected Accessories 


NAME 

Soldier's Anklet 
Warriors Anklet 
Fencer's Anklet 
Knight's Anklet 
Crusader's Anklet 
Champion's Anklet 
Emperor's Anklet 
Anklet of the Gods 
Potpourrl 

White Sage 
Power Stone 
Oracle Card 
Pendulum 
Lavender Oil 
Purified Salt 

Tarot Card 

Soul of Thamasa 
Robe of the Lord 


PARAMETER 

Vitality +40 

Vitality +50 

Vitality +60 

Vitality +70 

Vitality +80 

Vitality +100 

Vitality +120 

Vitality +150 

Spirit +40 

Spirit +50 

Spirit +60 

Spirit +70 

Spirit +80 

Spirit +100 

Spirit +120 

Spirit +150 

Exclusive to Noctis; Max MP +50 
Exclusive to Noctis; MP Recovery Rate +5% 


FINAL FANTASY. Il 


Ingredients (guide page 211-212) 


Ot 


The following ingredients have been added to the game. 


Affected Ingredients 


NAME 


Luncheon Meat 


Chocobean 


Sweet Pepper 


Bulette Shank 


Gigantoad Steak 


Garulessa Steak 


Shieldshears Claw 


Cygillan Crab 


Beetroot 


Garlic 


Karlabos Claw 


Allural Sea Bass Fillet 


Zipper Barramundi Fillet 


Lucian Carp Fillet 


Mighty Barramundi Fillet 


Dank Barramundi Fillet 


Wennath Salmon Fillet 


AVAILABILITY 


Shop 


Collectible 
Shop 


Collectible 


Shop 


Enemy drop 
Shop 
Enemy drop 
Shop 


Shop 
Enemy drop 


Shop 


Shop 


Collectible 
Shop 
Collectible 


Shop 


Enemy drop 

Shop 

Fishing Mini-game 
Shop 

Fishing mini-game 


Shop 


Fishing mini-game 


Shop 
Fishing mini-game 
Shop 
Fishing mini-game 
Shop 
Fishing mini-game 


Shop 


AVAILABILITY: DETAILS 


Shopping on the Road (anytime), Mini-Mart (Hammerhead), JM Market (Longwythe Rest 
Area), Aldare's (Galdin Quay), JM Market (Prairie Outpost), Kiosk (Wiz Chocobo Post), 
Fallstar Foods (Lestallum), JM Market (Old Lestallum) 


Leide and Duscae regions 


Mini-Mart (Hammerhead), JM Market (Longwythe Rest Area), Aldare's (Galdin Quay), JM 
Market (Prairie Outpost), Furloch Farms (Lestallum) 


Leide region 


Shopping on the Road (Anytime), Mini-Mart (Hammerhead), JM Market (Longwythe Rest 
Area), Aldare's (Galdin Quay), JM Market (Prairie Outpost), Kiosk (Wiz Chocobo Post), 
Furloch Farms (Lestallum), JM Market (Old Lestallum), Parvinath General Store (Meldacio 
Hunter HO), Gobunant's Boat (Altissia) 


Bulettes (x2) 50% 


Shopping on the Road (from Chapter 3), Kiosk (Wiz Chocobo Post), Fallstar Foods 
(Lestallum), JM Market (Old Lestallum), Parvinath General Store (Meldacio Hunter HO) 


Gigantoads (x2) 75% 


Shopping on the Road (from Chapter 5), Prissock General Store (Lestallum), JM Market (Old 
Lestallum), Parvinath General Store (Meldacio Hunter HO) 


Prissock General Store (Lestallum), Parvinath General Store (Meldacio Hunter HO) 
Shieldshears (x2-3) 50% 


Shopping on the Road (from Chapter 15), Prissock General Store (Lestallum), JM Market 
(Cape Caem) 


Shopping on the Road (from Chapter 15), Prissock General Store (Lestallum), Gamberetto's 
Catch (Altissia) 


Duscae region 
Furloch Farms (Lestallum), JM Market (Old Lestallum) 
Duscae and Cleigne regions 


Shopping on the Road (from Chapter 3), Kiosk (Wiz Chocobo Post), Furloch Farms 
(Lestallum), JM Market (Old Lestallum), Parvinath General Store (Meldacio Hunter HO), Old 
Gobunant's Boat (Altissia) 


Karlaboses (x2) 50% 

JM Market (Cape Caem) 

Allural Sea Bass, Coral Allural Sea Bass, Copper Allural Sea Bass 
Gamberetto's Catch (Altissia) 

Zipper Barramundi 

Gamberetto's Catch (Altissia) 


Lucian Carp 

Bronze Lucian Carp 
Sunset Lucian Carp 
Dusk Lucian Carp 


Gamberetto's Catch (Altissia) 
Mighty Barramundi 
Gamberetto's Catch (Altissia) 
Dank Barramundi 
Gamberetto's Catch (Altissia) 
Wennath Salmon 


Gamberetto's Catch (Altissia) 


FINAL FANTASY. 


Recipes (guide page 212-213) 


Ond 


New recipes have been added to the game. 


New Recipes 
NAME INGREDIENTS REQUIRED EFFECTS AVAILABILITY 
mi Er Luncheon Meat Strength +50, HP +100 Acquire Luncheon Meat 


Burly Bean Bowl 


Multi-Meat 
Sandwich 
Classic Tomato & 
Egg Stir-Fry 

Dish and Chips 


Grilled Wild 
Trevally 


Charcuterie on 
Toast 


Fried Frontier 
Skewer 


Quillhorn Soup 


Creamy 
Crustacean 
Omelette 
Egg-Fried 
Crustacean Bowl 


Battered 
Barramundi 


Crown City Dive- 
Style Dumplings 


Ace Hunter's 
Schnitzel 


Cannedwich 


Garden Curry 


Triple Truffle 
Risotto 


Meat-and-Beet 
Bouillon 


Free-Range Fowl 
over Rice 


Fried Rookie on 
Rice 


Toadsteak 
Drumsticks 


Salmon-in-a-Suit 


Croaker in 
Brown Sauce 
Moist Tomato 
Cake 

Crispy Fish 
Fritterwich 
Hot Hopper 
Skewers 


Chocobean, Lucian Tomato, 
Sweet Pepper 


Daggerquill Breast, Gighee Ham, 
Aegir Root 


Birdbeast Egg, Lucian Tomato 
Leiden Potato 


Trevally Fillet, Leiden Pepper 
Fine Gighee Ham 


Bulette Shank, Cleigne Wheat 


Daggerquill Breast, Dualhorn 
Steak, Wild Onion 


Shieldshears Claw, Birdbeast 
Egg, Eos Green Peas 


Shieldshears Claw, Birdbeast 
Egg, Saxham Rice 


Barramundi Fillet, Leiden Potato 


Bulette Shank, Cleigne Wheat, 
Leiden Pepper 


Bulette Shank, Leiden Potato, 
Cleigne Wheat 


Luncheon Meat, Cleigne Wheat 


Leiden Potato, Schier Turmeric, 
Saxham Rice 


Funguar, Alstroom, Saxham Rice 


Bulette Shank, Beetroot, Leiden 
Potato 


Basilisk Breast, Saxham Rice 


Birdbeast Egg, Saxham Rice, 
Sweet Pepper 


Gigantoad Steak, Leiden Pepper 


Nebula Salmon Fillet 


Gigantoad Steak, Aegir Root, 
Funguar 

Killer Tomato, Fine Cleigne 
Wheat 

Zipper Barramundi Fillet, Cleigne 
Wheat 

Gigantoad Steak, Garlic, Aegir 
Root 


Strength +40, HP +300 


HRS TOOREXP 520% 


Strength +100, HP Recovery 
Rate x1.5 


HP +300 
Strength +70, HP +100 


Strength +80, HP +200 


HP +500, Critical Rate +30% 


Strength +100, HP Recovery 
Rate x1./5 


Strength +100, Magic +100, 
HP +400 


Strength +100, Magic +100, 
HP +600 


Strength +100, HP +500 


Strength +100, Magic +100, 
HP +300 


Strength +120, HP +400 


Strength +100, HP +300 


Strength +80, HP +500, Fire 
Resistance +50 


HP +400, HP Recovery Rate 
x1.75, Immune to Poison 


Strength +100, HP +500, 
Immune to Poison 


Strength +100, HP +500, HP 
Recovery Rate x1.25 


Strength +100, HP +400, 
Immune to Poison 


Strength +120, Magic +100, 
HP +500 


Strength +120, HP +700 


Strength +150, HP +600, 
Immune to Toad 


Vitality +200, Spirit +300, HP 
+1,000 


Strength +160, HP +800 


Equalizer, immune to Toad 


Purchase Chili con Carne at Takka's Pit Stop 
(Hammerhead) 


Obtain an Aegir Root from a Food Spot in Leide 


Read Orienteering Checkpoint G, a few steps to the 
south of the motel in the Longwythe Rest Area 


Purchase Kenny's Fries at any Crows Nest Diner 


Acquire Trevally Fillet 
Acquire Fine Gighee Ham 
Acquire a Bulette Shank after defeating a Bulette 


Acquire Wild Onion 


Obtain a Shieldshears Claw 


Purchase Iron Shelf Recipes, Vol. 1 from JM Market 
(Old Lestallum) 


Read Orienteering Checkpoint F, a few steps to the 
south of the arms vendor at Galdin Quay 


Read Orienteering Checkpoint B on a wall in the West 
Leiden Tunnel 


Read Orienteering Checkpoint C located on the door 
of a shack across the street from Coernix Station 
(Cauthess) 


Observe a woman eating a Cannedwich next to the 
dart board and radio at Prairie Outpost after reaching 
Chapter 3 


Obtain Schier Turmeric from a Food Spot 


Obtain an Alstroom from a Food Spot 


Read Oric's Culinary Chronicle | Entry 3 located on a 
box behind the Arms Vendor at Prairie Outpost 


Obtain a Basilisk Breast by defeating a Basilisk 


Read Oric's Culinary Chronicle | Entry 2 located on 
a red and white checkboard table in Lestallum. The 
table Is across from the Cup Noodle truck, towards 
the city. 


Obtain a Gigantoad Steak by defeating a Gigantoad 


Read Oric's Culinary Chronicle | Entry 7 at Telghey 
Haven 


Read Oric's Culinary Chronicle | Entry 1 at a park 
bench located at Furloch Farms. 


Acquire Killer Tomato 
Acquire Zipper Barramundi Fillet 


Acquire Garlic 
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New Recipes (Continued) 


NAME INGREDIENTS REQUIRED EFFECTS AVAILABILITY 
Darke Cleigne Darkshell, Garlic Strength +100, Tech Boost Acquire Cleigne Darkshell 
Marinières 
Paella de Pollo Chickatrice Leg, Saxham Rice Strength +150, HP +500 Head EES en ENE | Enny Seen 
stone ruins east of Steyliff Grove, In the Vesperpool 
Tomalley-Filled _\ Shieldshears Claw, Fine Cleigne | Strength +100, Magic +200, Hee Ure SEA onee Rene | li, î 
k located on a bench west of the Crows Nest in Old 
Dumplings Wheat HP +300 
Lestallum 
Beanball Chocobean, Cleigne Wheat, HP +500, prevents most status | Read Orienteering Checkpoint D from a poster at 
Croquettes Schier Turmeric ailments Furloch Farms 
Dr Read Orienteering Checkpoint E found on a signpost 
Golda IEEE ZEE En Strength +120, HP +400 as you walk up the path from the road to the Cape 
Galette Cleigne Wheat 
Caem lighthouse 
Sweet & Spicy Strength +100, HP +200, Fre . 
Cygillan Crab Cygillan Crab, Sweet Pepper Resistance +70 Acquire Cygillan Crab 


Kenny's Original 
Recipe 


Prime Garula Rib 


Garulessandwich 
Horntooth Meat 
Pie 

Creamy Bisque 


Green Soup 
Curry 


Elegant Orange 
Cake 


Blazing Braised 
Gizzard 


Carp of the Diem 


Grilled Mighty 
Barramundi 


Fire-Sauce Fillet 


Karlabos Cream 
Croquettes 


Taelpar Harvest 
Galette 


Sweet Saltwater 
Crustacean Curry 


Papa Bird & Baby 
Bowl 


Fishsticks on 
Sticks 


Anointed Allural 
Sea Bass 


Devilfin Soup 


Marrowshroom 
Chowder 

Fried Tide 
Grouper 


Nebula Salmon Fillet, Garlic 


Garulessa Steak, Garlic 


Garulessa Steak, Cleigne Wheat 


Garulessa Steak, Dualhorn Steak, 


Cleigne Wheat 


Karlabos Claw, Wild Onion, 
Leiden Pepper 


Chickatrice Leg, Allural Shallot, 
Sweet Pepper 


Duscaen Orange, Fine Cleigne 
Wheat 


Sahagin Liver, Kettier Ginger, 
Sweet Pepper 


Lucian Carp Fillet, Kettier Ginger 


Mighty Barramundi Fillet, Kettier 
Ginger 


Dank Barramundi Fillet, Kettier 
Ginger, Sweet Pepper 
Karlabos Claw, Cleigne Wheat, 
Aegir Root 

Duscaen Orange, Fine Cleigne 
Wheat, Sheep Milk 


Shieldshears Claw, Cygillan Crab, 


Sweet Pepper 


Basilisk Breast, Birdbeast Egg, 
Saxham Rice 


Sea Bass Fillet, Cleigne Wheat 


Allural Sea Bass Fillet, Wild 
Onion 


Coraldevil Fin, Kettier Ginger, 
Leiden Pepper 


Kujata Marrow, Vesproom, 
Malmashroom 


Tide Grouper Fillet, Garlic 


Strength +150, Vitality +200 


Unlimited Stamina when 
sprinting, HP +500 

Strength +120, HP +600 
Strength +160, Magic +160, 
HP +600 

Strength +160, HP Recovery 
Rate x2 

Strength +160, HP +800, Fire 
Resistance +70 

Vitality +250, Spirit+400, HP 
+1,000 

Magic +300, HP Recovery Rate 
x1.5 

Strength +100, HP +1,500, 
Immune to Poison 


Immune to Fire, Ice, and 
Lightning damage, and to most 
status ailments 


Strength +200, Magic +200, 
HP +600 


Strength +200, HP +1,000, HP 
Recovery Rate x1.5 

Magic +120, Spirit +400, HP 
+1,000 


Strength +120, HP +800, Fire 
Resistance +50 


HP +1,000, EXP x1.4, Item Drop 
Rate + 100% 


HP —+1,000, Critical Rate +50% 


Strength +200, HP +1,000, 
Magic +150 


Strength +200, HP Recovery 
Rate x2.25 


Guaranteed critical hits 


Strength +500 


Purchase Kenny's Salmon at any Crow's Nest Diner 


Purchase Iron Shelf Recipes, Vol. 2 from Post Kiosk 
(Wiz Chocobo Post) 


Acquire Cleigne Wheat 


Observe a woman eating Horntooth Meat Pie outside 
Parvinath General Store at Meldacio Hunter HO 


Obtain a Karlabos Claw by defeating a Karlabos 
Obtain an Allural Shallot from a Food Spot 

Obtain a Duscaen Orange from a Food Spot in Duscae 
Obtain Kettier Ginger from a Food Spot in Cleigne 
Obtain Lucian Carp Fillet by fishing Lucian Carp 


Obtain Mighty Barramundi Fillet by fishing Mighty 
Barramundi 


Read Orienteering Checkpoint A on the shack door 
west of Coernix Station — Alstor 


Purchase Iron Shelf Recipes, Vol. 4 from JM Market 
(Cape Caem) 


Purchase Iron Shelf Recipes, Vol. 3 at Burbost 
Souvenir Emporium 


Purchase Iron Shelf Recipes, Vol. 6 at Verinas Mart 
— Ravatogh 


Re-visit the spot where you learn the recipe for the 
Motheré Child Rice Bowl in Lestallum. Observe a 
woman eating on a bench near the lookout 


Read Oric's Culinary Chronicle | Entry 4 on a bench 
to the north of the Arms Vendor at Galdin Quay 


Obtain Allural Sea Bass Fillet by fishing Allural Sea 
Bass 


Obtain Coraldevil Fin by fishing Coraldevil 


Purchase Iron Shelf Recipes, Vol. 5 from Old 
Gobunant's Boat (Altissia) 


Obtain Tide Grouper Fillet by fishing Tide Grouper 
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New Recipes (Continued) 


Broiled King-on- |. 
a-Stick King Trout Fillet, Leiden Pepper 


Kenny's Secret Wennath Salmon Fillet, Garlic 


Recipe 

Een Devil Gar Fillet, Tenebraen Oak 
Devil Gar 

Longwythe's Adamantoise Meat, Kettier 
Peak Ginger 


NAME INGREDIENTS REQUIRED EFFECTS AVAILABILITY 
Roc of Ravatogh Purchase Iron Shelf Recipes, Vol. 7 at Parvinath 
Rice Zu Tender, Saxham Rice Strength +300, HP +1,500 Bee anstreme eenander Ho) 


Strength +300, HP +1500, 
immunity to most status 


ailments 


Strength +400, Magic +300, 


Vitality +300 


HP +2,000, immunity to Fire, 
Ice, and Lightning damage 


Strength +600, HP +4,000, HP 


Recovery Rate x3 


Obtain King Trout Fillet by fishing King Trout 


Purchase Kenny's Special Salmon at The Original 
Crow's Nest Diner (Old Lestallum) 

Obtain King Devil Gar Fillet by fishing Spotted Devil 
Gar 


Read Oric's Culinary Chronicle | Entry 8 located on a 
barrel in the shack west of The Three Valleys parking 
spot 


al (guide pages 216-217 & 279-281) 
> 


A few fish-related treasures have been added to the game, and previously existing ones have been tweaked. 


Additional Treasures 


Tweaked Treasures 


UNITS UNITS 
NAME ADDED POWER | EFFECT | REQUIRED NAME ADDED POWER | EFFECT | REQUIRED 
EFFECT FOR EFFECT VALUE | LEVEL FOR 
DUPLICATION DUPLICATION 

Barr Cursecast 2.08 Adamantite Ens 99 - 0.1 
Innards Break 
Barrelfish lan 192 Alstor Bass Kiohë { 2.08 
Mucus Bones 
Bass Eye None als) Arapaima Fee 7 7 
Bass Teeth None O1 Scales 
Catfish Mucus | Dualcast 6.67 Barrelfish None 1 3.03 
Dace Scales None 1.92 shane : 
Gar Fin Quintcast 8.33 Blue gn DE lg 
Grouper Bones | Dualcast 5.56 a. Scale | None IE 
Grouper Fin Ta 2.78 Catfish Barbel | Dualcast 1 1 6.67 
Grouper Skin _ | Dualcast 4.55 vsa Limit Break | 34 99 417 
L A 3 Mirrorscale 

arge “rapanma | re ecast Catfish Heart | Quadcast 12 15 2.08 
Scales 

. Mandrake 
Lucian Carp Expericast 8.33 Ela ubE Quintcast 0 1 12.50 
Reverscales 
E Murk Grouper 

Lucian Carp Expericast 8.33 e/s Stopcast 12 25 2 
Rowscales GEER 
Morion Trout verbe None 3 3.13 
Geile Tricast 3.03 ER 
Poisonous nae None 2 3.03 
Catfish Fin Quadcast 4.00 Teeth 
Salmon Fin Tricast 3.03 
Snake Dualcast 5.56 
Scales 
Spiny 
Barramundi Fin GUESTS: pa 
Trevally Fin None 2.78 
Trevally Scales | None 3.03 
Trout Scales Dualcast 3.03 
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Ingredients (guide page 280) 


Tweaked Ingredients 


UNITS 
ADDED POWER | EFFECT 
NAME REQUIRED FOR 
EFFECT VALUE LEVEL | DipLICATION* 

Aegir Root Healcast 1 10 20.00 
Allural Shallot Quadcast 1 3 12.50 
Alstroom Cursecast 0 15 9.09 
Anak Meat None 5 11.11 
Arapaima Roe Expericast 99 30 9.09 
Barramundi 
Fillet None 3 7.14 
ENAME None 33 4.17 
Tenderloin 
Birdbeast Egg None 1 9.09 
Caem 
Pinkshrimp Dualcast 1 3 5.56 
Catoblepas 
Brisket None 26 3.45 
Chickatrice Leg | None 5 8.33 
Cleigne 
Darkshell Dualcast 1 4 5.56 
Cleigne Mollusk | Dualcast / 1 5.88 
Cleigne Wheat | Healcast 0 25 9.09 
Cup Noodles Healcast 0 99 12.50 
Daggerguill None 1 12.50 
Breast 
Dualhorn Steak |None 2 8.33 
Eos Green Peas | None 2 16.67 
Fine Cleigne 
Wheat Healcast 0 50 3.03 
Fine Gighee NOG 8 714 
Ham 
Funguar Venomcast 0 10 14.29 
Garula Sirloin None 4 10.00 
Giant Trevally 
Fillet None 1 7.14 
Gighee Ham None 2 12.50 
Griffon Breast None 33 2.94 


NAME 


Hulldagh Nutmeg 


Jabberwock 
Sirloin 


Kettier Ginger 
Killer Tomato 
Kujata Marrow 
Leiden Pepper 
Leiden Potato 


Leiden Sweet 
Potato 


Leukorn Steak 
Lucian Tomato 
Malmashroom 


Midgardsormr 
Shank 


Nebula Salmon 
Fillet 


Platinum 
Myritrout Fillet 


Sahagin Liver 
Saxham Rice 
Schier Turmeric 
Sea Bass Fillet 
Sheep Milk 
Smoking Wood 
Tenebraen Oak 
Tide Grouper Fillet 
Trout Fillet 
Ulwaat Berries 
Vesper Gar Fillet 
Vesproom 

Wild Onion 


Zu Tender 


ADDED 
EFFECT 


OQuadcast 
None 


Quadcast 
Healcast 
Tricast 
Cursecast 


Healcast 
Healcast 


None 
Healcast 


Killcast 


None 


None 


None 


Tricast 
Healcast 
Tricast 
None 
Dualcast 
Tricast 
Quadcast 
None 
None 
Healcast 
None 
Stopcast 
Healcast 


None 


— 


oo NI 


34 


mm 
oo © OO Na 


DE 


EFFECT 
LEVEL 


5 


20 


30 


10 
25 


ag 


15 
10 


UNITS 
REQUIRED FOR 
DUPLICATION* 


20.00 
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AP Maximization Build (guide page 302) 


If you are keen to unlock every Ascension node, this section offers 
a detailed roadmap for the opening hours of your adventure. The 
two fundamental principles underlying this AP-maximizing approach 
are as follows: 


1. Unlock Exploration nodes in Ascension related to camping, 
character skills, and driving in the Regalia very early in order to 
reap the rewards. 


. Unlock Magic nodes in Ascension to develop a powerful “black 
mage” configuration capable of wreaking havoc against almost 
all enemies in the first half of the game. 


Upon completing the initial main quest conversations with Cindy at 
Hammerhead, you'll begin with 10 AP From there, do the following: 


© Ignore the main quest and immediately run north to Cotisse 
Haven. Absorb all energy from elemental deposits and camp 
for 1 AP Choose a recipe that doesnt require any ingredients. 
You'll be asked to take the Stirred, Not Shaken tour with Ignis. 
Complete it for 20 AP 


Return to Hammerhead. Head to the Mini-mart and purchase 
bottles of Sheep Milk, which cost of your starting 
1,000 Gil. You start with one Sheep Milk, so your total now is 


Proceed with the main quest, making sure you complete the first 
four strategy tutorials (for a total of 12 AP). Along the way, try 
to defeat at least three enemies with warp-strikes, blindsides, 
or parries for an extra 3 AP After freeing Dave and hearing his 
request, choose to “do it for a price” for another 2 AP 


Head to nearby Merrioth Haven and absorb all elemental energy. 
Now unlock your first Ascension node: Happy Camping. Choose 
to camp (again, choice of food doesn't matter), and your party 
should reach Level 3, resulting in another 26 AP total. In the 
morning, you can unlock Happier Camping. 


Head south and fight the nearby Dualhorn to complete the 
tutorial strategy prompt on blindsides for another 3 AP You can 
use the three Fire spells in the Magic Flask you received from 
Dave to defeat the beast. 


Continue south and east to Criclawe Haven. Absorb all elemental 
energy. You should be fully stocked in all three elements at this 
point. At the haven, choose to train with Gladio and defeat him 
for 5 AP Afterward, camp for 3 AP Run back to Merrioth Haven 
and camp one more time, for another 3 AP 


You should now have enough AP to learn Powercraft from the 
Magic Ascension tree. If you're short of the required total, 
you can run back to Criclawe Haven and camp again. In fact, 
sprinting back and forth between Merrioth and Criclawe to 
alternate campsites takes about four minutes for a total of 6 AP. 
This is a tedious but completely effortless method for farming 
AP at the beginning of the game. 


& You can now craft your first powerful spell. Allot all of your fire 
energy and Sheep Milk to a flask. This results in _“Dualcast: 
Firaga” spells with a potency of — enough to one-shot the 
Bloodhorn awaiting you at the next encounter in the main quest. 


& As you proceed, be sure to complete the “Rise and Shine and 
Run” tour at Lachyrte Haven upon your first visit to Galdin Quay 
for another easy 20 AP We recommend that your next priorities 
in Ascension include the following nexuses, in whatever order 
you prefer: Roadrunning, Angler Action, Aftertaste, Appetize, 
Magic Action, Elementalism, and later on, Chocobump. These 
relatively cheap abilities will contribute greatly to your AP totals 
as you travel in the Regalia, camp at new havens, and complete 
sidequests. 


If you'd prefer a mostly hands-off approach to AP grinding, the 
Roadrunning node enables you to gain 1 AP for approximately 
every 1.25 miles driven in the Regalia. Simply set up long 
automatic journeys throughout daylight hours, then camp at a 
haven when night falls. 


In addition, you can use the Appetize ability to strengthen your 
allies with favorite foods, while also gaining an extra point of AP 
every time you camp. For example, the Prairie-Style Skewers 
are unlocked at cooking Level 2. This recipe is a favorite of 
Gladio's and requires Anak Meat and Leiden Pepper, two cheap 
ingredients. Cooking this food repeatedly will enable you to level 
up his techniques very quickly. 


With these Ascension abilities unlocked, you are now well on your 
way to plowing through the first half of the game with relative ease, 
simply by relying on this literal “magic formula”: 99 units of energy 
for a single element, catalyzed with _ bottles of Sheep Milk. 


We recommend that you quickly advance to Chapter 02 in order 
to obtain your third Magic Flask; this will enable you to keep all 
three elemental spell varieties in stock at once. Furthermore, 
you should complete a handful of hunts, which should be entirely 
straightforward with the massive firepower at your disposal. 
Reinvest the Gil rewards regularly in Sheep Milk, which is readily 
available at many shops and will enable you to restock your spells 
once they run out. You may also want to unlock Noctis's second 
accessory slot and fit him with Magic-boosting equipment. Most 
importantly, you'll enjoy a substantial advantage in AP accumulation 
throughout this process. Once you accumulate a bit more AP 
unlock Elementality and Extra Powercraft to further develop your 
magical prowess. 


Of course, those who do not favor such a playstyle can simply 
ignore anything related to elemancy, but the Exploration nodes 
we've mentioned are definitely worth your consideration. The 
sooner you learn them, the greater your long-term profits will be. 
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Fishing Lures (guide page 221) 


Ko : 


Fishing Lures 


NAME 


Poppeck: Chocobo 
Poppeck: White 
Chocobo 
Poppeck: Red 
Chocobo 


Stinker: Malboro 


Stinker: Malbodoom 


Stinker: Great 
Malboro 


Burrower: Mad Pink 
Sandworm 


Burrower: Green 
Sandworm 


Burrower: Abyss 
Worm 


Sweet Jamming: 
Custard 


Sweet Jamming: Flan 


Sweet Jamming: 
Mousse 


Deadly Waters: 
Sahagin 

Deadly Waters: 
Coraldevil 


Deadly Waters: 
Seadevil 


Tidal Might Leviathan 


Needle 1,000: 
Cactuar 


Needle 1,000: 
Metal Cactuar 


Needle 1,000: 
Gold Cactuar 


Giant Needle 10,000: 
Gigantuar 


Giant Needle 10,000: 
Metal Gigantuar 


Giant Needle 10,000: 
Gold Gigantuar 


Bomber: Bomb 


Bomber: Ice Bomb 


Bomber: Thunder 
Bomb 


Jumbo Tusk: Garula 


EFFECTIVENESS (TIME) 
MORNING 


DAY | EVENING 


NIGHT 


EFFECTIVENESS (WEATHER) 
SUNNY | CLOUDY | RAINY 


SUITED FOR 


Giant Trevally 


Snakehead 


Garnet Snakehead 


Vesper Gar 


Vesper Gar 


Jade Snakehead, Sapphire 
Snakehead 


Cleigne Brown Trout 


Callatein Brook Trout 


Cleigne Brown Trout, Murk 
Grouper 


Crag Barramundi 


Galdin Trevally 


Glowing Barrelfish 


Zipper Barramundi 


Dark Allural Sea Bass 


Maiden Brook Trout 


Giant Trevally, Crag Barramundi, 


Rainbow Trout 


Lucian Catfish 


Lucian Catfish 


Golden Catfish 


Jade Snakehead 


Sapphire Snakehead 


Jade Snakehead, Sapphire 
Snakehead 


Alstor Bass 
Crag Barramundi 
Phoenix Bass, Dank Barramundi 


Garnet Snakehead 
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Fishing Lures (Continued) 


NAME 


Jumbo Tusk: 
Green Garula 


Jumbo Tusk: 
Garulessa 


Invincible Iron Giant 


Ranker Tonberry 


Whiskers: 
Pearly Moogle 


Whiskers: Crystal 


Whiskers: Chocolate 


Hot Breather: 
Red Dragon 


Hot Breather: 
Green Dragon 


Hot Breather: 
Blue Dragon 


Knife T. Tonberry 


Big Blaze Bahamut 


Fatal Roulette: 
Ahriman 


Fatal Roulette: 
Floating Eye 


Fatal Roulette: 
Bloody Eye 

Stormer: Focalor 
Stormer: 

Purple Berry Focalor 
Stormer: 

Chert Focalor 


Big Master Typhon 


Gemlight: Caster 
Carbuncle 


MORNING, DAY |EVENING 
DA DA 
NÀ 
DA DA 
NÀ 
NÀ 
DA 
DA NÀ 
DA 
DÁ 
DA DA DA 
DA 
DA 
NÀ 
DA 
NÀ 
DA 
DÁ DA 
DA DA 


EFFECTIVENESS (TIME) 


NIGHT 


NA 


EFFECTIVENESS (WEATHER) 
SUNNY | cLOUDY | RAINY 


DA NÀ 
NÀ 
NÀ 
DA DA DA 
NÀ 
NÀ 
NÀ DA 
NÀ 
DA 
DA DA DA 
v 
DA DA NA 
DA NÀ 
DA 
NÀ 
DA 
NÀ 
DA 
DA NÀ 
DA DA 


SUITED FOR 


Jade Snakehead 


Alstor Bass 


King Catfish 


Crag Barramundi, Tide Grouper, 
Vesper Gar 


Rainbow Trout, Allural Sea Bass 
Cherrycomb Trout, Coral Allural 
Sea Bass 

Callatein Brook Trout, Copper 


Allural Sea Bass 


Tide Grouper, Wennath Salmon 


Nebula Salmon, King Trout 


Chrome Rainbow Trout, Nebula 
Salmon 


Nebula Salmon, Rainbow Trout, 
Lucinian Sea Bass 


Nebula Salmon, Tide Grouper, Dark 
Allural Sea Bass 


Alstor Bass, Lucian Carp 


Glowing Barrelfish 


Phoenix Bass 


Cygillan Sea Bass, Striped 
Barramundi 


Lucinian Sea Bass, Striped 
Barramundi 


Cygillan Sea Bass, Striped 
Barramundi 


Pink Jade Gar 


Platinum Myrltrout 


Key Items (guide page 222) 


Ond 


A new Key Item has been added to the game: the Beast Whistle, which enables the player to trigger the appearance of monsters. 
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Pl (guide pages 223-227) 
en 


Multiple tackle shops have been added to the game. 


Saxham Reservoir/The Maidenwater The Vesperpool — Islet 
ITEM PRICE (GIL) PRICE (GIL) 
Spider Silk 30 Spider Silk 30 
Super Baleen 100 Super Baleen 100 
Whiskers: Pearly Moogle 50 Dragon's Beard 500 
Whiskers: Crystal 50 Deadly Waters: Sahagin 200 
Whiskers: Chocolate 50 Deadly Waters: Coraldevil 200 
Fatal Roulette: Ahriman 50 Deadly Waters: Seadevil 200 
Fatal Roulette: Floating Eye 50 Hot Breather: Red Dragon 50 
Fatal Roulette: Bloody Eye 50 Hot Breather: Green Dragon 50 
Burrower: Mad Pink Sandworm 200 Hot Breather: Blue Dragon 50 
Burrower: Green Sandworm 200 Jumbo Tusk: Garula 200 
Burrower: Abyss Worm 200 Jumbo Tusk: Green Garula 200 
Jumbo Tusk: Garulessa 200 
The Archaean's Mirror 
ITEM PRICE (GIL) 
Spider Silk 30 
Super Baleen 100 
Dragon's Beard 500 
Bomber: Bomb 50 
Bomber: Ice Bomb 50 
Bomber: Thunder Bomb 50 
Needle 1,000: Cactuar 50 
Needle 1,000: Metal Cactuar 50 
Needle 1,000: Gold Cactuar 200 
Bestiary Chapter 
> N 
Various enemy parameters have been adjusted and these are marked in green font in the following table. 
NAME HP STRENGTH VITALITY SPIRIT 
Coeurl (Lv. 34) 35,900 6,500 156 118 
Coeurl (Lv. 34) (hunt target) 35,900 6,500 156 118 
Coeurl (Lv. 71) 106,100 38,990 202 149 
Elder Coeurl (Lv. 63) 87,100 30,330 194 145 
Elder Coeurl (Lv. 63) (hunt target) 181,000 37,990 215 206 
Elder Coeurl (Lv. 93) 177,600 67,010 218 160 
Foras 45,000 8,930 184 178 
The levels of certain creatures summoned by other enemies have been tweaked. 
SUMMONED The elemental weakness of flying insectoid beasts has 
SUMMONER NAME AND LEVEL CREATURE NAME LEVEL been changed from Fire to Ice. This applies to: 
Necromancer (Lv.41) Skeleton 21 © Killer Bee 
Psychomancer (Lv.82) Skeleton 62 © Killer Wasp 
Arachne (Lv.12) Tarantula 6 © Killer Queen 
Ariadne (Lv.41) Tarantula 35 Nd Brutal Bee 
Uttu (Lv.32) Tarantula 26 $ Soldier Wasp 
Uttu (Lv.97) Tarantula 31 Finally, most creatures in the Chapter 15 mazes now 
Grenade (Lv.31) Bomb 15 enjoy significantly increased resistance to Instant 
Cryonade (Lv.65) Ice Bomb 49 Death and Alterna. 
Galvanade (Lv.54) Thunder Bomb 38 
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oP Recovery Rate (guide page 269) 
Se 


Noctis's HP recovery rate has been changed from 0.4% per second to 0.04% during combat, and 0.08% outside of battles. His HP will not be 
replenished while the party is in a dungeon or a train car. 


Ring of the Lucii (guide page 273) 


Holy now restores 10% of Noctis's MP every time it is triggered. 


en Effects (guide page 282) 
md 


“Phoenix's Favor” is a new combat status effect that has been added to the game. It is triggered when you use a Phoenix-type item on a character, 
and triples his HP and MP recovery rates. 


on of the Tall (guide page 286) 
> é 


The Sword of the Tall now deals fewer blows per attack, but each blow inflicts more damage. This also applies to melee Machinery attacks executed 
with certain Machinery weapons (Circular Saw, Gravity Well, Drillbreaker). 


Armiger (guide page 287) 
Op 


rd 


The rate of accumulation of Armiger points when phasing has been divided by two. However, certain weapon types now enjoy an accumulation 
multiplier: 


& Swords: x1.5 
& Greatswords: x2 
© Daggers: x1.5 
& Shields: x1.5 


Link-Strikes (guide page 290) 


Link-Strikes can now occur even when Noctis is not parrying or standing behind an enemy. 


oe Card (guide page 294) 
nn 


The bonus experience you can receive from your Report Card is now based on the following criteria: 
© Time: the total duration of the battle — the shorter this is, the better your multiplier. 


& Finesse: the number of Blindsides and Parries you perform during the battle. 
© Offense is unchanged, and is still determined by the proportion of enemies defeated during the encounter. 


Parameter Growth (guide pages 294-295) 


nd 


The attributes of all four party members have been adjusted to make it less likely that they will reach a maximum cap. Overall, HP values have been 
lowered, but defense parameters have been increased. 


Ascension (guide page 296) 


A new Wait Mode Ascension Tree has been added to the game. The abilities it unlocks gives you access to the following features: 


Time Freeze: Unlimited Wait Timer 

Time-Restore: Wait Timer recovery every time you defeat an enemy 

Presto Libra: Reduced time to reveal a target's intel via Libra 

Elementalist: Increased damage inflicted by a scanned enemy’s elemental weakness 

Sage: Increased damage inflicted by the party based on the number of enemies in Libra state 

Warp-Ambush: Increased breakage inflicted with Warp-Strikes when targeting enemies focusing on another party member during Wait Mode 
Warp-Punish: Increased damage inflicted with Warp-Strikes when targeting enemies with half HP or less during Wait Mode 


oss, 


Fish (guide pages 304-305) 


OS 


The Crown Update makes numerous small changes to parameters In the fishing mini-game, and also adds several new fishing spots. 


Fish Overview 


NAME 

Allural Sea Bass 
Alstor Bass (big) 
Alstor Bass (small) 
Amber Lucian Carp 
Argus Salmon 
Barbaric Gar 

Bizarre Barramundi 
Black Barrelfish 
Bronze Lucian Carp 
Butterfly Bluegill 
Callatein Brook Trout 
Cascade Dace 

Cave Dace 
Cherrycomb Trout 
Chipped Bluegill 
Chrome Rainbow Trout 
Cleigne Brown Trout (big) 
Cleigne Brown Trout (small) 
Cloudy Lucian Carp 
Coeurl Dace 

Copper Allural Sea Bass 
Coral Allural Sea Bass 
Crag Barramundi 
Crimson Trevally 
Cygillan Grouper 
Cygillan Sea Bass (big) 
Cygillan Sea Bass (small) 
Dank Barramundi 

Dark Allural Sea Bass 
Dawn Lucian Carp 
Dread Grouper 
Duscaen Dace 

Dusk Lucian Carp 

Fan Bluegill 

Galdin Trevally 

Garnet Snakehead 
Giant Catfish 

Giant Trevally (big) 
Giant Trevally (small) 
Glimmering Bluegill 
Glowing Barrelfish 
Gold Lucian Carp 
Golden Catfish 

Great Nebula Salmon 
Grim Catfish 

Hookhorn Bluegill 
Horned Bluegill 

Jade Snakehead 

King Catfish 

King Trout 


Lambent Trout 


ITEM OBTAINED 
Allural Sea Bass Fillet 
Alstor Bass Bones 
Alstor Bass Bones 
Lucian Carp Rowscales 
Salmon Fin 

Gar Fin 

Barramundi Innards 
Barrelfish Mucus 
Lucian Carp Fillet 
Bluegill Fin 

Trout Fillet 

Dace Scales 

Dace Scales 

Trout Fillet 

Bluegill Scale 

Trout Fillet 

Trout Fillet 

Trout Fillet 

Lucian Carp Rowscales 
Dace Scales 

Allural Sea Bass Fillet 
Allural Sea Bass Fillet 
Barramundi Fillet 
Trevally Fin 

Grouper Skin 

Sea Bass Fillet 

Sea Bass Fillet 

Dank Barramundi Fillet 
Sea Bass Fillet 
Lucian Carp Rowscales 
Grouper Fin 

Dace Scales 

Lucian Carp Fillet 
Bluegill Fin 

Trevally Fillet 
Snakehead Teeth 
Catfish Heart 

Trevally Fillet 

Trevally Fillet 

Bluegill Scale 
Barrelfish Scales 
Lucian Carp Reverscales 
Catfish Barbel 
Nebula Salmon Fillet 
Poisonous Catfish Fin 
Bluegill Scale 

Bluegill Scale 
Snakehead Scales 
Catfish Heart 

King Trout Fillet 

Trout Scales 


STAMINA 
90,000 
60,000 
30,000 

710,000 
120,000 
450,000 
140,000 
50000 
700,000 
50,000 
70,000 
25,000 
25,000 
40,000 
20,000 
80,000 
80,000 
30,000 
750,000 
32,000 
240,000 
230,000 
50,000 
280,000 
160,000 
80,000 
40,000 
5/,500 
120,000 
850,000 
1,000,000 
10,000 
740,000 
40,000 
60,000 
60,000 
550,000 
75,000 
45,000 
30,000 
35,000 
720,000 
100,000 
160,000 
150,000 
14,000 
10,000 
70,000 
450,000 
120,000 
50,000 
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Fisn Overview (Continued) 


NAME SP EXP ITEM OBTAINED STAMINA POWER 
Leopard Trout 22 15 | Trout Scales 100,000 24 
Lotus Bluegill 20 25 _{Bluegill Scale 15,000 ES 
Lucian Carp 34 450 _ {Lucian Carp Fillet 690,000 15 
Lucian Catfish 16 20 | Catfish Barbel 50,000 12 
Lucinian Sea Bass 26 95 | Sea Bass Fillet 100,000 24 
Lurking Catfish 38 80 | Poisonous Catfish Fin 200,000 2.8 
Maiden Brook Trout 20 15 _ {Trout Fillet 40,000 1.3 
Marble Lucian Carp 38 600 _\ Lucian Carp Rowscales 700,000 57 
Mighty Barramundi 34 550 | Mighty Barramundi Fillet 380,000 3.6 
Morion Trout 26 75 _\Morion Trout Scales 90,000 2.6 
Mud Dace 8 10 _{Dace Scales 12,500 12 
Murk Grouper de 600 | Murk Grouper Eye 900,000 24 
Nebula Salmon 26 55 | Nebula Salmon Fillet 80,000 ZN 
Noble Arapaima 44 1,000 | Arapaima Scales 1,100,000 2d 
Opal Snakehead 32 150 _ | Snakehead Scales 300,000 3.2 
Pale Dace 8 10 | Dace Scales 18,000 IES 
Panther Bass 22 40 {Bass Teeth 65,000 1.9 
Phantom Snakehead 18 15 _|Snakehead Teeth 80,000 2.0 
Phoenix Bass 20 70 _\ Phoenix Bass Bladder 65,000 1.8 
Pigeon Grouper 22 75 __{Grouper Bones 300,000 de 
Pink Jade Gar 40 800 [Jade Gar Mirrorscale 300,000 5.4 
Platinum Myrltrout 32 200 {Platinum Myrltrout Fillet 100,000 d.d 
Rainbow Trout (big) 22 10 | Trout Fillet 50,000 1.8 
Rainbow Trout (small) 16 10 _ | Trout Fillet 30,000 1.0 
Red Barrelfish 18 15 __\Barrelfish Mucus 40,000 1.3 
Redeye Bass 28 100 {Bass Eye 50,000 (0 
Reef Trevally 28 120 | Trevally Scales 120,000 Eil 
Regal Arapaima 48 900 | Large Arapaima Scales 1,300,000 35 
Regal Dace 8 10 _\Dace Scales 440,000 2.0 
Risorath Peacock Bass 22 70 {Bass Teeth 130,000 Zl 
River Dace 8 10 __|Dace Scales 16,000 1.5 
Rock Barramundi 26 80 | Spiny Barramundi Fin 70,000 2.0 
Sandy Dace 8 10 __|Dace Scales 26,000 14 
Sapphire Snakehead 30 140 _{Snakehead Scales 90,000 Zil 
Scorpion Grouper 32 380 _|Grouper Skin 700,000 2.6 
Shorthorn Bluegill 12 15 _{Bluegill Scale 12,000 IE 
Silver Lucian Carp 38 600 {Lucian Carp Rowscales 730,000 1.6 
Snakehead 18 15 __|Snakehead Teeth 50,000 (ES) 
Specular Dace 8 10 __|Dace Scales 15,000 13 
Spiked Alstor Bass 20 15 _|Alstor Bass Bones 50,000 1.8 
Spotted Catfish 30 70 {Catfish Mucus 65,000 1.8 
Spotted Devil Gar 38 650 | Devil Gar Fillet 600,000 2 
Striped Barramundi 30 180 _\ Barramundi Fillet 100,000 2.0 
Striped Catfish 24 40 {Catfish Mucus 60,000 14 
Sunny Lucian Carp 38 600 {Lucian Carp Rowscales 740,000 17 
Sunrise Lucian Carp 38 600 _\Lucian Carp Rowscales 720,000 1.8 
Sunset Lucian Carp 34 450 _ {Lucian Carp Fillet 730,000 2.5 
Tide Grouper 32 400 _\Tide Grouper Fillet 180,000 ZA, 
Vesper Barramundi 26 40 _{Spiny Barramundi Fin 200,000 Dl 
Vesper Dace 8 10 __{Dace Scales 21,000 IES 
Vesper Gar 30 300 _\Vesper Gar Fillet 180,000 d. 
Wennath Dace 8 10 __{Dace Scales 28,000 15 
Wennath Salmon 32 220 _{Wennath Salmon Fillet 100,000 Za 
Zipper Barramundi 26 75 Zipper Barramundi Fillet 60,000 15 
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Fishing Spots (guide pages 306-307) 


nd 


Vannath Coast 
Giant Trevally, Galdin Trevally, Murk Grouper, Glowing Barrelfish, Reef 
Trevally, Dread Grouper 


Galdin Shoals (new fishing spot to the east of Galdin Quay) 
Copper Allural Sea Bass, Allural Sea Bass, Crimson Trevally, Rock 
Barramundi, Black Barrelfish, Cygillan Grouper 


Crestholm Reservoir 
Horned Bluegill, Lucian Catfish Alstor Bass, Golden Catfish, Duscaen 
Dace, Lucian Carp, Dawn Lucian Carp 


Neeglyss Towerfront 

(new fishing spot on the northern shore of Alstor Lake) 

Horned Bluegill, Shorthorn Bluegill, Alstor Bass, Dank Barramundi, Crag 
Barramundi, Lucian Catfish 


Neeglyss Pond 
Horned Bluegill, Shorthorn Bluegill, Lucian Catfish, Alstor Bass, Crag 
Barramundi, King Catfish 


Swainsmere 
Horned Bluegill, Shorthorn Bluegill, Lucian Catfish, Alstor Bass (large 
version at night), Crag Barramundi, King Catfish 


Malacchi Pond 
Alstor Bass, Lucian Catfish, Horned Bluegill, Chipped Bluegill, Spiked 
Alstor Bass, Mud Dace 


Forgotten Pool 
Shorthorn Bluegill, Chipped Bluegill, Hookhorn Bluegill, Specular Dace, 
Rainbow Trout, Lambent Trout, Spotted Catfish 


Saxham Reservoir 

(new fishing spot to the southwest of the Disc of Cauthess) 
Lucian Carp, Bronze Lucian Carp, Gold Lucian Carp, Silver Lucian Carp, 
Sunny Lucian Carp, Cloudy Lucian Carp, Marble Lucian Carp, Amber 
Lucian Carp, Sunrise Lucian Carp, Dusk Lucian Carp, Regal Dace, 
Duscaen Dace, Snakehead, Spotted Catfish 


The Archaean's Mirror 

(new fishing spot to the south of the Cauthess Rest Area) 
Hookhorn Bluegill, Alstor Bass, Redeye Bass (rainy weather), Dank 
Barramundi, Striped Catfish (at night, with rainy weather), Grim Catfish 


Daurell Spring 

Snakehead, Garnet Snakehead, Jade Snakehead (rainy weather), Spiked 
Alstor Bass (dusk), Alstor Bass (large version with rainy weather), 
Phoenix Bass, Pink Jade Gar, Redeye Bass, Striped Catfish 


Daurell Stills (new fishing spot inside Daurell Cavern) 
Cave Dace, Bizarre Barramundi, Lurking Catfish, Opal Snakehead 


River Wennath 
Cherrycomb Trout, Rainbow Trout, Callatein Brook Trout, Chrome 
Rainbow Trout, Argus Salmon, Sandy Dace 


Rachsia Bridge 
Chipped Bluegill, Zipper Barramundi, Alstor Bass (large version with rainy 
weather), Nebula Salmon, Wennath Salmon, Pale Dace, Wennath Dace 


The Maidenwater 
Rainbow Trout, Cleigne Brown Trout, Maiden Brook Trout, Nebula 
Salmon, Great Nebula Salmon, River Dace 


Caem Shore 
Striped Barramundi, Tide Grouper, Dark Allural Sea Bass, Black Barrelfish, 
Copper Allural Sea Bass, Cygillan Grouper 


The Vesperpool — East Bank 

Glimmering Bluegill, Lotus Bluegill, Phoenix Bass, Crag Barramundi, 
Golden Catfish, Sapphire Snakehead, Jade Snakehead, Vesper Gar, 
Noble Arapaima 


The Vesperpool — West Bank 
Glimmering Bluegill, Fan Bluegill, Panther Bass, Golden Catfish, Garnet 
Snakehead, Sapphire Snakehead, Vesper Gar 


The Vesperpool — North Bank 

(new fishing spot to the north of the East Bank) 

Lotus Bluegill, Butterfly Bluegill, Fan Bluegill, Risorath Peacock Bass, 
Vesper Dace, Regal Arapaima, Giant Catfish 


The Vesperpool — Cape 

(new fishing spot to the northwest of the West Bank) 

Panther Bass, Mighty Barramundi, Vesper Dace, Coeurl Dace, Barbaric 
Gar, Giant Catfish 


The Vesperpool — Islet 

(new fishing spot to the north of the West Bank) 

King Trout, Leopard Trout, Spotted Devil Gar, Sunset Lucian Carp, Vesper 
Barramundi 


Myrlwood Falls 
Cleigne Brown Trout, Platinum Myrltrout, Maiden Brook Trout, Cascade 
Dace, Chrome Rainbow Trout, Lambent Trout, Morion Trout 


Gondola Marina 
Cygillan Sea Bass, Lucinian Sea Bass, Red Barrelfish, Tide Grouper, 
Scorpion Grouper (all species available at night) 


Furgola Canal 
(new fishing spot northeast of Ministerial Quarter Station) 
Coral Allural Sea Bass, Cygillan Sea Bass (all species available at night) 


San Elio Plaza (new fishing spot southeast of Port Station) 
Pigeon Grouper, Coral Allural Sea Bass, Lucinian Sea Bass 
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Food Items, Fishing Spots and Recipes 


The following maps reveal the location of the new food items, fishing spots and recipes that have been added to the game. 
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Chocobean 
Leiden Sweet Potato 


Leiden Potato 
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“Only available after you finish the game 
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Allural Shallot 
Chocobean 
Beetroot 

Garlic 

Duscaen Orange 
Wild Onion 
Schier Turmeric 


Hulldagh Nutmeg 


CROAKER IN BROWN SAUCE FRIED ROOKIE ON RICE ACE HUNTER'S SCHNITZEL 
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PAELLA DE POLLO 


SALMON-IN-A-SUIT 
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Allural Shallot 
Garlic 


Kettier Ginger 


FINAL FANTASY. Il 


ALTISSIA 


6 


„6 


Dee 


LAZA 


SAN ELIO P 


F Pé Ne / 


SGHLARC ENIX. 


plggybaek” 


